Note: 
‘Black’ is  for everything unchanged from the previous version.


‘Blue’ is a reserved color for unaccepted text.


‘Orange’ is a reserved color for notes.


‘Red’ is  for changes from the previous version. (Don't bother marking spelling corrections).

Gamedev Writing Forum
Collaborative Game Design Document
V1.3 revised 10/18/04



Title: (name here)



Statement of Purpose: We, the members of the Gamedev.net writing forum, will pool our talents to create a science-fantasy game story for a single player RPG with a branching story, multiple endings, and optional romance. The game will feature deep, complex characters and pondering of moral ambiguity, but will maintain a positive tone. The worldbuilding will be vivid, and immersive with mysteries for the player to uncover, tools for him/her to master, and abilities for him/her to learn, because the PC will not start out with any inherent special abilities. The plot will be complex. Gameplay will deemphasize combat (although it will still be an integral part of the game) and instead emphasize world exploration, puzzle solving, and social interaction with NPCs.



Game Concept: The PC (gender selectable by the player) begins the game as a human unexpectedly summoned or revived into a future or alternate world where the human race as we know it does not exist. Instead the PC discovers that there are three human-like races: the magic-wielding magicals(rename), the high-tech technos(rename), and the mysterious spirituals(rename). Our poor lost human must quickly remedy his/her ignorance of this world by solving puzzles and uncovering mysteries if he/she wants to escape being used as a pawn by the various political factions who have taken an interest in this alien. Through the PC, the player must balance strategy, desire, and ethics in choosing what goals to pursue within this world and what means to use to pursue them. Stay in this interesting new world, or try to find a way home? Go native, or rebuild the human race? Be a lone wolf or start a romance with an NPC or three? It's the player's life to live as he/she pleases, and then to live again, as the game+ feature allows the player to avert tragedies that happened the first time and experiment with different choices. Successive plays will allow the player to get deeper and deeper into the alien world by uncovering more of its mysteries and gaining new abilities which change not just what the player can do, but who the player is.
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Table of Acronyms and Other Terms

PC – The player-controlled character

NPC – A non-player-controlled character

RNPC – A romanceable NPC

mNPC – A minor (non-romanceable) NPC

NA – Not Applicable

1. Features List


1.1. Genre



1.1.1. Gameplay Genre: RPG/Adventure Hybrid



1.1.2. Trope Genre: Science Fantasy



1.1.3. Plot Genre: Romance/Mystery/Adventure/Historical

1.2. Intended Audience

1.2.1. RPG/Adventure Fans – This game is intended for an audience of RPG/adventure game fans, particularly those who like the Final Fantasy series of games. 

1.2.2. Mature Players – This game is intended for a more mature audience, players 16 years and older.

1.2.3. Dating Sim Fans – This game will especially appeal to dating sim (ren'ai) fans.

1.2.4. Anime Fans – The anime style the game's graphics will probably have will appeal to anime fans.


1.3. Gameplay Modes



1.3.1. Exploring



1.3.2. Combat



1.3.3. Puzzles



1.3.4. Mini-games



1.3.5. Character Interaction




1.3.5.1. Internal Monologue




1.3.5.2. Dialogue with RNPCs




1.3.5.3. Giving Items to RNPCs



1.3.6. Game+



1.3.7. Fortune Cookies


1.4. The PC



1.4.1. Number of PCs: There is only one playable character.

1.4.2. PC Race: The PC begins the game as a human, although their race may later change.

1.4.3. PC Details: The player may choose the PC's gender, name, and some other details (appearance? clothing?) before the game begins.

1.5. Gameplay Time

1.5.1. Average Play Time – An average player's first play through the game should take approximately 40 hours.

1.5.2. Plot Time – Approximately 6 of these hours would be taken up by scripted scenes or FMVs, dialogue, narration/monologue, and other plot-focused scenes.  (There will be approximately 18 hours of plot material all together, but the player will only encounter about 1/3 of it in any given game.)

1.5.3. Combat Time – Approximately 10 hours of the average game will be combat.

1.5.4. Management Time – Approximately 2 hours of each game will be managing equipage.

1.5.5. Exploration/Puzzle/Mini-game Time – And the remaining 22 hours will be exploring, solving puzzles, and playing mini-games.

2. World-Building

2.1. Races – There are 4 races: humans, magicals(rename), technos(rename), and spirituals(rename).


2.1.1. Humans

2.1.1.1. Human Details – The PC and any human NPCs are from the near future (50-200 years) and come from a modern culture essentially the same as our own.  This cultural background will shape how they react to suddenly finding themselves in the game-world.



