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Section 1: Introduction, Concept, and Story
1.1 Introduction
This is the game design document for Deathosaurus’s Half-Life 2 modification. This is a first-person adventure-puzzle game with strong voodoo influences.
1.2 High Concept

The player awakens trapped inside a haunted mansion on the outskirts of New Orleans.  Unable to escape, she must trust the dubious help of a loa spirit unwittingly trapped inside of a voodoo doll, using its power to travel through time and defeat the loa spirits trapping them within the mansion.
Deja Vudu is an adventure game modification for Half-Life 2 centering around environmental exploration and puzzle-solving. In a first-person point of view, the player uses his limited array of tools to find her way through the spirit-infested mansion.
1.3 Story

1.3.1 Intro
The player begins the game hearing a small voice urging him to wake up. Opening her eyes, she finds a voodoo doll leaning over her and talking to her. Disorienting and confused by the environment, the player has no idea where she is.  Standing up and scooping up the voodoo doll, the player looks around the derelict mansion foyer littered with broken objects, piles of human bones, and strange symbols burned into the walls.
After attempting to leave the room, the voodoo doll speaks once again, laughingly telling her that she is trapped, sealed within by voodoo magic. No one can leave the mansion. It is not powerful enough by itself to break the magic seal on the mansion, but perhaps with the help of the other loas in the mansion he might be able to.  The doll tells her she must capture the other loas that lie around the mansion to make the voodoo doll more powerful.

The voodoo doll loa uses its magic to make a symbol on the floor glow. He tells the player to stand over to it.  After doing so, the player becomes disoriented as the world changes and she travels back in time.  The cobwebs and broken floor boards and water stains and clutter and dirt disappear to be replaced by a clean and brightly lit room with new furniture and books kept in meticulous condition.
Her quest through the mansion has just begun.
1.3.2 Extro
After chasing and defeating the last loa spirit, the voodoo doll pipes up that the curse on the mansion has finally been lifted and they can now escape.  As they make their way back to the foyer, the fires the player has lit throughout the game finally spread as the mansion burns down.
1.4 Player

The player takes on the role of an anonymous character that has just awoken inside the trapped mansion. The only defining features of the player’s character are that she is a black female. Since Deja Vudu is a first-person adventure game, it is more important that the player feels that they are trapped in the mansion solving puzzles, rather than manipulating a character to do it for them. Information about the player character is therefore kept to a minimum in game.
1.5 Loas
Loa are voodoo spirits with good, evil, or – more commonly – neutral intentions. They won’t bother you if you don’t bother them. Unfortunately, since the player needs these spirits in order to escape the mansion, she will be bothering a lot of them.
Each loa is bound by the material world, becoming vulnerable whenever they take their true spirit form.

Every loa mirrors mankind, mimicking his virtues and vices, yet each has a very distinct personality. They have loves, wants, and needs – albeit very simple ones – and inhabit objects that fulfill those personality traits.
1.5.1 The Child Loa
The Child is the mischievous kid, the playful toddler, and the spoiled brat. If left alone to her devices, she will play and laugh for eternity. If interrupted, she will turn into a petulant child stamping her feet with tears her eyes ready to sob or scream at the slightest interruption.
Similar Characters: Veruca Salt from Charlie and the Chocolate Factory
The Child lies in children’s toys throughout the mansion, notably the chess board, crib, and teddy bear.
1.5.2 The Artist Loa
The Artist is the pretentious painter, the avid collector, the self-absorbed musician, and the overdramatic poet. She loves high society, etiquette, and thumbing her nose at anyone with ‘bad taste’.
Similar Characters: Meryl Streep in The Devil Wears Prada
The Artist lies in art, musical instruments, and poetry books, notably in a large painting and the piano.
1.5.3 The Glutton Loa
The Glutton is the wasteful indulger, the obese rich man, and the angry alcoholic.  There is never enough food to satisfy the Glutton: he will eat anything that could be edible no matter how rotten and then will wash it down with a swig of wine, stopping only to wipe his greasy face with his long dirtied bib.
Similar Characters: Slimer from Ghostbusters, Augustus Gloop from Charlie and the Chocolate Factory

The Glutton lies in food and wine, notably within the wine cellar, the hot kitchen furnace, and the tea room.

Section 2: Gameplay
2.1 Overview
Deja Vudu captures the essence of an environmental adventure game. Every piece of the gameplay highlights the adventure aspect of the player’s experience, emphasizing exploration, puzzle-solving, and action.
The player is trapped in a mansion with various voodoo spirits called loas.  Sealed in by voodoo magic, the player must trust the possessed voodoo doll in order to capture these spirits and become powerful enough to escape the mansion.
Each spirit has a distinct personality and hides in objects that it ‘likes’ and has an affinity toward.  The player’s objective, then, is to find these objects and discover how to take away that aspect of the object that loa loves. This will make the loa leave the object and either flee from the player or confront her angrily.  The player then uses the voodoo doll to destroy the spirits while they are in their vulnerable spirit form.

Given the power to travel through time, the player must work his way through the mansion in a linear fashion, using tools she picks up in the environment to help him get past barriers. 
2.2 Objectives

The player’s ultimate objective is to escape the haunted mansion. To do that, she must defeat the voodoo spirits and reverse the cursed that has trapped her within the mansion.
Her immediate objectives, however, are more complicated. She must:
· Find a loa spirit. These spirits control the voodoo curse sealing the mansion. The player finds a spirit by searching for supernatural clues.
· Exorcise the loa from the object it lives in, making it vulnerable. The player does this by finding a way to destroy that object.
· Defeat the spirit by using the voodoo doll to weaken the loa. Once the loa has left its habitat, the player can use the voodoo doll to trap the spirit within it.
· Pick up objects throughout the environment, and experiment with their use in the past and the present.  These objects break or unlock barriers throughout the mansion and help the player exorcise loas out of their objects.
2.3 Player Abilities

The player’s default powers are equivalent to the default Half-Life 2 powers. The player can walk, crouch, jump, climb, swim, and equip and use tools.
2.4 Time Travel

After the player first encounters the Child loa, a time travel sigil is uncovered in the foyer and the player gains the ability to travel through time.

