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1. OVERVIEW

2D CO-OP ROGUELIKE DUNGEON CRAWLER:

In this Online Co-Op time travel adventure two players embark on a quest as the same character,
Eric. One player plays through Eric’s childhood, whereas the other plays through his Adult life.
Together their goal is to clear each stage and progress to the next floor.

Two players inhabit the same game world, as the same character Eric
however, in different instances of time. They cannot see each other but they
can interact with each other indirectly online through their two gaming
machines. Both players are subjected to a different genre of gameplay
determined by their choice of adult or childhood Eric. Adult Eric
experiences a combat heavy RPG genre of gameplay. Childhood Eric
experiences a focused strategic stealth puzzler genre of gameplay. Both
Players are divided into their own instances of time, Adult and Childhood.
In these different instances they can interact within the same level to
influence each other’s gameplay. Both players, using their own instance will
need to help each other solve puzzles, overcome obstacles and defeat
enemies to progress. Communication is vital, but players can only talk in
specific areas.

Players must persevere and tackle their half of the stage independently.
They finally conclude the stage by traveling through a portal to reach the
final boss fight. In this boss fight both players meet in the same instance
and must work together to defeat the final boss. This action clears the stage
and allows both players to advance to the next level.




1.1 PROMOTION

SOLO:

THE PARADOX LEGACY




1.2 USP

INDEPENDANT CO-OP GAMEPLAY:

Two gameplay instances with differing genres of gameplay, tethered
through Co-Op progression experienced in real time.

This game is for players who want a Co-Op experience with the freedom
of a single player adventure
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1.3 TARGET AUDIENCE

SOLO: The Paradox Legacy, is a game made for those who like playing
interactive games with friends without the restraints of players who don’t
share similar interests in objectives or playstyles. This could include those
who wish to play different genres than their peers. SOLO gives all players
the ability to forge their own paths and take agency over their gameplay
without the need for traditional Co-Op limitations. SOLO provides a quality
gameplay experiences for fans of combat-centric dungeon crawling RPG’s.
At the same time, SOLO caters to methodical players who enjoy puzzle and
stealth oriented gameplay. SOLO is for players who want a Co-Op
experience with the freedom of a single player adventure.

1.4 GENRE

Roguelike Dungeon Crawler with Time Travel Co-Op Elements

1.5 PLATFORMS




2. CHARACTER & ENEMY DESIGN
2.1 ADULT: [

ADULT STATS:
Combat Focused Gameplay

Health Boost
Base Speed

PLAYER OBJECTIVES:
Kill Enemies

Turn Based Offense Combat
Stance Based Defense Combat
Increase Level

Collect Paradox Crystals

CO-OP OBJECTIVES:
Find Stashes

Receive Maps

Receive Enemy Stats

REWARDS:
Levelling Up

Increased Health
Improved Equipment
More Attacks In Battle



2.2B0Y: &

BOY STATS:
Puzzle/Stealth Focused Gameplay

Base Health
Speed Boost

PLAYER OBJECTIVES:
Finding Treasures

Cartography (Map Making)
Bestiary (Looking Up Enemy’s)
Equipping Abilities

Finding Stash Locations

CO-OP OBJECTIVES:
Interacting with Environmental Puzzles

Unlocking Secrets and Progression

REWARDS:
Increased Health

Increased Carrying Capacity
Unlocking Traversal Abilities
Unlocking Stealth Abilities
Unlocking Crowd Control Abilities




2.5 GAMEPLAY LOOP

ADULT ATTACK KILL COLLECT PLACE ON OPEN
PLAYER ENEMY ENEMY CRYSTAL PEDESTAL PORTAL

Q—»ﬁ—»ﬂ—»ﬁ—»l—»"

BOY UNLOCK COLLECT STORE FIND SOLVE
PLAYER  PROGRESSION  WEAPONS WEAPONS ABILITIES PUZZLES

2.4 ENEMIES

There Are Two Species of Enemies:

. DEMONS

. ORCS

Each species divides their units into classes, each class of enemy has set
characteristics found within gameplay and in turn-based battle. Overlap
within characteristics between Demons and Orcs are present as the
purpose for implementing different species were for enemy verity not for
gameplay. Implementing too many unique enemy characteristics would
lead to overwhelming players.




