Game Design Document Final Project
"Valyr"
By Daniel Palumbo

Table of Contents
Game Genre. . . . . . . . . . . . . . . . . . . . . . . . . . . . .2
General Theme. . . . . . . . . . . . . . . . . . . . . . . . . . 2
Demographic. . . . . . . . . . . . . . . . . . . . . . . . . . . . 2
Story. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 2
	Characters. . . . . . . . . . . . . . . . . . . . . . . .3
	Thematic Elements. . . . . . . . . . . . . . . . .4
Gameplay. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 4
	Features. . . . . . . . . . . . . . . . . . . . . . . . . .4
	Setting and Exploration. . . . . . . . . . . . . 5
	Missions. . . . . . . . . . . . . . . . . . . . . . . . . .5
	Abilities. . . . . . . . . . . . . . . . . . . . . . . . . . 6
	Combat. . . . . . . . . . . . . . . . . . . . . . . . . . 6
Graphic and Sound Design. . . . . . . . . . . . . . . . . 7







Game Genre:
	Role-Playing Game - The gameplay will be of the "Action RPG" genre, meaning that while much of the combat will be active, taking place in real-time, the player will earn traditional experience points for all the characters in combat. The player will receive a number of upgrade to their abilities as they earn experience, as well as be able to purchase a number of upgrades for their characters using money earned.

Theme:
		Fantasy - The game uses Fantasy as its base theme, as it takes place in a wholly different world and features a form of "magic" both in the story and gameplay. However, it also attempts to twist the standard Fantasy conventions by incorporating aspects of steam punk and attempting to provide a very 'grounded' world with many fantastical elements with logical purpose and reason hidden behind them.

Demographic:
	Hardcore Gamers - The key to this demographics lies in understanding their gaming interests. Most will be very interested complicated gameplay systems and a large amount of content in all aspects of the game. They will be specifically looking for something with impressive production values, and contains elements both new to them and reminiscent of the genre.

Story:
	Valyr is a continent plagued by strange fields of crystals that emerge from the ground overnight, consuming all the landscape around it, be it plants, animals, or people. The crystal's very presence has the ability to conjure fierce storms that bring with them devastating wind and lightning strikes. The only thing that appears to deter their growth are large bodies of water, leading humanity to seek refuge in large coastal towns. 
	It is eventually discovered that the crystals hold an enormous amount of energy, and can be processed into a gel-like substance which in turn can be burned as an efficient fuel.  If ingested by humans, the crystal gel acts as a stimulant, causing increased activity allowing the person to channel the excess energy, allowing them to create base elements such as fire or other strange and magical techniques. However, prolonged use of the gel was quickly shown to cause physical dependency on the substance, and in some cases, mental instability.
	Grinders, massive land vehicles used harvest crystal fields, crushing and storing their loads for processing, quickly rose to prominence as demand for the gel as both a fuel and drug increased. 
	A strange youth named Kasen, owner of the aging Grinder the Aurora, is busy dealing with pirates and escaping debtors when he himself drawn into a conflict with enemies from his past, and one that will ultimately come to involve the deepest secrets of his world.

Characters:
Kasen - A young man who owns and pilots the Aurora along with Taera, Kasen has the strange ability to ingest pure crystals and use their energy to survive any fall or heal almost any wound in seconds. He relies on this ability extensively when he find himself caught in a fight, but becomes vulnerable when his energy wears thin. While resourceful and quick to act, most of the time he only concerns himself with making money. Still, he is fiercely loyal to friends and hides a kind heart under a mask of indifference. He harbors a deep hatred of Folrick Castel due to an incident that occurred between them years ago that left Adel, his best friend, dead.
Taera - Kasen's partner and mechanic aboard the Aurora, she works constantly to keep the old Grinder running. She is obsessed with all things technical and can repair or modify nearly anything. Her personality is usually upbeat, though can become quite harsh at times when angered. 
Edlyn - A young girl who seeks refuge aboard the Aurora after she steal a mysterious device from Folrick Castel. Claiming the device belonged to her father, it appears to emit a signal that causes unusual effects in nearby crystals. She has a hyperactive personality and is a crystal gel addict, able to use a variety of energy based attacks. 
Varis - The owner of the Venture, he leads a group of pirates that use the modified Grinder as a base of operations. He is a crystal gel addict that makes use of illusionary magic and is proficient at a number of firearms and often dressing in a western style. He attacks the Aurora early on and begins a personal rivalry with Kasen after he defends from their assault.
Folrick Castel - A member of an extremely wealthy family of aristocrats, Folrick is interested only in the artifacts and secrets of the world. He becomes obsessed with unlocking the secrets of 'immortality' after witnessing Kasen's strange abilities years prior. He begins to direct his considerable resources toward this goal, determined to obtain the key to everlasting life that he believes is being hidden from him.
	There are a large number of other characters that will be features in the game other than the ones detailed here.

