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Vision
The Orb is a third person stealth action/adventure game for the PC via Steam, PlayStation Network and Xbox Live Arcade. The player plays as Theorb or otherwise known as Theo.   He is mysterious Hydrogen based energy form that has arrived on Earth searching for answers about his consciousness and after some time, concludes that his consciousness must be that of a human. The player will step into the shoes of Theo just before he meets Terrence Griffin. Terrence Befriends Theo and assists him on his quest for answers by helping him find renowned academic Dr Christopher Key. On his quest, Theo will meet a potential romantic interest and be tracked and attacked by government agents. His most powerful ability for navigating the brutal world will be his ability to Shapeshift into any object or person that he desires and this gives him his best chance of succeeding on his quest.

In addition to Theo’s main Shapeshifting ability, which forms the fundamental basis of the gameplay, the player will have the ability to unlock and upgrade energy based attacks and defensive abilities to be used if and when engaging with enemies in the game.  

In each level, the player must reach a series of checkpoints that will progress the level and overall narrative using either just the Shapeshifting ability or energy combat attacks or a combination of both. In addition to this, the player must be aware of their Energy Level at all times as their health and cost to use and certain additional attack and abilities are all combined in one. Failure to do so may result in Theo destabilising (the player’s death). The player will be able to earn Energy points to increase Theo’s strength throughout the levels through a variety of means which include finding books and hidden notes.

The Orb will feature primarily a single player campaign as well as Local and Online Co-op. The single player campaign will focus on Theo’s journey quest to find Dr Key and the answers he holds. While Co-op will put a spin on the campaign by allowing a second player to join the first in playing the campaign. This will allow a team based aspect to the game, as both players will need to work together because they will be linked. This mode will entice and appeal to players who enjoyed portal 2’s co-operative multiplayer.  

The Orb aims to provide the player with a unique mixing of experiences. Its’ levels will contain exploration, rationalizing and problem solving as players find ways to progress to each of the levels various checkpoints. There will be moments of intense suspense and anguish as players attempt to stealth their way unseen through the levels and or fight off enemies with attacks that are also linked to their health.  They will also experience simple and effortless play resulting from a control scheme that draws from some of the best games. The look, feel and style of The Orb will be very dark and gritty, fantasy and sci-fi based due to the nature of Theo and his abilities. All the levels will be based in an urban city scape, set in the modern day. The game world look and feel will be very real and life like which will juxtaposed against the player’s character which will be far from real in a sense.  
The Orb will appeal to adult and mature players who enjoy stealth games such Dishonoured and the rich narrative side of action role-playing games such as Deus Ex: Human Revolution. The game will also appeal to gamers who enjoyed the matrix films as story elements of The Orb are inspired from The Matrix philosophical look at humanity.  
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Moment-to-moment gameplay 
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Single Player Gameplay modes
Story mode in The Orb is the primary game mode. The player will play in third person as the mysterious energy source Theo. Story mode is where the player will experience the full twists and turns of the narrative played out through 10 levels. Each level will be broken down into a number of checkpoints and reaching these checkpoints will require the player to stealthily and sometimes fight their way through a varying number of challenging enemies.  Additionally, the player will be able to earn Energy Points through completing a number of actions to purchase upgrades that will affect how they play and approach certain situations. All levels will be replayable as to allow the player a chance to gain additional Energy Points. 

The difficulty of each level will increase as the player progresses; however the overall (absolute) game difficulty will remain the same as it is up to the player to find the right balance that suits them. The player can chose to play extremely conservatively or extremely aggressively or anywhere in between.   
 SHAPE  \* MERGEFORMAT 



Multiplayer Gameplay Modes or Social Features

The Orb will feature a Co-op/Split screen multiplayer mode that will allow a second player to jump in and join the game with the first player. This mode will be both online and local. The second player can join at any time and when they do, they will play as a duplicate of player 1. Theo will create a copy of himself and both versions will be linked. The second player will have all the current abilities that player 1 has earned and equipped. In addition, player 2’s Energy Level will be connected to player 1’s Energy Level meaning that both players will need to strategize and work together to get to the next checkpoint. This new mode of play will allow for more innovative stealth and combat manoeuvres as the game progresses as well as new ways to get to each checkpoint in each level. The challenges and goals that both players face will be the same as those included in the story mode. In regards to Energy Points, both players will earn them as normal so that by the end of the game both players can have Theo characters that exhibit different skills.  
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Avatar actions and abilities
Theorb/Theo
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Theorb/Theo is the main character that the player will control throughout the entire game. The player will have control over Theo’s movement and interaction in the game world environment. The two central actions that the player will utilise will be Theo’s Shapeshifting ability and his Energy Level. 

Theorb/Theo’s back story is a follows:

A mysterious hydrogen based energy form has recently arrived on Earth in search of answers for his existence. Through his early interactions with humans, he identifies with humans and concludes that his consciousness must be that of a human. In this revelation he adopts a more permanent human form and shortens his name from Theorb to Theo to better blend into society. Theo then continues his quest for meaning, believing that the answers he seeks can be found with humanity on earth. 