DEMON:
Drone — Very Low Health

Incessantly targets player without regard of its own life.

Warrior — Only Attacks

Can block player attacks and has a lot of health.

Elemental — Damage Over Time

Each Elemental is infused with fire, ice or poison.

Wizard — Heals Party & Projectile Damage

Keeps its distance from the player, focuses on keeping alive.

Leader - Special Ability

Gains increased stats when surrounded by other Demons.

ORC:
Drone - Very Low Health

Incessantly targets player without regard of its own life.

Warrior — Only Attacks

Can block player attacks and has a lot of health.

Healer — Heals Party

Keeps its distance from the player, focuses on keeping alive.

Range — Projectile Damage

Keeps its distance from the player, focuses damaging the player.

Leader - Special Ability

Gains increased stats when surrounded by other Orecs.
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3. ART
3.1 OPENING CUT SCENE

TICKING NOISE

18z
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CURRENT TIME ZONE

ARE YOU THERE

ESTABLISHING MAIN CHARACTER

POCKET WATCH ESTABLISHING TIME

18=4| 1874

LIGHTING CREATES TWO TIME ZONES




3.2 VISUAL OVERVIEW

VISUALISATION OF ART STYLE THROUGH GAMEPLAY SCREENSHOTS
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START SCREEN:
ERIC IS IN TWO DIFFERENT TIME ZONES IN THE SAME LOCATION
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GAMEPLAY:
BOTH ERIC'S WORK INDEPENDENTLY TO ACHIEVE OBJECTIVES
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REAL WORLD GAMEPLAY EXAMPLE:

PLAYER 1 - BOY GAMEPLAY




4.GAME MECHANICS

41 WELL MECHANIC T &F

e TIME WELLS:

When players enter a room with a “Time Well’ they will be able
to see an impression of one another with the ability to
communicate through an audio headset in real time.




4.2 EQUIPMENT MECHANIC ‘@l

e WEAPON/ARMOUR DEGRADATION:

During combat the player will have a choice every turn to
either attack or defend. When the player chooses to defend, a
stance based quick time event will initiate. If the player is
successful, the character will parry the attack and convert the
damage into positive health for the player, in exchange for
armour degradation. Once the weaponry is fully broken the
player will no longer be able to heal from a successful parry.

INVENTORY DISPLAYS
WEAPON DAMAGE




4.2 COMBAT DESIGN [E

4.2.1 OFFENSIVE

AT THE START OF EVERY TURN THE PLAYER HAS
THE DECISION TO ETHER ATTACK OR DEFEND

| ATTACK DEFEND |

WHEN ATTACKING THE PLAYER CHOOSES WHICH
ATTACK OR WEAPON THEY WISH TO USE

\. 10u« N\, 254«

THE PLAYER THEN ATTACKS THEIR OPPONENT.
THIS IS THE END OF THE PLAYERS TURN




4.2.1 DEFENSIVE

WHEN DEFENDING THE PLAYER MUST CHOOSE WHICH DEFENSIVE
STANCE THEY WISH TO HOLD. THIS CAN BE ALTERED AT ANY TIME

THE OPPOSITION WILL THEN ATTACK FROM ONE OF THREE DIRECTIONS. A
WINDOW OF OPPORTUNITY IS GIVEN TO THE PLAYER TO QUICKLY REACT

THE PLAYER MUST MATCH THE ATTACKS DIRECTION IN REAL TIME TO
BLOCK INCOMING DAMAGE TO GAIN HEALTH (QUICK TIME EVENT)




4.3 MAP MECHANIC ﬁ"

o CARTOGRAPHY:

Whilst exploring the player can open a menu without pausing
the game. From an arrangement of pre-drawn tiles (Rooms,
Hallways, Secrets Passages) the player can arrange a grid to
re-create the rooms that have been discovered. The player can
then place stamps to give context to the areas on the map
(Enemies, Loot, Stored Items and Dead Ends). The Adult’s
Map will be updated in real time however, the Adult player will
not be able to edit the map. The Adult’s backpack will rustle
with an animation and a sound effect when an update has been
made to the map by the Boy.




