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Game Overview

Game Concept

A 3D Low Poly Turn Based Battle Game based across different taverns where the
player can select different agents and compete in 3v3 fights. Players can earn coins
through defeating other agents, and even receive bonus coins depending on their
abilities. Players can unlock new agents after encountering them in battle, each with
unique special abilities to use in their team.

Genre
Face to Face Turn Based Battle System

Look and Feel
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This palette is centred around brown colours which we will use a lot for the bar
areas

It dips into more purple and red hues which caters towards the playful feel of the
game

The teal colour contrasts the more red and purple tones in the palette

The overall warm palette emphasises the game's more light-hearted tone

Game Flow/Loop Summary
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Accessibility Settings

Control Settings

Yes

Sound Settings

Turn Based Battle System Gameplay Loop

Settings?

Yes
Title Screen
Play Game?,
Yes
Start Game
Team One
elect Agen Agent Action
No
Team Two Team Action Quit?
Agent Action Complete

*  Build up mana
(from basic attacks

Turn Complete

and end turns) and

use special attacks

* Collect coins

Choose a party of 3
agents

Perform basic
attacks

-’4 Won'

Victory Screen




Core Pillars of Design

Agents

Players can select 3 agents from their roster before beginning a battle. Each agent
has unique attack and health stats as well as a special ability corresponding to their
class. After defeating a previously non-encountered agent, players will have the
option to buy them and use them. This way, the player is introduced to the basics of
an agent before they can buy them.

Turn-Based

Players take each of their agents’ actions before ending their turn, allowing them to
potentially create combos or set up plays for future turns. This increases the
skill-ceiling of strategy for players.

Abilities

Each agent has unique abilities that make them stand out from one another and
allows the player to strategize and create combos within their party. There are
different classes of agents which have abilities corresponding to that class; Attacker,
Defender, Debuff and Utility.

Mana-pool

Both teams have their own pool of mana. This is shared between each agent on that
team and is used to cast their abilities. Each team starts with 5 Ability Points (AP)
and a basic attack restores 1 AP.




Gameplay Systems & Mechanics

Basic Attack

Each Agent has a base attacking stat which is used to deal damage to an enemy
when using a basic attack.

Basic Attack

n per character
perround

Y

Health

Each Agent has a base health stat which is used to absorb damage from both basic
and special attacks.
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Special Attack / Mana Bar
Each Agent (excluding regular ‘minion’ type enemies) has a special attack that can
be used periodically once their mana bar has been filled. Each Agent has a mana
bar that slowly fills up after each basic action they complete. Agents’ mana bars can
fill at different rates depending on how powerful their special attack is.

Michal Sukenik Special Attack
Round 2 / Mana Bar Round 3

Counterattack

When being basic attacked, Each Agent has a small chance to perform a
counterattack that deals low damage but blocks incoming damage they would have
received.

20% Chance




Michal Sukenik

Stamina

Round 2

Buffs

Some Agents may have a special ability that provides a positive status effect to one
or more allies. These could include increased attack/health stats, healing, mana bar
surges or increased counterattack chances.

Lasts for X amount of turns

N

Uses characters
move

Debuffs
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Some Agents may have a special ability that provokes a negative status effect on

one or more enemies. Some examples include Fire or Poison damage where the

affected Agent takes a small amount of damage at the beginning of each round that

they have the status effect. Debuffs may also cause an Agent to lose some of their

attack stat temporarily.
Michal Sukenik

Lasts for x amount of turns

7

Uses characters
move

Agents

The game will feature multiple characters with different stat lines and abilities. The
player can select the members of their 3-person party in the beginning of each new
encounter. Once the player has encountered and defeated a new character, they
may unlock them in the store. This method of progression helps to ensure that the
player is familiar with a new Agent before they use them.
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—— Buy Enemies

Buy An Enemy

| 75Base Damage 10 Base Damage 50 Base Damage
| 35Health 325 Health 125 Health
\ 25 Gold 20 Gold 25 Gold

/
I
I
1
I
I
|
I
I
|
I
I
|
\

10 Base Damage 950 Base Damage
325 Health 125 Health

20 Base Damage 25 Base Damage 15 Base Damage

200 Health 150 Health

o ——————
o i  — —————

Turn Based

Each game is turn-based where players use an action from each of their 3 party
members before their turn ends and the next player has a chance to go.
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Turn Based

Rounds

Some encounters may feature multiples rounds before the player wins; in this case,
they change the location of the current brawl (within the same area. For example,
moving from the bar area of a pub to the kitchen) and will have to fight new enemies
while still not being fully recovered (health and mana wise) from the previous round.
This adds an additional layer of difficulty for the player and encourages them to
consider their party members in conjunction with how many rounds the encounter
may have.