Theo’s Energy Level

Theo will start off with a 100% Energy Level and this can be upgraded further though the spending of earnt Energy Points. Theo’s Shapeshifting and Energy Combat abilities all consume a percentage of energy at the time of use (explained later in this section). Destabilisation (aka death) will occur when Theo’s Energy Level reaches 0%. This can happen through either taking enough damage from enemies and/or using too many energy abilities without allowing energy levels to recharge. Energy levels will begin to recharge after 5 seconds of being last hit and this same basic mechanic will apply to casting energy combat attacks, defensive abilities, Shapeshifting and any other ability.  The rate at which the energy level will recharge will be 1% every 0.5 seconds. However, this rate can also be upgraded through spending energy points.
Theo’s Shapeshifting ability

Theo’s Shapeshifting ability allows for the player to change into the form of any in game object or NPC (includes enemies and civilians).  The Shapeshifting ability is paramount to survival and navigation of levels as it aids in being able to not be detected by the primary enemies, the Government agents. Theo will have a default form that he can revert back to after morphing. Throughout the levels, the player aims to blend into society and the game world to avoid detection by hostile AI that will be seeking and looking for you. The Shapeshifting ability can be used at any time and costs 10% of Theo’s energy. Also, there is no cool down period between uses.
Combat Energy Attacks (Offensive Attacks)

Initially Theo will only have access to one basic energy attack and basic melee attack however more energy attacks can be unlocked and upgraded through the spending of Energy Points. 

Each attack will offer different positive and negative attributes. Furthermore, once a new attack has been unlocked, they can be equipped through the quick inventory menu. The player however will not be able to pick up and use enemy weapons.

Below is a table of all offensive attacks in the game that Theo can utilise and their starting attributes without upgrades.

	Combat Attack
	Starting Attack
	Range Attack
	Damage to Enemies and civilians 
	Energy Level Cost
	Cool down time after use
	Description/ Additional Notes

	Melee
	Yes
	No
	10% 
	None
	None
	The basic melee attack for when up close to enemies. Is always equipped

	Standard Energy Attack
	Yes
	Yes
	5%
	1%
	None
	The starting energy attack available to the player. Can be used rapidly in succession to deal damage. Is as spam attack. 

	Heavy Energy Attack
	No
	Yes
	15% 
	5%
	1 second
	A heaver version of the Standard version attack. Rate of fire is slower but deals more damage.

	Energy Shockwave
	No
	Yes
	75% 
	50%
	1 Minute
	Sends out a wave damage in all directions from the player.

	Energy Beam 
	No
	Yes
	100% 
	25%
	30 seconds
	A Concentrated energy beam that is able to take out most enemies in one hit. Player must carefully line up attack before use.  

	Energy Melee
	No
	Yes
	25% 
	10%
	5 seconds
	An energy attack based of the standard melee, however it will deal more damage to enemies.   

	Energy Ball
	no
	Yes
	50% 
	15%
	10 seconds
	Theo lobs a ball of energy in the desired direction. Upon impact with anything, ball will explode damaging all enemies in a set radius of the blast


Passive/Other Abilities (Defensive Abilities)

Initially Theo will not be able to use any defensive abilities however they can be unlocked though spending Energy points. The below table will show the defensive abilities that can be utilised.

	Defensive Ability
	Energy Level Cost
	Active Time
	Cool down time after use
	Description/Additional Notes

	Decoy
	10%
	30 seconds
	15 seconds
	Player can send a decoy in the direction of the camera to trick and draw the attention of enemies. 

	Energy Shield 
	25%
	30 Seconds 
	30 seconds
	The play can deploy an energy shield around them to deflect gunfire from enemies for a short period of time. 
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Main HUD and control scheme
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This is what the main Heads up Display will look like during gameplay in The Orb.  The aim of The Orb is to be as simple and as easy to view as possible.

Firstly at the top of the HUD is Theo’s Energy Level which is represented as a bar. When Theo’s Energy Level is between 75% and 100% the bar will be green. 
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When the Energy Level is between 25% and 75% the bar will be orange. 
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When the Energy Levels falls below 25% the bar will turn to red.
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When energy levels are recharging the bar will flash whatever colour bracket it is in.

Underneath and to the left of the Energy Level bar are the current and completed level goals. 

In the middle of the screen will be the light circle crosshair. The crosshair will become more solid and flash when it is highlighting an interaction that can be performed or that the crosshair is placed over and object or enemy or civilian that can be shapeshifted into. 

At the bottom left on the screen will be the navigational map which will display a closeup of the player’s position in the current level that they are in.

Finally, at the bottom right of the screen, the currently equipped abilities will be displayed to the player. When an equipped ability is activated, the circle will grey out with a small timer appearing and disappearing when the equipped ability can be used again. 

The perspective of the game is in third person and thus the player’s character Theo will be visible in the HUD. The camera will also be able to be rotated by the player around Theo freely. 

Control Scheme

The control scheme for The Orb is mapped and based on an Xbox One Controller. However, this can be translated to a PS4 controller. As for the PC keyboard mapping, that will be completely customisable by the player, to suit their individual preference.
	Control
	Action
	Additional Notes

	Left Thumb Stick
	Movement 
	Hold To Sprint 

	Right Thumb Stick
	Rotate view/Rotate avatar head/aiming crosshair
	

	A Button
	Jump
	Double tap A to launch into the air; however this will incur a 10% Energy cost for every use.