4.4 BOOK MECHANIC &f

e BESTIARY:

The player cannot initiate combat however; the Boy player can
research which enemies the Adult player will face. This is
achieved by accessing a menu that won’t pause the game, this
will display a book of enemy weaknesses and statistics. The
Boy player can then communicate this information to the
Adult player. Each enemy will have different stats and
weaknesses with every playthrough. Behaviour will remain a
constant.

WEAKNESS:




4.5 PORTAL MECHANIC ‘@'

o CREATING PORTALS:

Whilst exploring the player will come across Paradox Crystals
(Keys). Once all the Crystals in a stage have been collected and
placed on the corresponding monument, a portal will open.
Both players can now travel through and enter a new instance
were the boss fight will commence.




4.6 MESSAGE MECHANICS [0 &F

o SELECTIVE TERRAIN MANIPULATION:

To communicate indirectly with the Adult Player, the Boy
Player can interact or move designated objects within the
room. For example: (Moving Bricks / Debris, Turning
Torches, Lighting / Extinguishing Torches). This allows the
players to leave clever messages to each other and
communicate outside of the Well Room (i.e. arrows showing
progression / secret). Each player also leaves footprints for a
short time, this highlights players movements in other
instances. This helps establishing a sense of connection
between the isolating stretches of independent gameplay.




4.7 SWITCH MECHANICSJ'@I ﬁ

e CHARACTER SELECTION BETWEEN STAGES:

Both Players between stages can decide whether they wish to
continue playing as the same instance of Eric, or swap over
giving the player the option to experience Eric’s other style of
gameplay.

| PLAYERI | | PLAYERI |

| = K




5. PUZZLE DESIGN
5.1 INTERACTIVE GAMEPLAY OVERVIEW

To complete the co-op puzzle the Adult must extinguish the torches
to reveal a colourful hidden code and relay this code to the Boy.
The Boy must obtain the boots which will enable him to leap over
the ditch to interact with the colourful levers. They can then enter
the revealed lever solution and release the drawbridge for the adult
player to collect a paradox crystal.

- [ 4 . L4
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'LEVER SOLUTION

TORCHES ON 3 TORCHES OFF

£ 7OV

LEVER PUZZLE

.

"~ DRAWBRIDGE DOWN i DRAWBRIDGE UP




5.2 INDEPENDENT GAMEPLAY

All rooms with an ability will require its use within that room. This
action allows the player to become familiar with the item with an
understanding of how it can be used in the rest of the overworld.

(Gating)

PLAYER EQUIPS NEW ITEM (BOOTS). PLAYER CAN NOW LEAP
OVER DITCHES. PLAYER CAN NOW REACH THE SWORD.




5.3 COMMUNICATION GAMEPLAY

Having solved their independent challenges both players now need
to work together to progress. They need to access the Well Room
to communicate their finding and ideas.
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COMMUNICATING THROUGH HEADSET




5.4 CO-OP PUZZLE

Following discussion between the two players from the well room,
the boy, furnished with the lever solution, leaps the trench; enters
the lever solution and releases the drawbridge there by completing
the puzzle, now the adult can collect the paradox crystal.