Rounds
Round 1 Round 2

Loacation: Bar Loacation: Kitchen

Stuns
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Some agents may have a special ability that temporarily incapacitates an enemy,
causing them to be unable to attack or counterattack.

Lasts for one turn

Area of Effect abilities

Some agents may have a special ability that deals damage in an area, meaning it
can hit more than one enemy at a time. These will typically have lower damage
values.

Michal Sukenik

Interactable Items
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Character Stats

Numerical values affecting characters
e Health: <0 triggers death

e Mana: Currency to spend to trigger Special Ability.
e Shield%: part of the damage nullified
o Example:
= Case 1: Agent has 0 Shield%. Enemy attack of 10 damage deals 10.
= Case 2: Agent has 20 Shield%. Enemy attack of 10 damage deals 8 instead.
e Dodge%: chance to avoid damage
o Example:
= Case 1: Agent has 0 Dodge%. They have 0% chance to take O damage.
= Case 2: Agent has 20 Dodge%. They have 20% chance to take 0 damage
® Accuracy%: chance to miss attack.
o Example:
= Case 1: Agent has 100 Accuracy%. They always hit their targets.
= Case 2: Agent has 0 Accuracy%. They always miss their targets.
e Counter%: chance to attack back attacker (no considered as a turn) (attack value=base
attack value)
o Example:
= Case 1: Agent 0 counter%. They never attack back when being attacked.
= Case 2: Agent has 80 counter%. They have 60% chance to attack back when
being attacked.
e Crit Chance%: Chance to deal Crit Damage to enemy.
Crit Damage = Base Damage X Crit Multiplier = Damage Dealt
o Example:
= Case 1: Agent has 100 Crit Chance%. They always do Crit Damage.
* Case 2: Agent has 10 Crit Chance%. They have 10% chance to deal Crit
Damage to target.
e Crit Multiplier: Value used in calculating Crit Damage
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ABILITY
POINTS

+

« Special Abilities cost from 0-3 Ability Points (AP)
« Every Agent share the same pool of AP

« Using a Basic Attack adds +1AP
« The player can hold up to S5AP

Attack 1 | Attack 2
Attack

-0 DA

L)

.| special | special .| Special | special | special | special
Basic | aptack1 Attack 2 Basic | attack1 | Attack 2 Basic | attack1 |Attack2
Attac| Attac| Atta:
Q Cost:1 | Cost:2 Cost:1 Cost:2 | Cost:1 Cost:3 Cost:1 Cost:3
For Agent 1, the player has Agent 1 deals damage. For Agent 2, the player has
enough Ability Points (AP) to +1AP because a basic attack
select any attack. was used.

Player selects basic attack.
It has no cost.

16

enough AP to select any attack

Player selects Special Ability 2.
It cost 3AP.

Agent 2's Special Ability 2
triggers.
-3 AP to the commoan AP pool

+nr:2 +2p 31.14‘) L ZF 4 e 0~34P +ar:0
Ship LoHp
° \ ° o
A =) [ g
. Special | Special
Basic

a
. Special | Special

Basic | attack1 | Attack 2

Attack

Q Cost:1

Cost:1

For Agent 3, the player doesn't

have encugh AP for Special
Abilities.

Player must selects
basic attack.




Narrative

Story

Background

https://www.artstation.com/artwork/N5Q5Bd

Introduction
(will fill in)

Game World

Settini and Tone
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https://www.artstation.com/artwork/N5Q5Bd

h ://blenderartists.orq/t/medieval- 1374572

List of locations:

® Bar

®  Wine Cellar

® Bar Street

o Festival Market Stalls

e Rooftop

e Cemetary

® Sewers

e Shipyard

Characters
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https://youtu.be/Q0ZEmLosVXE?si=l9fkJ2kqn5ftgBzk
https://blenderartists.org/t/medieval-pub/1374572

Protagonist

https://thewickwheat.tumblr.com/post/81301299047/i-finished-up-my-alchoholic-pirat
e-design-btw



https://thewickwheat.tumblr.com/post/81301299047/i-finished-up-my-alchoholic-pirate-design-btw
https://thewickwheat.tumblr.com/post/81301299047/i-finished-up-my-alchoholic-pirate-design-btw