	B Button
	Basic Melee Attack
	Is one of the 2 combat start attacks

	Y Button
	Active Shapeshifting ability 
	Can only activate if crosshair is over an object or Civilian or Enemy  

	X Button
	Interact with game world objects
	

	Left Trigger
	Zoom/concentrate aiming
	

	Right Trigger
	Primary Ability
	Player starts with Standard Energy Attack mapped. Can be assigned ability in the character menu. Can also be assigned ability through quick inventory.

	Left Bumper
	Ability 2
	Can be assigned an ability in the character menu. Can also be assigned an ability through the  quick inventory

	Right Bumper
	Ability 3
	Can be assigned an ability in the character menu. Can also be assigned an ability through the quick inventory.

	Start
	Bring up options/pause menu
	

	Back Button
	Bring up character menu
	From character menu, player can spend Energy Points, check stats and see progress on overall story and additional objectives. 

	Directional Pad
	Bring up quick inventory
	Can be used to quickly assign an ability to the Right Trigger, Left Bumper or Right Bumper through holding directional pad down in any direction to bring up quick inventory, selecting ability and then tapping either RT, LB or RB.   

 If selected ability is already mapped to another control, then desired control and original control will swap.


Enemies 

The Enemies that the player will come across will vary depending on the level; however there are 5 different types of enemies in total as well as one boss in The Orb. Each enemy can be either killed or avoided depending on how the player decides to play. 

Government Agents

Government Agents are the primary enemies of the game. They are tasked with finding and eliminating Theo who is perceived as a threat. If Theo enters their line of sight or alerts himself to them, they will aggressively either try to shoot and kill Theo or give chase and attempt to capture Theo. Both outcomes can ultimately result in the player being reverted back to a previous checkpoint. Government Agents can be split into two sub types, Standard Agents and Heavy Agents.

Standard Agents
Theo will encounter Standard Agents the most frequently throughout the levels. They will be actively searching the levels for Theo. Additionally they will also being guarding and patrolling areas.  Standard Agents will have high health at 100% and will be equipped with pistols that inflict 5% Energy Level damage on Theo.
Standard Agents would like this.
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(From: http://www.indiaprwire.com/downloads/photo/201205/29235.jpg)
Heavy Agents

Heavy Agents will only appear in some levels. Their main role concerns guarding certain areas in levels, however if the they are alerted to the player’s presence either through line of sight or noise, then the heavy agents will aggressively engage the player. This is mostly likely through shooting and occasionally through perusing the player. If Heavy agents lose sight of the player they will continue to aggressively search for the player for a defined time before returning to the area they were guarding. Heavy Agents will have extremely high health at 150% and will be equipped with assault rifles that will inflict 10% Energy Level damage on Theo. 
Heavy Agents would look like this.
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(From: http://1.bp.blogspot.com/_1luLRXKoJM8/SSGPN3XabaI/AAAAAAAAJcw/c2eQn947_QE/s400/black+ops+2.jpg)
Agent Thomas Catal (Code Name – Tomcat)

Agent Thomas Catal is the senior agent in charge of the operation to capture and or kill Theo. He will be referenced throughout the game until they meet face to face for the first and last time when Theo must rescue Alexandria Rose from a Government compound. 
A base representation of Agent Tomas Catal.

 (From:  http://static.giantbomb.com/uploads/original/15/155745/2179153-18079_26016.gif)
Tomcat’s is the strongest agent in the game with a health level of 200%. He also carries an experimental assault rifle capable of dealing 15% Energy Level damage on Theo. Defeating him will take a combination of attacks and Shapeshifting manoeuvres to lose him and launch sneak attacks to wear him down in a guerrilla warfare style strategy.
Other Enemies

Police Officers
Police Officers will work with the agents. They will patrol and guard designated areas in levels. They will not be actively searching for the player, however they if alerted to Theo’s presence, then they will act similar to Standard Agents by either shooting or giving chase until the player escapes their line of sight and passes the cool down period.  Police will have a health level of 50% and will be equipped with pistols that inflict 2.5% Energy level damage to Theo.
This is what Police Officers would look like.
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(From: http://www.rawstory.com/rs/wp-content/uploads/2012/01/NYPD-officers-photo-by-David-Shankbone.jpg)
Guards

Guards will solely guard and defend areas. They have a health level of 25% and will be equipped with pistols that inflict 1% Energy Level damage to Theo. They will rarely pursue Theo if he is spotted, often opting to shoot and if close enough, they will try and melee Theo before returning to their guard area.
This is what a Guard would look like.
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(From: https://www.formfonts.com/files/1/12968/two-models-security-guards_FF_Model_ID12968_2_MSEG_11_00.jpg)
Thugs 

Thugs are a low level enemy that will attack anyone in their vicinity, this includes Theo and the other enemies. They will have a health level of 25%m with some thugs equipped with pistols that inflict 1% damage and the others will use melee attacks. Thugs will appear and attack in groups and can be used by the player to distract and attack other enemies; this can be achieved by the player using the decoy ability to draw the thugs towards other enemies. 
This is what thugs would look like>

[image: image12.jpg]



