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Ganeral Concepti- ; :

The idea is for the plauyer teo enter & bounded world where everything is
possible and you can achieve different aisns according bo the sort of gawme which
dow enjoy playing. There will be no concessions Lo an ordinary cowrputer game.

ALl areas are indiceated in s sysbolically obvious manngr with carbtoon
gua L ity graphics for all usable objects and for the background.

The screen layout will dbesimple in steuctburs but every aobjact . daogpits
or window will either have a use or lead to somewhere, or at least provide sowne
LaPornat ion. Rewards will take several fores, allowing the player Lo judge how
well he is doing in different waus e.g. building & pile of gold, collecting
monsters heads Lo put in o teophy room. gaining aore votches on his sword e.b.c

Points supporting firree formal gamesi-

LY Tha great depth of play. achieved by having aany inter-relsted objects and
events im the game. This would wmean that the player would have & large number
of places to explore and things to use. The plajer would shill be discovering
things sbout the gume monthsg after first seeing it. This tupe of game would
also generate a large amount of public intarest and lavolvemsnt in the press
with hints and tips on the adventure pages. ;

2) The game would have & subtle hidden difficulty factor with a beginner not
having the experience Lo gain access to the locations with the wmore vicious

opponants and valuable rewards, whareas an experienced player will know the

quickest and safest routes to take. '

Each player will be able to plau in his own style. beginners can play in all
Lhe areas which are imwediately and easily acoessible to lasrn how Lo interact
with the game, arcade players can travel around tryging o defest as wmany
oppensnts as possible whilst still surviving. advenbturers can go in search of
amything wihich they think is wseful and triy to complete certain tasks.

Hopedfully this will wmake bhe game all thimgs to all peaple.

bue to the cartoon Like world which will be developed for the character.
thve playar will be able to relate to the characher in a very =2asy mpanner. In
most Ccurrent games the plager €inds himself in a situation where he says
"1 wonder what is behind that door ?° and all too often is not allowsd to finad
out. In this free format gsme bthere will be only a very few “secured” items
ancd Ltocations to give the wore superienced adventurer somebthing to think about.

Things to be avoideds- g - R e
1) Mo status Line ——— this wneans 4
#) nNo score as such
h) no lives
c) no timer
2) No Limits ot what tasks the character 18 capable of perforning.
32 None of the stardard arcade traits.
a) sequential levels
B) Finmite game play Line
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Ihﬁ vigual representation of the game is wmacde up of several levels of
Windows, these arel-

(1) Main Window/Outer most level of the shelld

This takes the form of the usual Full sceesen view of the gawe,
showing the scene with the character within Lt fros whichever view 1s reguired.
This will include your character,any enemies or any other players in Lhe game
amd finally the objects in that scene which the plager can manipulaste.

(20 Enguiry Window Mediue shell of the gaae

This is a view into or out of or examinstion of an object on
the screen arnd may be displayged or cleared zaway by “implied instruction’ (see
later sheelt Ffor explanaltion).én example of this is if the player wished to view
the conbontes of a chest or box of sowe varielby. he wouwlicd approach b snd leplie
with the joystick that he wished to view ils contents. the game wouwld then
gxpand a window on bthe screen Lllusticating the contents of the box. fhis would
retract by pulling the joystick in the opposite direction.

(SdHelp HWindows/genera’l information appgars at any bime

These take the form of cartoon style speech balloons and think
bubbles deperding upon the situation o nesd at the tiwe of play. Both styles
wowuld be used for two purposes to inform the player of what is going on in the
game which cannot be displayed visualy or with sound effects.(e.qg the character
aeting tired the further he runs)

Think Bubbles: When he is alone or wanbks to project somebhing to the
playsr which s a thought (e.q “"I17@a ferling tired aleready'?

Speech Balbons: When relating Lo someons or something or making & noise
{@.qg "ARAAARAGH! 1)

The Ldes behind these! features is that the t.v. s your window onto a
wirld and bthe character is your wmeans of interaction wibth the othar charascters
i the world. Therefore the window is yowr sense of vision. the speech bubbles
are your means of affecting the actions of obhers.