Antaqgonist

https://www.artstation.com/artwork/gOXIGE

[
-


https://www.artstation.com/artwork/g0XlGE

Other Characters
To be settled as the game design is developed. Will add some suggestions here
though in the meantime which can serve as inspiration.
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Levels

Level 01 — The bar, The Crooked Tooth
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Level 02 — The Wine Cellar
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Level 03 — The Crooked Tooth on fire?
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Training Level
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Interfaces

Characters Effects Actions

@1 |
| |

' _

The Combat Hud is divided into three parts. The Party Vitals, the Status Effect Ba
and the Action Bar which are split into a 40:10:50 ratio.
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Characters

Effects

; Action Name

Actions
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Audio Options
Video Options




/ Resolution: \

E{esolution Options v]

Display Mode:

EDisplay Modes vj

Brightness:
_

\[ Reset j /
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[ Colour Blindness: \

| Mode =

Severity:

Reset




/ \

Master Audio:
M

Music Audio:
_

Ambience Audio:
_

SFX Audio:
_

k[ Reset j )
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New Game

Credits

B Quit |
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Name

Role 1
Role 2

Name

Role 1
Role 2

Credits

Name Name Name
Role 1 Role 1 Role 1
Role 2 Role 2 Role 2

Name Name Name

Role 1 Role 1 Role 1
Role 2 Role 2 Role 2

N— _

Controls

Ac

cessibilit
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Champagne pink

e Protanopia - Red Blindness
bevoce Deuteranopia - Green Blindness
socrer Tritanopia - Blue Blindness
Blue & green inoks the same purple & red fooks
the same, and yeliow and pink looks the some
veoeco Protanomaly - "Mild" Red Blindness
Certain red shades look more green & less bright
e Deuteranomaly - "Mild" Green Blindness
Certain green shades look more red & less bright
e Tritanomaly - "Mild" Blue Blindness
Blue & green Iooks similar, purple & red looks
shnitar, and yellow und pink look similar
sanam Achromatomaly - "Mild" Lack of All Colours




Screens

The whole Ul system will remain within a single level, creating a comprehensive
experience throughout navigation. The main menu will consist of all the regular
settings that form a main menu, such as New Game, Settings, Exit, etc, but will be
without the credits menu as this will be set up at the bar. Both levels will also exist
within the same world and will focus around two separate areas of the bar.

Main Menu

Having a darker colour palette than the bar itself, the main menu creates a
well-executed contrast in colour composition. This will help the main menu stand out
while also still fitting in with the overall theme of the setting. The use of diegetic
elements like the boxes as clickable buttons adds into the narrative while also
keeping the main menu simple and compact while also giving enough space to
showcase the environment, which is the main aspect of the Ul.
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Settings

Consisting of the usual settings that remain within this menu section, the Ul will stay
rather simple so not to be too distracting for the user due to the amount of
information needed to be processed for the player.

Theme

Following on from the colour palettes of the game in general, the theme of the Ul is
to incorporate metallic colours, along with a multitude of bar-themed elements. This
allows for a cohesive medium between the player and the game, portraying
information to the player without standing out too much or fitting in too much also.

HUD

Being the main area of use for Ul, the HUD is the area of the game with the most Ul
inclusion. This will consist of a large box on the bottom half of the screen holding all
information to the player’s characters like health, status conditions and attacks. This
is the most important area of the game so the Ul must stick out enough for players to
easily comprehend the information on screen, so will consist of a contrasting colour
palette, particularly black and gold, with other colours being present also.

Status conditions will have a separate icon for each different effect, so will be vastly

different in design. To counteract this, each design will be on a barrel’s lid to not only
fit in with the theme, but to also work with the colour palette, blending with the golds

frequented throughout the HUD.

Blindness

Strengthened

Stunned
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Focused

Sharpen

A Little Something

Alcoholic

Poisoned

Shut The Front Door
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Tooltips are designed to give the player useful information that should be considered
throughout the entire playthrough, so displaying this information is extremely
important. This will be carried out through a jewel-like design in the corners of the
box, highlighting significance through a skeuomorphic approach to
attention-grabbing elements. This will most likely consist of a ruby to fit with the
colour theme with a presence of reds throughout the HUD.

4
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Technical

Release Platforms

Hardware Requirements

Development Hardware & Software
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