(From: http://4.bp.blogspot.com/-qQGEFgeqqKk/Ta-PkNDDm0I/AAAAAAAAAmA/4PrBA_y4T1A/s400/Bone_Thugs.jpg)
Below is a comparison table of the enemies.
	Enemies
	Health Level
	Weapon/Attack
	Weapon/Attack Energy Level Damage per hit
	Rate of Fire
	Movement/ Response Speed

	Standard Agent
	100%
	Heavy Pistol
	5%
	Semi-Automatic
	Fast

	Heavy Agent
	150%
	Assault Rifle
	10%
	Automatic
	Slow

	Agent Thomas Catal
	200%
	Experimental Assault Rifle
	15%
	Automatic
	Fast

	Police Officer
	50%
	Pistol
	2.5%
	Semi-Automatic
	Medium

	Guard
	25%
	Pistol and Melee
	1%
	Semi-Automatic
	Medium

	Thugs
	25%
	Pistol and Melee
	1%
	Semi-Automatic
	Medium
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Interactive environmental elements and obstacles

Small interactive environmental elements and obstacles can aid the player in stealth manoeuvres in The Orb. Shooting out lights will reduce the enemy’s line of sight and visibility of detecting the player. Furthermore doors in buildings can be opened and closed to aid in stealth maneuverers.

In addition, Books that the player can collect will be littered around the levels. The player will be rewarded with Energy Points for each collection. The Books will be of a philosophical nature which relates to Theo’s mission on earth. Also the player will be able to search the level for hidden notes by Dr Christopher Key that will give deep background on the story and will be rewarded with Energy Points for finding them. 

The main Interactive environmental element and obstacle in The Orb will be security and alert systems set up by the Agents to detect and find Theo. The systems will be of audio and visual types with some systems requiring loud noises to set them off and other systems requiring visual abnormalities to take place, such as a civilian in a place that they shouldn’t be. When the systems are triggered, enemies such as Guards, Polices Officers and or Agents will be alerted and respond to the area to search for what triggered the system. If nothing is found, enemies will resume what they were doing before they were alerted.

Another Interactive environmental element and obstacle will be security protection systems. Security protection systems will block the player from continuing on in the level or block the player from gaining access to a note or book in a secret area. The security protection systems will require the player to take the form of a certain enemy to gain entry into that area in order to progress or gain that reward. When the systems are approached, a riddle will be given with the answer being that of an enemy that is the key to gaining access. Failure to gain access with the wrong form will alert enemies to the area where the SPS is, putting the player in a poor position. 
NPCs and allies

Civilians

Civilians are neutral NPCs that roam the game levels going about their day. They serve to be used by the player to morph into and use as stealth cover so that the player can move throughout crowded areas without being seen. Civilians have no attack and only have 15% health. 
Below is what civilians would look like.
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(From: http://www.glenwoodnyc.com/manhattan-living/wp-content/uploads/resource/moving-to-nyc-tips-walking.jpg)
Terrence Griffin

Terrence Griffin is the first ally that Theo meets upon arriving on Earth. Terrence acts primarily as an adviser, providing information to Theo on his search and the breakdown of levels. He directs Theo as to how and where to find Dr Christopher Key and provides valuable information for Theo on his quest, such as how to fit in and information on human culture. Terrence is of African-American descent and is technologically savvy. When he and Theo first meet, Terrence gives Theo an encrypted phone so that he can communicate and not have the Agents track him.  Just past midway in the game, Terrence is severely injured in a cut scene and in the next level Theo is able to heal him. However, unbeknown to Terrence, when he is healed he is given some of Theo’s powers. This is not revealed until the end of the game.
This is what Terrence would look like.
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(From: http://static5.businessinsider.com/image/515b37ba6bb3f71a3a000005-1200/23-hamet-watt.jpg). 

Dr Christopher Key

Dr Christopher Key serves as a main catalyst and primary goal for the game’s overall story progression.  He is first mentioned when Theo meets Terrence, who tells him of an academic scholar that he believes holds the answers to Theo’s existence. The main goal for Theo is to search for answers to his existence and thus he must seek out Dr Key. Dr Christopher Key will finally meet Theo at the end of the game. 

When the meeting takes place at his mansion, Dr Key is a kind wise old man, willing to help all travellers in need. He delivers and answers all the questions that Theo asks about truth of existence, even though these are not the answers Theo wants to hear. This sends Theo into rage and the result from Theo’s outburst is the death of Dr Key.
This is what Dr Key would look like.
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(From: http://www.movieactors.com/photos-stars/michael-caine-batman2-31.jpg)
Alexandria Rose 

Alexandria Rose is a secondary plot element for story progression.  She serves as a romantic interest for Theo. Theo rescues her from a group of thugs trying to rob her, when he comes across her in his search for Dr Key.  She has blonde hair and blue eyes and from her first encounter with Theo, knows he is different. She strives to help him understand his human conscience.  Towards the end of the game, due to her interactions with Theo, she is captured by the agents. Theo resolves to find her and thus the catalyst for a portion of the game is to rescue Alexandria Rose from the hands of the agents which leads into the confrontation between Theo and the head agent called Tomcat. Alexandria Rose later dies at Dr Key’s mansion.   
This is what Alexandria would look like.
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(From: https://p.gr-assets.com/540x540/fit/hostedimages/1379793126/573185.jpg)
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Rewards

The main in-game currency that is awarded to the player is called Energy Points or EP. Energy Points are earnt by the player by completing levels and performing certain actions as well as completing additional objectives in the game. Below is a table showing the player’s action and the respective Energy Points that will be awarded.
	Action
	Energy Points (EP) awarded.