Thematic Elements: 
	The main thematic element for Valyr is the concept of exploration, to see an exprience events around the world. This theme is reflected in the story, with the player required to travel to many places throughout the main storyline, and encouraged to travel even further by various side quests. 
	This theme will also be reflected in the gameplay. Foremost, this will be demonstrated in the areas the players are able to visit, as well as the rare and unusual items they can find around to world to use and even a few new abilities for the characters.

Gameplay:
	Gameplay in Valyr is centered on the concept of exploration. Players will mainly control Kasen, and when starting the game will initially have very little freedom, being very limited in areas to explore, missions to accomplish, and usable abilities. As the player progresses through the game, more areas will open up and players will recruit more party members. In combat, these members can be given order or directly controlled by the player in order to win the battle. The sections below will detail these aspects of the game.

Features:
Single Player Campaign - The game will take place inside a lengthy single player campaign that will take the player through the storyline. The campaign will be largely mission driven, with several side quests and extra area to explore available for the player.
Save System - The game will utilize a generous check point system to make sure progress is saved automatically . This is to promote the ability to simply pick up and play the game for any length of time and still be able to make progress within the campaign.
Recapping - Upon loading a save file and selecting to continue the campaign from the point it was left off at, the game will present to the player a short summary of what has happened in the story recently. This will refresh the player's memory of the recent events in the story and make it easier for them to get back into the game after a break. 

Setting and Exploration:
	Valyr takes place on the continent of Valyr, where crystals will at times rip through the ground destroying or crystallizing anything it comes into contact with. The continent is very large, containing a variety of environments. Locations will large from places like sea side towns, to jungles made of crystal, barrens deserts and underground caves and factories. 
	Initially players will be confined to a small area of the world, unable to explore beyond that area. However, the world will be opened up very quickly, allowing players to explore as they wish. Only a few specific areas will remain closed off to players until they are tasked with going there to follow the storyline or acquire the abilities needed to access the area. 
	Players will be driven to explore during the game, and will be awarded for doing so with extra missions or content to enjoy, new sights to see, and new items to benefit them both inside and outside of battle. They will be required to use many of their abilities in order to transverse the terrain while exploring, such as jumping gaps, climbing cliffs, or knocking down boulders that may block their path.

Missions: 
	Missions will be one of the main focuses of the game, providing most of the story, challenge and be the driving source of progression within the game. However, missions are only intended to give players a sense of direction in the game. They are not intended to hold the player's hand but rather still afford the players the freedom to explore areas how they wish. Missions are completed and given in a number of ways, including triggering cutscenes, speaking to NPCs, visiting specific locations, and killing certain enemies. Story will be largely driven by in-game dialogue between characters as well as cutscenes for important events. After being introduced, the mission objectives and parameters will be given to the player and they must set out to complete the mission before acquiring another. After completing the mission, the player will be rewarded, often with experience, but depending on the mission they can also acquire usable items, unlock new areas of the city, or new NPCs to interact with. They are then free to pursue another mission or explore further. 
	Missions will be very linear in the early part of the game, both in structure and availability. For example, early on there will only be one or two missions available, and the missions given will be relatively short, simple, with the players being guided along through its progression in order to introduce them to the game mechanics. As the game opens up, the number available missions at a time will increase, as well as the complexity in the missions they give. Players will then have to figure out on their own how to reach and complete the mission, with only hints provided from the game to suggest to them what direction to go.
	An example of an available mission would be to find and explore some ruins on the outskirts of the world. The player will be given general directions to the ruins, but will have to navigate to the area in the Grinder before exiting with the party to explore further. On foot, the party must combat any enemies they encounter and use abilities to traverse the area before reaching the heart of the ruins and discovering what lies there.