The speech windows will also be used for selscting smore comp les
aphions. the character will think or "say” all the aptions which are available
Lo youw i Lhe game at the time and the player can select which he wanis when it
GEPEeans.

lmplLad ln"LluLtlu%

This alfONb thw plager to tell his character to perfors certain Lasks
withoutl the need for any complex contieol, technigques. the playsr does nobt have
to type in the command or position the character carefully on the screen. The
instruction is iwmplied by placing his character near to the object he wishs to
manipulate and implies with the joystick that he wishs to move LL. The program

then decides which object he wishs Lo handle and autowmatically places him in
the correct place to make the wmove and takes him through the animation phases
to make the move. An exawple of this is going through a door. the playse
simply places his character near the door, them he pushs the joystick up to
gselect the door, the progeaw will then avtomatically take bhiw therough the
detailed phases of opening the door. If at any time he changes his mind he can
simply pull back the joystick and the program will reverse the process.




: game and the player can meetb.
has a personality which it follows when deciding how Lo act upon yourn
actions and also that of other characters. Each can be given & very subtle and
irdlividual personality which the player will lesrn to recognise apnd use to his
arlvantage. Characters include such personalities as enemies who are after you.
henchmen who will do what you ask them to do and characters who just occupy
the ares of the gawe and asct upon the other charascters as well as Jour own.
(The fimal tupe of character Ls the wost cownied, an exaanple would be a sher il ff
of some sort who is after both you amd a bownty hunter, who in bturn is after
Lou ) s '

A1l these charcters will have a wain task which they will follow at all
tlmes. which can include swuch things as constantly wmoving objects from one
place to another. but if you come across hiv en route you can take him on.
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The location for the game will be a distanlt space colony on the oubter
edge of & large galaxy. The idea is that this is & new woon-like world which
has been colonized mainly because of its rich content of a new crystal. This
crystal (uanased yel) produces imsense anounts of heat and Light when exposed
to the aie arnd ls used to power the new generation of starships which have been
developed so it is incredibly valuable. Small sparkling grains of it can be
found lying on the ground all over the planet and these are used to provide
heating and 1light for the dones (nub. only the Liny surface crystals can be
used in this way as the big.pure mined crystals are infinitely more dangerous)

Howaver the planet is not heavily populated since it is a totally
airless world with only one small spaceport, and Life is only possible in one
of the eight Citydowmes scatiered over the light side of the awoon. There s hhe
constant risk of any dome being obliterated should the wmined crystal be
accidently exposed to the air in the dowme. Consequently the saall population
who do inhabit the place are very hardy and greedy, mot to mention viciouws. The
small local police force is more like & set of vigilantes than amy other in the
galaxy and will shoot first and ask questions later Lf they see anybody they
don’t like. The whole place is a nest of thisves, miners. ganblers and
renegades with a sort of "Blade Runner’ tupe almosphere.

You enter the scene as a well-known crininagl on the run from the main
Galactic Police. The reasomn youw chose Lo come to this place is that Lt Ls the
outernost colony world and the least likely to be searched.

The style of dress of the character will be something like a shabby
version of the "Blakes Seven” fulturishic suits. UOther characters will come
in as many different shapes. sizes and styles as possibie. It will even be
possible to introduce alien Lifeforns (Mineworns e.t.c.) bto add sowme
flexibility. .

Playing the game will be as described in the concept above. with no
single task to make up the gawme. Sowne of the prospective ways Lo play the game
could include amassing money by gambling/stealing. truing to destroy the domes
by exposing the crystals Lo the air (sadistis anly). or simply trying to survive
and avoid capture by the Galactic Police who will undoubtedly turn up some Lime
during the game f we have angtbhing Lo do with it.
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Peyc lapse revolves arownd & mighty overlard who after
years of traveling through Lime and space hag saen and done a1l there s bo ses
and do and has now settled down in & sollitory castle which vocupies a seclion
of space at all moments of tise frows the Lce age to present day and beyons.

It is im this castle thal he occcupies himself by taking prisoner
warriors fros various tise eras. holding them captive and setling them agalnst
each other in an arenas of combat. Theu have a complete selection of weapons at
pand but are of course only skilled in the wse of the weapans Frow thers @ea.
It is up to esach surviving warrior to attespt to learn Lo use &s many weapons
as possible. to enable hiw to stand any chance against amy future adverseries.
If a caveman faces a cowboy he would net stand much chance aginst him arased
only with ciub amd Faced with & six-shooter.hult f he Lo Lues bas learasd bow
to use a machine gun then he may be inm fur & chance.