	Reaching a Checkpoint
	100 EP

	Completing a Level 
	250 EP

	Kill Agent Thomas Catal (level 10)
	500 EP

	Killing a Standard Agent
	25 EP

	Killing a Heavy Agent
	50 EP

	Killing a Police Officer
	10 EP

	Killing a Guard 
	5 EP

	Killing a Thug
	5 EP

	Find a Book 
	50 EP

	Find a Note
	25 EP

	Additional Achievements
	

	Complete a level without injuring anyone (NPC and Enemies)
	250 EP

	Complete a level without taking any damage
	500 EP

	Complete a level without dying 
	200 EP


Energy Points can be spent on upgrading the players health, unlocking and upgrading energy based attacks and defensive abilities. The player can go to the character menu to manually equip attacks and defensive abilities as well as their upgrade Energy Level, attacks and defensive abilities.    
	Unlock/Upgrade
	Energy Points Cost
	Ability/Attribute Effect
	Description/Additional Notes

	Max Energy Level Upgrade 1
	500
	Max Energy Level from 100% to 150%
	

	Max Energy Level Upgrade 2
	1000
	Max Energy Level from 150% to 200%
	Must have already Upgrade 1

	Max Energy Level Upgrade 3
	1500
	Max Energy Level increased from 200% to 250%
	Must have already Upgrade 1 and 2

	Energy Level Recharge Upgrade 1
	500
	Increases Energy Level recharge rate from 1% every 0.5 seconds to 2% every 0.5 seconds
	

	Energy Level Recharge Upgrade 2
	1000
	Increases Energy Level recharge rate from 2% every 0.5 seconds to 5% every 1 second
	Must have already Upgrade 1

	Melee Upgrade
	250
	Increases Melee damage from  10% to 15% 
	

	Standard Energy Attack Upgrade 1
	500
	Increases Standard Energy Attack damage from 5% to 10%
	

	Heavy Energy Attack Unlock
	500
	
	Unlocks Heavy Energy Attack for use in game 

	Heavy Energy Attack Upgrade 1
	1000
	Increases Heavy Energy Attack damage from 15% to 20%
	Must have Heavy Energy Attack Unlock

	Energy Shockwave Unlock
	1000
	
	Unlocks Energy Shockwave for use in game

	Energy Shockwave Upgrade 1
	1500
	Increases Energy Shockwave damage from 75% to 90%
	Must have Energy Shockwave Unlock

	Energy Beam Unlock
	600
	
	Unlocks Energy Beam for use in game

	Energy Beam Upgrade 1
	1000
	Increase Energy Beam damage from 100% to 125% 
	Must have Energy Beam Unlock

	Energy Melee Unlock
	500
	
	Unlocks Energy Melee for use in game

	Energy Melee Upgrade 1
	1000
	Increases Energy Melee damage from 25% to 35%
	Must have Energy Melee Unlock

	Energy Ball Unlock
	600
	
	Unlocks Energy Ball for use in game

	Energy Ball Upgrade 1
	1100
	Increases Energy Ball damage from 50% to 25%
	Must have Energy Ball Unlock

	Decoy Unlock
	400
	Allows Decoy ability to be equipped and used
	

	Decoy Upgrade 1
	900
	Reduces cool down time from 15 seconds to 10 seconds
	Must have decoy unlocked 

	Energy Shield Unlock
	500
	Allows Energy Shield Ability to be equipped and used
	

	Energy Shield Upgrade 1
	1000
	Reduces cool down time from 30 seconds to 20 seconds. 
	Must have Energy Shield unlocked




Typical player experience 

The Orb will feature 10 levels (including a tutorial) and a prologue for additional narrative. All the levels will follow a similar mood and visual style and that is of an urban city scape, such as that it will be very dark, gritty and fantasy, sci fi based with level 9 resembling a city urban scape populated with buildings and people similar to the image below.
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(From: http://www.goodwp.com/large/201301/27064.jpg)
Level 1 – Tutorial Level

Level 1 introduces the main character of Theo to the player. Theo acquires his main identity and human form a recently deceased man, just after arriving on Earth.  The player throughout the level is introduced to the basic controls of the game, including Shapeshifting and basic energy attacks. The player is also introduced to the lower level enemies and Energy Points.  

Level 2

Level 2 introduces the government agents and the character Terrence Griffin. Terrence is being hassled by an agent for various cyber activities. Theo is able eliminate the agent. Terrence is grateful and befriends Theo after a long discussion, he tells Theo of the renowned academic Dr Christopher Key who may be able to help Theo on his quest for answers. Theo agrees to Terrence’s plan, accepts a modified phone so that they may continue talking without the agents knowing.        
Level 3
Theo begins his search for Dr Key, with Terrence feeding him information on where to go as well as hacking into the agents coms and providing updates on their movements periodically.

Level 4  

Theo continues his search and honing his Shapeshifting and energy based abilities, getting stronger as he masters his powers.