Abilities: 
	The player will gain access to a multitude of new abilities throughout the game. While some will be granted during story progression, most will be awarded by experience earned while playing the game. Each character's abilities will follow a linear progress, growing stronger and learning new skills as the characters gain more levels.
	Players will be able to acquire and use equipment such as protective clothing and weapons like daggers, guns, and katanas. To complement this, a number of abilities that can be gained are different types of techniques or moves that can be performed with the character's specific weapons. These abilities will be very helpful in improving the players ability to deal with melee combat.
	Each character will has several abilities uniquely suited to them. For example, Kasen will have several that take advantage of his endurance and healing abilities, attacking recklessly and doing some amount of damage to himself in order to harm enemies or protect allies. An example of this being absorbing the brunt of an attack meant from an ally or contorting his body in order to gain more leverage when attacking enemies. Taera will be more mechanical based, with different devices that she can utilize, such as guns or net traps. While Edlyn will rely on a number of magical abilities granted by her gel addiction, like energy attacks and blinding lights. Characters who join during later staging of the game will bring even more unique abilities and playstyles to experiment with, in addition to those named here.
	
Combat:
	Combat in Valyr will be one of the main aspects of the game and will take place in real-time. During these sequences, the player will mainly control Kasen, with the other allies with him being controlled by the AI. Players can give brief orders to allies in battle, such as to defend themselves or focus on a specific target. If needed, the player can choose to switch the character they are directly controlling to any other character in the party in order to use their abilities. Because the group must often fight multiple enemies at once, a lock-on targeting system will be used to help aid players in focusing themselves and the camera when they wish on a specific enemy. Although targeting a single enemy will be often helpful, a number of combat abilities will also be available to specifically help deal with the larger groups. 
	The basic flow of combat is intended to allow a mix of abilities and actions from the player, such as blocking, attacking, and using all the character specific abilities. Players will have to decide which abilities are best to use depending on their chosen strengths and what the situation calls for. Some fight will require more physical damage to be dealt from characters such as Kasen, while others fights will require magic users like Edlyn is use their abilities to defeat the enemies. All of the special abilities the characters use will deplete their Energy meter. When depleted, that character will be unable to use anything other than their basic attacks until they recover their energy either with an item or through natural regeneration. Player will have to balance the skills they use in order to both be effective and balance their character's energy resources.

Graphic and Sound Design:
	It is worth sparing a few words to consider the intended visual and aural styles intended for the game. For the art, the game is intended to be a unique mix of fantasy and steam punk elements. Much of the visuals in this case are meant to be bright and detailed, with a specific focus of the varying colors of the different locations around the world. Emphasis would also be placed on lighting, as many areas will feature an abundance of crystal growth, providing ample opportunity to display an advanced lighting system and the light reflects and refracts off the environment and the crystalline structures. Environments would be realistically designed, within the confines of their fantastical elements of course, while characters and creatures will be able to lean slightly more towards the cartoonish side, with mildly exaggerated features.
	These same elements must be considered for the sound design of the game as well. The mix of fantasy with industry, and well as the theme of exploration the big, open world suggests a wide variety of musical styles to complement the varied environments. Orchestral pieces would appropriately fit the more dramatic and elegant moments and locations within the world. On the other hand, when exploring or traveling the wide open plains a more Western style to the music would be more fitting. Other environments in the game would be enhanced by complimenting pieces in other music styles, such as Folk, Blues, and even the occasional Rock or Electronic for the battle themes and industrial areas. 
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