The fortress that he lives Lg has orne unusual feaburs which s dus to
the location along & tiwme Line. sach room in the castle can Ltake the fors of
any period of time. This weans thalt gyouw cen leave a room which was in the early
nealithic period with cave walls.cave weiting and return to it later to §ind
that 1t is mow in the cowboy period with log cabin walls. Annther wystes ious
event conmected with this is that st any time & time slip can occur which means
that the roow transforsns all around you., these cam be evoksed by bthe overloesd or
by coincidence at randos. This can have various affects dependant upon what you
are doning at the time it is obvicusly not very usefull if your for suddenly
changes into a wore advanced enemy and you have to Fight him with am inferior
WERAPOIT.

You have become one of the wunforturnate characters in this tale picked
out frowm your era and brought to the overloerds castle to be pitted against
other warriors. When the game beging you find yourself ln a long corridor with
no idea of the reason for your swlden transference to this strange place you
can only explore and attempt to figure out why gyou have been brought to this
place.

Many tasks will be placed in your charcters path, some of Lhese can be
completly ignored, others will lead on to greater things. VYhe main Lask Facing
the character is to find his out why he L= in this place and possibly attewpt
tn Ileave 1i. Others will include stralght forward swevival to go on Lo awplore
more arnd more of the place of bis capture., by balbtling against the onslaught of
other warriors that be aweets on roulte sod PFind subfficient food and water to
keep going. He is also able to acquire gold and other such treasures to collecth
sone sort of personal wealth.

The characters on route will also have seversl Ltasks which they are
attenplting to perfors. the overlord is atteaspting to force you into your cell
to hold you captive for use in his arens, various warriors are sent after yow
by him attempting to get you but some ofthem way slso want Lo escape and will
not harm you under certain circumstances, The other foes which you will have
to face are the overlords henchman, they go around rounding up the warriors
within the fortress and forcing them into there cells.

Most of the players time will be spent alteuwpling to sssrch the whole
fortress this is made more complex with the advent of time slips which mahe 1t
more difficult to sap youwr locaticon.
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ExaHPLE @

TF  YO0U WJICHED To TAKE VouR
CHARACTER  THROUGH THE Door _ (T 1S A
SIApPLE MATTER OF DOoCITWONING HIM AT

THE Doovr, AwWD THEN PU ¢ ING

ME  Tovgtiew UP To INPLIE  TuaT

HE WISHS Ta  gpgpy

AND G0 THROUGH.




HERE WE SEE THE FIRST PHACE OF THE

AUTOHATIC ANIHATION SEQUENCE
Ll AT ANY TIME THE CHARACTER HAS

TOREMOVED  Away FROAH THE PooR  THE

PLAYER oMWY HAS 70 ‘UNTHpGE" T HE

\N STRUCTION BY POLLING  THE TSovgtick

Pouw N THIS (50 8 8 REVERGE THE
SEQUENCE

AND TR&_E. H!H RACK To PUASE (I




IS ..-_;.__TEC-HN‘Q:QE?' HAS THE AovapTaGE

HAT TWE CH ARACT ER. DS NOT HAVE
TO BE POSITIONED A€ CAREFucLY
|| AS N USUOAL GAMES. ALSO THE
- ANRATED PHASES OF GOING THRoyo
- THE_DOOR A- RE AU TOMATIC , AND THUS
MEE. conTROCLED #AS EASLN g

Sireey  fpuING CEFT & RIGHT,
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TeE  CHARRCTER HAS  NoU GoNE THROUGH
THE Qaor. AND  THE SGCENE WL SwiTey

T0 THE VIEW ON THE 0OTdeR <IOE
OF THE DooR.




UPON QUNTCRING To THE NEMT SCEME
THE  CHARACTER wite WNOW  EBE Back

INTO NORWAL CONTROL HOPE, wWiTH
THE ANIHATION OF THE DOORS CULOSING

CENIND Hin




THPUED INsTKuc.T;@

ExarrCE @

AC  WITH EXArPLeE @  ~ou SEE
THAT THE CHARACTER HAS Yo PICK

UP THE Sword. RY PpuLLiNvG  THE JoYsTiek *
TO THE (EpT HE HAY ALK STRMGHT |
PAST. BY PULLING DowN AY A POINT
X THCE SWORD NOOR CHARACTER Ylte
$TOOpP AND Plck IT 0P, T T You
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