2.1.2. Magicals




2.1.1.1. Magical Biology




2.1.1.2. Magical Culture




2.1.1.3. Magical Religion




2.1.1.4. Magical Concept Art



2.1.3. Technos




2.1.1.1. Techno Biology




2.1.1.2. Techno Culture




2.1.1.3. Techno Religion




2.1.1.4. Techno Concept Art



2.1.4. Spirituals




2.1.1.1. Spiritual Biology




2.1.1.2. Spiritual Culture




2.1.1.3. Spiritual Religion




2.1.1.4. Magical Concept Art

2.2. Magic


2.3. Technology


2.4. History

2.5. Geography – The game-world will be confined to one continent of one planet. It should be ambiguous whether this is a future earth or an alien planet.

2.5.1. Specific In-Game Settings

2.5.2. Buildings

2.5.3. Rooms



3. Characters – In addition to the PC there are 6-10 major NPCs, referred to as RNPCs because they are 'romanceable', the player can build a relationship between the PC and these characters.  RNPCs should appear to be between 18 and 30 years of age.


3.1. Romancing an RNPC

3.1.1. Gauges – Each RNPC will have emotional gauges that will be affected positively or negatively by interaction with the PC.  Filling the gauges above or below certain thresholds will change the type of relationship the PC has with that RNPC.  Possible relationship types are: Nemesis, Enemy, Neutral, Friend, Lover, BestFriend, Soulmate.  Some RNPCs may not have all gauges or all relationship types available; for example, a spiritual RNPC would not be available as a Lover or Soulmate.

3.1.2. Relationship Timing – Relationships should be declared/consummated by mid-game (during the rising action phase) to allow for politics, alliances, and late-stage relationships.


3.2. The PC (This describes the PC at the start of the first gameplay only.)



3.2.1. The PC (Name chosen by player)

3.2.1.1. Type of Love – NA

3.2.1.2. Story Role – Main Character/Protagonist

3.2.1.3. Race – Human

3.2.1.4. Gender – (Male or Female, chosen by player)

3.2.1.5. Appearance

3.2.1.6. Personality and Motivation
3.2.1.7. Dialect and Speech Quirks

3.2.1.8. Back-story and Personal History – In order to encourage the player to identify completely with the PC we decided to make his/her personal history quite vague.  The PC has not been in a major relationship and thus has no prior commitments, memories of a loved one, or emotional wounds.

3.2.1.9. Abilities

3.2.1.10. Clothing

3.2.1.11. Weapon
3.2.1.12. Purpose – To make strategic and ethical decisions and experience the personal consequences of these decisions.

3.2.1.13. Possible Changes During the Plot – The PC's relationships, abilities, traits, political alliances, personal philosophy, and race may all change during the course of gameplay.

3.2.1.14. Concept Art


3.3. RNPCs



3.3.1. Name



3.3.1.1. Type of Love




3.3.1.2. Story Role




3.3.1.3. Race




3.3.1.4. Gender




3.3.1.5. Appearance




3.3.1.6. Personality and Motivation



3.3.1.7. Dialect and Speech Quirks




3.3.1.8. Back-story and Personal History




3.3.1.9. Abilities




3.3.1.10. Clothing




3.3.1.11. Weapon



3.3.1.12. Purpose




3.3.1.13. Possible Changes During the Plot




3.3.1.14. Concept Art

4. Theme and Plot


4.1. Story Outline/Timeline


4.2. Beginning

4.2.1. Beginning Purpose – The beginning of the story should make the player feel isolated, lonely, and lost by portraying the PC as suddenly finding him/herself marooned alone on an alien world. The PC should doubt whether he/she has lost his/her sanity and is now in a world of delusion, whether he/she might have died and is now in the afterlife, or whether he/she has somehow been transported to an alternate reality where magic works and people aren't quite human.


4.3. Initial Incident

4.3.1. Initial Incident Purpose – The initial incident prompts the PC to choose a goal (attempt to find a way home or a safe place to settle), which will motivate the PC to start studying the world to earn the ability to achieve that goal.



4.3.2. Resolve to Action


4.4. Rising Action

4.4.1. Rising Action Purpose – The rising action of the story is about strategy – figuring out which theories about the worldbuilding are true, pursuing romances, and investing time and effort into gaining traits/learning abilities that will hopefully stand the PC in good stead during the climax. Going along with the theme of truth, events here should challenge the PC to decide what their personal philosophy is and what their specific goals within the game are.



- - Failed Attempt(s)


- - Complication/Reversal


- - Further Attempt(s)

4.5. Climax

4.5.1. Climax Purpose – The climax of the game is all about the PC making a final choice/commitment and standing steadfast behind the choices he/she has made throughout the game. A sacrifice may be necessary here if the player has not earned one of the happy endings.