6. TUTORIAL LEVEL DESIGN

TUTORIAL CRITICAL PATH:
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6.1 START ROOM

El—»-_-_.—»m—» |_"f_ﬁ

ADULT CRUSH GAIN EXP CAN'T OPEN

PLAYER SKULL TO LEVELUP LOCKED DOORS
F 09— 8
BOY PUSH FIND KEY UNLOCK

PLAYER CRATE UNDER CRATE DOOR




6.2 TORCH ROOM

P— 88

ADULT EXTINGUISH REVEAL
PLAYER TORCHES SYMBOLS
BOY CAN OPEN NEED TO CAN'T INTERACT

PLAYER LOCKED DOOR  FIND KEY WITH TORCHES
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6.3 CRATE ROOM
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ADULT CAN'T FIT
PLAYER THROUGH PASSAGE

BOY MOVE DISCOVER
PLAYER CRATE PASSAGEWAY




6.4 DEMON ROOM

P8 w—@

ADULT KILL CRUSH COLLECT
PLAYER ENEMY'S SKULLS CRYSTALS
W— &

BOY RUN

PLAYER AWAY




6.5 SECRET ROOM

B

ADULT ROOM

PLAYER EMPTY
F—3— [ — &
BOY COLLECT COLLECT UNLOCK
PLAYER KEY SWORD ROOM 3

DOOR




6.6 WELL ROOM

B— @

ADULT TALK TO
PLAYER OTHER PLAYER

W — 4

BOY TALK TO
PLAYER OTHER PLAYER
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6.7 BOOTS ROOM

p—m—

ADULT AVOID CAN'T JUMP
PLAYER SPIKES OVER DITCHES
g —E—-u—J
BOY AVOID COLLECT JUMP OVER COLLECT
PLAYER SPIKES BOOTS DITCH BIG SWORD




6.8 LEVER ROOM

‘@l_’I_""-l_b ﬁ

ADULT KILL CRUSH COLLECT
PLAYER ENEMY'S SKULLS CRYSTAL

Tend L md L1

BOY PULL ACTIVATE
PLAYER LEVERS DRAWBRIDGE




6.9 PORTAL ROOM

ADULT PLACE ON THE ENTER
PLAYER CRYSTALS PEDESTALS PORTAL
¥ — 8
BOY ENTER

PLAYER PORTAL




6.10 BOSS ROOM

ON/OFF
ADULT KILL DODGE BOSSES DAMAGE BOSS PROTECT
PLAYER MINIONS PROJECTILES WHEN SHIELD'S OFF BOY

ONLY ONE LEVER CAN BE ACTIVATED AT ONCE
F— 60— b9 — by — & »
BOY PULL WEST ~ ORPULLEAST  OR PULLBOSS  DODGE ENEMIES
PLAYER WALL LEVER ~ WALLLEVER  SHIELD LEVER  AND PROJECTILES
BOY: CROWD CONTROL ADULT: DEAL DAMAGE + PROTECT BOY
£ §ov0 Y 8

1824 1834
+ERR] VERR|

LEVERS

SHIELD SHIELD
CRYSTAL CRYSTAL




7. GAMEPLAY

The Placeholder Assets and sounds used have been sourced for free
from the internet. These assets will be used until the all mechanics
have been implemented. Their purpose is to establish theme for
screenshots and mechanics implementation.

Not all mechanics have been implemented such as:

e Terrain Manipulation (Bread crumbing)
Cartographer (Making Maps)

Bestiary (Looking Up Enemy Weaknesses)
Offensive Combat

Defensive Combat

VIDEO OF TUTORIAL GAMEPLAY

HTTPS://DRIVE.GOOGLE.COM/FILE/D/1H8KIHJVVYR8YJOORGNJYYM404JWV4ZVQ/VIEW?USP=SHARING



https://drive.google.com/file/d/1h8kIhjVvyR8YJ0orGnJyYm404jwV4ZvQ/view?usp=sharing
https://drive.google.com/file/d/1h8kIhjVvyR8YJ0orGnJyYm404jwV4ZvQ/view?usp=sharing
https://drive.google.com/file/d/1h8kIhjVvyR8YJ0orGnJyYm404jwV4ZvQ/view?usp=sharing
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