Level 5

Level 5 introduces the character Alexandria Rose. As Theo continues his search encountering a slowly increasing amount of guards, policer officers and agents he comes across a beautiful girl being attacked by a group Thugs. Theo saves her and they quickly bond. Alexandria Rose knows that he is different and decides to help Theo on his journey of self-discovery.

Level 6  
Theo continues to grow stronger as his search continues. He gets to know Alexandria Rose more through checkpoint dialogues and talking to her over the secure phone. Head Agent Thomas Catal begins to notice and pay more attention to this blossoming relationship.   

Level 7

 At the end of the level, Terrence, Alexandria and Theo all meet in a bar. While discussing Theo’s search as they draw closer to Dr Key, agents ambush the group and a shootout occurs. Theo tells Alexandria to head out the back while Terrence and Theo hold of the Agents. Terrence is injured in the shootout with agents and taken to hospital. 

Level 8

Level 8 reveals that Alexandria was captured by Agent Catal as she tried to escape the bar. However, Theo decides to head to the hospital first as he needs Terrence’s help to rescue Alexandria. At the hospital Theo uses a hidden ability to heal Terrence. They leave the hospital and head for the subway.

Level 9   

Level 9 is a key gameplay level for the player. Theo rescues Alexandria Rose from the agents’ custody after break into their compound and killing Agent Thomas Catal. Alexandria, Terrence and Theo all leave the compound together after use the Agent’s data base to find the exact location of Dr Key. 
Level 9 will be a critical level in the game with most, if not all elements coming together in one level.  Level 9 from a gameplay standpoint represents a main challenge for the player. By being this late in game, the player by now has already upgraded their Energy Level and recharge rate, as well as acquired some new Energy Attacks, upgrades and maybe a defensive ability.
Level 9 is a true test of the players learning over the previous levels. It will feature all enemies as described in the enemies section as well as books, notes, security systems and the NPC’s and allies (bar Dr Key).
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	Key
	Feature 
	Notes

	1
	Subway exit
	This is where the player will start

	2
	Group of Civilians
	After exiting the subway, the civilians can be used cover to move and Shapeshift into a civilian.

	3 and 23
	Police Officers
	Polices officers will be on guard duty and patrolling the nearby area.

	4, 24, 24
	Standard Agents 
	The starting position of Standard agents before they begin roaming and looking for the player. By the time the player reaches that area of the map, the agents may not be there

	5 and 6 
	Thugs
	Groups of thugs will loiter in these areas. The player can either attack them or use a decoy ability to get them to fight nearby enemies.

	7 
	Road that runs through map.
	The road can be used as a navigational item leading to the compound entrance.

	8, 9, 21, 22
	Guards
	Guard will be protecting these areas. Get to close to them and they will become agitated and may try to attack.

	10, 11 and 12
	Checkpoint
	Checkpoints will save the game and lunch small cutscenes furthering the story and setting the player up for the next portion of the level.

	14
	Agent Thomas Catal
	The main boss of the game. Will require guerrilla warfare style attacks to defeat. The area he is in will be littered with cover and objects for the player to Shapeshift into.  

	15
	Alexandria Rose
	Will be hiding in the corner terrified of what is going on. She appear in full after defeating Agent Thomas Catal. 

	16
	Terrence Griffin 
	Will provide details of the upcoming level before disappearing into he crowd.

	17, 26, 27
	Heavy Agents
	Heavy agents will be guarding these areas. Will only move to investigate anomalies or if the player is detected. Engage with caution. 

	18, 19, 28, 29, 30, 31
	Security and Alert Systems
	Must watch out for, if they detect any abnormalities such as civilian being where they shouldn’t or an agent getting attacked, then they will activate and alarm all nearby enemies to its position.  

	20 and 32
	Security Protection System
	The player will need to find the right enemy to Shapeshift into to be granted access. Failure to do so will call more enemies to the area. 

	33, 35, 37
	A Book
	In these areas books can be found for an energy points rewards.

	34, 36, 38
	A Note
	In these areas notes can be found for energy points rewards.

	39
	Door
	Found throughout the level. Represented by the little hinge next to the number. Can be used to obstruct an agents or other enemy view.


In addition to the schematic and what is detailed in the table above, the game levels will be littered with smaller numerous objects that would be found in a city environment, however would be too extensive to cover.  

The Player Experience Walkthrough will cover Level 9.

Level 10

Theo and his allies make their to Dr Key’s residence while be chased being chased by agents. Dr Key is revealed to be kind old wise man, who wishes to help all travellers with their questions. Theo and Dr Key chat but slowly Theo becomes agitated and displeased with the answers he receives.  Agents show up ready to kill Theo and he begins to lose control of himself due to his anger at humanity and starts to destabilise and release energy bursts. His outbursts of energy kill Dr Key and Alexandria Rose yet only knock out Terrence. Theo is able to regain control of himself but then departs stronger due to rage on a warpath of destruction against humanity.
Prologue

Terrence awakens a few minutes after Theo has departed. Terrence rationalises that when Theo healed him earlier, he must have gained some of Theo’s abilities and this allowed him to survive the energy outbursts. Feeling stronger and after seeing Theo’s trail of destruction, Terrence realises that he must kill his friend. 