4.5.1. Crisis

4.5.2. Resolution – If a sacrifice has occurred, an internal monologue should give the player the option to vow to repair that sacrifice.


4.6. Endings

4.6.1. Ending Purpose – The ending of the game will be about the PC finally settling safely into a new life of domesticity and confidence in his/her knowledge of the world around him/her, to replace the one he/she lost at the beginning of the story. The painful struggle for rebirth is finally complete – our caterpillar stretches its new wings and launches itself into the air to begin life as a butterfly.

4.6.2. Political Endings, e.g. founding a human settlement.

4.6.3. Relationship Endings, e.g. pledging love.


4.7. Game+

4.7.1. Game+ Purpose – The beginning and initial incident portions might not necessarily stay the same in game+. Integrated with game plus, a longer, persistent story might be wrapped around several rounds of the game. Each round will still follow the arc described above, but when the several rounds are put together there is a larger arc, with a theme of progress towards knowing everything about the game world, gaining all possible abilities, and becoming a spiritual.


4.8. Specific Scenes


4.9. Dialogue

5. Game-play

5.1. Puzzles

5.1.2. Puzzles Appropriate to the Game-world - Puzzles must be a logical and at least semi-realistic extension of the game world.

5.1.3. Object Manipulation Puzzles - Most puzzles will be of the repairing/building/manipulating a physical system type. For example: gears, plumbing, puzzle boxes, sliding and balancing objects, winding springs and turning keys, and performing steps in the right order would all be suitable subjects for puzzles. The game Jewels of the Oracle is an excellent example of these types of puzzles, as are the Myst games and Lighthouse.
5.1.4. Environmental/Plot Puzzles - Some puzzles will involve applying an object to the environment, an NPC, or the player's avatar. These will generally involve lateral thinking. The games Sanitarium and Woodruff and the Schnibble contain good examples of this type of puzzle.
5.1.5. Code Puzzles - Some puzzles will be 'decoding puzzles', involving symbol manipulation and translation, perhaps with an alien glyph language or number system. Some examples are the alien-glyph program in The Dig and the alien number system conversion puzzles in Rama.
5.1.6. Sub-game Achievement Puzzles - Some puzzles will simply be the successful completion of a sub-game. Competitive puzzles, where the player has an RNPC as their AI opponent, fall into this category. Other examples would be breeding a 'golden Chocobo', beating a threshold time in a race to get a prize item, etc.

5.1.7. No Mazes – We will not consider mazes to be an acceptable type of puzzle for this game.


5.2. Item System



5.2.1. Inventory



5.2.2. Equipage


5.2.3. Use in Different Game Modes



5.3. Combat – Vagrant Story's combat system is a good model for what we want here.

5.3.1. Realtime Combat – Combat is realtime, with each move taking a specific amount of time and special moves requiring a meter to fill.

5.3.2. Arcade-style Combat – Combat is arcade-style: side view, timing, and button combos).

5.3.3. RPG-style Equipage – Equipage (traits and abilities gained from races in addition to items possibly including a weapon, armor, and accessories) affects combat abilities.  This should add more of a strategic element to the combat.

5.3.4. Special Moves Menu – Special moves can be chosen from a menu.

5.3.5. Combat Difficulty – Combat will be easy; the player should rarely lose a battle.


5.4. Level/Ability Increase Systems

5.4.1. Parallel Racial Abilities – In the game there will be 3 sets of abilities/traits for the PC to acquire: magical, techno, and spiritual.  These three sets are parallel; in other words each race has their own version of every ability and trait, although these should not be directly equivalent but instead functionally equal and balanced.  Example: Abilities of the 3 races in Starcraft.

5.4.2. Mixed Adaptation – A PC may equip abilities and traits of any race or combination of races regardless of his/her current racial membership.

5.4.3. Spiritual Ability Prerequisites – In all cases the PC must have both the magical and techno versions of an ability before the spiritual version of that ability or trait becomes available.

5.4.4. Racial Membership Options – A PC who has acquired a significantly large number of a race's traits and abilities will gain the option to become a member of that race (although they will still remain essentially human in their genetics/biology/memories).  The option will be presented at a specific point in the game, either during the climax phase or during the resolution phase.  A player who has chosen to become a member of another race may later reverse this decision.

5.4.5. Spiritual Race Prerequisites – The PC must have been both a magical and a techno before he/she can become a spiritual.


5.5. Money Systems (if any)



6. Items and Objects


6.1. Minor NPCs


6.2. Animals


6.3. Plants


6.4. Equipable Items

6.5. Carryable Items


6.6. Other Items
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