Player Experience Walkthrough 
Level 9 is the focus of the player experience walkthrough due to its importance of showing most gameplay aspects. 

Level 9 begins, with Terrence Griffin and Theo exiting a subway station onto a busy street.  Immediately the player is met with many civilians as well as Police Officers patrolling the area. Terrence and Theo agree to part ways not before telling Theo where Alexandria is being held under arrest by the agents. “Alight buddy, I know that the agents have a compound around here somewhere. Let me get to a computer and I can be of more assistance. Try and stay out of sight and I’d say turn right and follow the road. The compound entrance could be that way. I’ll be in touch.”  

Theo can then Shapeshift into a random civilian to blend into the crowd and disguise himself from the police before heading off. As Theo explores the area for books or notes as well as the entrance to the black site compound, it is important for Theo to either stay out of sight of the police or blend in with the environment to avoid suspicion or conflict as conflict will bring more enemies. In addition while moving throughout the level, 2-3 agents will be searching and moving throughout the level looking for Theo, meaning that Shapeshifting and finding areas out of the agents’ sight is best for avoiding detection as they wander the level.

Eventually the Theo will make it to the first checkpoint and come across the entrance to the compound. The compound entrance will be heavily protected by guards, policer officers, agents and even a few heavy agents with security systems being in place. Theo will have the option of going in silently and stealthy, Shapeshifting between objects and enemies appearances, drawing enemies away and engaging in light combat or initiating a full out attack or anything in between. Once gaining access to the facility through the security protection system, a checkpoint will be activated before continuing the mission inside the facility. Once inside the facility the same progress applies, search the facility and reach the next checkpoint to the further the story. If Theo engages in combat he must watch his Energy Levels when taking damage and dealing attacks. Breaking line of sight and visibility and Shapeshifting to escape enemies is beneficial to recharging Energy Levels if need be. A valid strategy by Theo to earn the most amount of reward points is to engage in guerrilla warfare based hit and run attacks. 

Finally, in the facility Theo will come across the final checkpoint which will progress Theo to the boss battle, where after defeating Agent Thomas Catal, Theo will be reunited with Alexandria Rose. 
By the boss level the player should be adept at a gruella warfare style strategy of using Shapeshifting and energy based attacks to launch stealth and surprise attacks on enemies.  Using those skills which Theo has honed, he will defeat Agent Thomas Catal and complete the level. 
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Designing a fun and engaging game can come down to the gameplay that is created.  The optimal experience in gameplay is referred to as flow (Csikszentmihalyi, 1992). Sweester and Wyeth (2005) took the ideas mentioned by Csikszentmihalyi (1992) and developed a model of game flow that has 8 basic components which help to create gameplay that players engage with (Sweester & Wyeth, 2005). 


The core gameplay of The Orb is developed around these 8 components described by Sweester and Wyeth (2005) to enhance the player engagement.


Tasks that offer a chance of completion: The Orb has an overarching goal of reaching Dr Key, with each level having a key goal and being further broken down into sub goals (checkpoints).  While the player will be confronted with enemies to reach the next checkpoint he/she are given the tools to succeed and must applies their skills to the situation. 


Tasks that facilitate concentration: The mechanic of Shapeshifting to avoid enemies and navigating the level requires a degree on concentration and once mastered, the player will be proficient at being able to launch guerrilla warfare style attacks on enemies.  


The task has clear goals: The constant reinforcement of being rewarded for reaching the checkpoints in each level a on fundamentally basic level will ensure that the player has a constant clear gameplay goal throughout their experience.  


The task provides immediate feedback: The reward system implemented achieves this with most actions in the game being rewarded with Energy Points which the player will perceive as succeeding in the game. 


The task leads to deep but effortless involvement: The Orb attempts to achieve this by focusing on an immersive narrative and world to provide momentum for the gameplay. It takes the player to another world where unnatural things that are unlikely to happen in the real world will take place. 


A task that facilitates a sense of control over one’s actions: The player is given a control scheme that allows them to interact in the game world, but provides limitations to challenge the player. 


Concern for the self disappears during the task, yet paradoxically sense of self emerges stronger when the flow task is completed: This aspect will arise from a combination of the player becoming emotionally involved with the story and the reward system to create a sense of self-achievement.


The sense of duration of time is altered: As the player reaches checkpoints and completes levels, the in game time will slowly change reflecting the progression in time in the narrative. 








For example, in this section’s theory text boxes you might talk about Bateman’s (2009) notion of fiero and how it informed your gameplay; equally you might talk about Sweetser and Wyeth’s notion of gameflow and how it informed your decisions. You should aim to justify your choices and explain why you made them.





The decision to focus on and deliver a single narrative mode was influenced by Chapter 4 of Beyond Game Design (Bateman, 2009), which highlights the importance that designers need to design for the player that will ultimately play the game and not for themselves and that many different players will require a balance of different content to satisfy their needs.


I decided to deliver a game to players in predominantly the Explores and Achievers of the player types modal as described by Bateman (2009, ch.4). This reflects the content provided in the Orb’s primary and predominate mode as its gameplay revolves around reaching checkpoints and completing levels to further the story. The game also features light exploration to find stealthy routes through the levels as well as items that rewards the player. These aspects appeal to achievers and explorers.     





The Co-op mode I have described was created to broaden the appeal of the game from just primarily explorers and achievers to also include socialisers. Socialisers love interacting with other players (Bateman, 2009, ch.2). “They like talking, being part of a group and helping others”, and this is what is achieved by the Co-op mode (Bateman 2009, ch.2).


Furthermore, this Co-op mode provides greater social experience for the game. Chapter 2 of Beyond Game Design (Bateman, 2009) looks at the importance of social interaction and play, the Co-op mode’s presence stands to enrich both the player’s and spectators’ (spectators being friends) experience of The Orb by providing greater emotional contagion, performance, learning and relationship building. These 4 key elements are central for when designing for social play. 








In order to provide balance to the various energy abilities so as not to be abused by the player, shadow costs are applied.  The energy attacks that are in The Orb consist of transitive relationships. Shadow and direct costs are important as they give the player reason to consider all strategies available (Adams 2003). The main costs of each ability refer to the Energy Level cost to use them and the cool down time between uses of each abilities.  


Furthermore the energy attacks and defense abilities fall into Orthogonal Unit Differentiation where each attack and defence is unlike the others in a different demission (Bjork & Holopainen 2004). While each of the abilities have their own positive and negative attributes, they all provide their uniqueness.  For example, The Energy Shockwave is useful for clearing out enemies when surrounded. While the Energy Beam inflicts higher damage, you would not use it in the same function as it would fail. The Energy Beam is most effective at inflicting damage on single enemies.





Chapter 9 of Fundamentals of Game Design by Adams (2009) talks about gameplay and the importance of having adequate challenges for the player to make the game fun.  Gameplay consist of the challenges and actions that let the player overcome them.  The enemies in The Orb are the main components of the challenges. To reach a checkpoint in a level the player must navigate enemies stealthily or attack them.  While enemies are pretty standard and are a bland challenge, the use of Orthogonal Unit Differentiation is beneficial to diversify the main challenges presented. Each enemy that the player encounters provides a different challenge to overcome. While the high level challenge is to reach the checkpoints and complete the level, the different enemies provide a primary micro challenge explicitly (Adams, 2009).  The player must use the available abilities to decide how to best approach each encounter. As the player develops an understanding for the game and its enemies, they will be able to tackle and defeat the main boss, Agent Thomas Catal. In order to provide balance to defeating the enemies and the boss, while they have no particular weakness, the play must find the best way to defeat them. This is referred to as an implicit challenge (Adams, 2009). Ultimately the player will discover that the best way to handle the enemies is with a guerrilla warfare style strategy of hit and run sneak attacks utilising a combination of abilities.





For a stealth action adventure game such as The Orb where the narrative is the main driving force for the progression of the game, having a strong narrative immersion is key to engaging a player’s attention (Adams, 2009). Immersion can be broken by a number of variables such as bad storytelling, implausible plots, trite situations or gameplay that is inappropriate to the context of the story. It was imperative then that The Orb’s characters needed to be believable and relevant to the story and invokes emotion in the player. In Creating Emotions in Games, Freeman (2003) talks about the importance creating fully flesh characters as they will offer a deeper experience in a video game. The characters need to have depth (Adams, 2009). The characters of Terrence Griffin and Alexandria Rose in the game are to help create this emotion. The player gets to experience the growing comradery and friendship between Theo and Terrence as well as the romantic interest between Theo and Alexandria. This builds attachment to the characters and the group. This also sets the scene and builds the tension for the final act in the game when the relationships formed are ripped apart.          





The reward system of using Energy Points implemented in The Orb is a typical Positive feedback system as described by Adams (2009). It is an effective system for motivating the player to continue playing the game. Positive benefits The Orb in to ways; first, it discourages stalemate and secondly is rewards success (Adams 2009).  The player is rewarded with Energy Points for completing actions, the player then spends Energy Points on character upgrades, this then makes it easy to get more achievements and more Energy Points and the cycle continues.    








Pacing and Tension and Release cycles are important aspects for maintaining a player’s attention and keeping them engaged in a game. On a game whole level, the tension will build from the first level as Theo meets new characters and enemies and as the story progresses. The big release of all the built tension will occur at the end of level 10 as relationships between the characters and the player’s attachment to them is shattered. This release focuses on the use of the emotion trigger of surprise (Adams, 2009), however this release will also evoke sadness as early in the game the player was encouraged to identify with the characters (Adams, 2009). This decision is to position The Orb amongst other genre RPGs and adventure games that follow this same style (Adams, 2009). 


In addition to this main tension and release cycle, smaller more common tension and release cycles will be present throughout the general gameplay, which will take on a primarily Fiero emotional approach or hard fun approach as described by (Lazaro, 2004). Fiero is described by Bateman (2009) as the personal feeling of triumph over adversity.  These smaller tension and release cycles will revolve around the player’s encounters with the enemies and in particular, the agents in each level and the micro goal to reach the next checkpoint. Furthermore, the pace will vary in the game. As the player encounters enemies, the pace will speed up before slowing down after the encounter and on a whole game perspective, the pace will increase at a steady rate from the first level before increasing exponentially from levels 7 and onwards to reflect the narrative’s directions. 
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