Time travel follows these rules:

· Time travel points are marked by glowing voodoo symbols on the floor.

· There are only two time periods: present and past. Time travel switches between the two periods.
· Time travel, and the glowing markings, are disabled when a loa has entered its combat state.

In order to time travel, the player must:

· Stand on one of the time travel marks.
· Use the voodoo doll.
Then the following will happen:

· The player’s camera will have an overlay effect that de-saturates and blurs the environment.

· The player is teleported to another portion of the map that contains the opposite time.

· When the camera returns to normal, the player is now in the same place but the opposite time. 

2.5 Inventory System

Every inventory object is a tool. These function similar to weapons in Half-Life 2.  When equipped, the inventory object enters the right hand. At the press of the A button, the player will use whatever object he has equipped.

Example: if the player has equipped a crowbar, the player will swing it. If the player has equipped a key, the player will reach out and twist his hand in an unlocking motion.

2.5.1 Object Interaction
This is a walkthrough on what the player clicks and what happens on screen when the player interacts with an object.

To pick up an object, the following must happen:

· The player must be close to the object. (Same as Half-Life 2)

· The player must orient the camera so the object is centered in the screen. (Same as Half-Life 2)
· Press the X button.

For each new inventory object, the following will occur after being picked up:

· The object will disappear from the environment.

· The player’s current equipped tool will be replaced with the new item.

· The object will be added to the player’s inventory.

If the player tries to interact with certain non-inventory objects, they will be activated instead. This would happen if the player presses a light switch, opens a door, touches a musical instrument, or similar button-like interactions:
· The player must orient the camera and press the A button the same as if he were picking up an object.
· The effect will play (switching something on/off, opening/closing something, playing a sound, etcetera.)
2.5.3 Time and Inventory

When the player moves between the present and the past, objects in his inventory age accordingly. Objects in the past may be new, clean, or unfinished whereas objects brought into the future may be dirty, broken, or fully built.

Rules:

· Inventory objects always change visually between the past and the present.

· Inventory objects can remain functionally the same between the past and the present. Example: crowbar

· Inventory objects can change their functionality between the past and the present. Example: Broken and working key

2.6 Loa States

There are a total of five loa in Last Rites, each with its own unique personality. However, each loa follows the same game mechanics.
2.6.1 Dormant

The default loa state is dormant.
· When a loa inhabits an object, that object becomes unnatural visually, audibly, or functionally.
2.6.2 Fleeing

After the player exorcises a loa, it attempts to flee to another object. If that loa has another object to run to in the next room, it enters the flee state and does the following:

· The loa manifests its spirit form.

· The loa leaves the room rapidly and pathfinds to another room.

· Once it reaches that room it disappears outside the player’s view.

· The loa inhabits a new object in that room. This new object turns ‘unnatural’.

2.6.3 Combat
Once the loa has no more objects to flee to, it instead flees along a scripted path in that room trying to defend itself from the player’s attacks.  At this point the player can attack the loa with the voodoo doll.  The combat stage follows the following rules:

· All exits from the room are sealed closed. The player cannot exit until he has dealt with the loa.

· The loa moves in a looping scripted path in the same room as the object they last inhabited in an attempt to flee the player
In order to weaken the loa the player must:
· Equip the voodoo doll

· Use the voodoo doll while the reticule is over the loa.

To defeat the loa, the player must use the voodoo doll on it three times, with the final time successfully destroying.  Each time the player attacks the loa, it plays an animation of being hit and its particle changes.
2.6.5 Defeated
When the player successfully uses the voodoo doll on the loa, the loa is effectively defeated and removed from the level.
2.7 Tutorial System
The player picks up a voodoo doll in the very first room in the mansion.  The voodoo doll is always with the player. Its function is mainly for storytelling and training, explaining to the player his objectives and how to play the game, and defeating the loas.
The tutorial function of the voodoo doll comes from its ability to speak and its desire to ‘help’ the player capture spirits for its own purposes.
When a tutorial is triggered, such as when a player is confronted with a new area or tool, the following occurs:

· The player’s right hand that holds his inventory objects disappears below the screen

· The player’s left hand that holds the voodoo doll appears

· The player cannot switch hands to equip a tool until after the tutorial is over (the voodoo doll is done speaking)

· The voodoo doll will speak and gesture when he gives a tutorial

· When the tutorial is over, the voodoo doll will automatically leave the screen and the hand holding inventory objects will return

To interrupt the tutorial, the player needs only to use the voodoo doll or equip another tool. The text will continue to show up at the top of the screen, but the player’s actions are not interrupted.
At any time in the game, the player can also pull up the voodoo doll and use it on objects around the environment in order to get information. Information the player can gain include:
· Identifying objects a loa inhabits
· Identifying puzzle elements, such as nails or weakened support structures

· Story development involving the loa personalities

· Reminders of the overall objective (escape the mansion) and immediate objectives (find the current loa)
2.10 Game Flow
2.10.1 Objective Flow
For each loa, the game flow goes as follows:
· Find the loa

· The player searches the environment for an object warped by the presence of a loa.

· (Optional) Find the clue

· The player searches for a new page in the voodoo book to consult for a hint on how to capture that loa

· Find the tool

· The player looks in the environment for a tool that can be used to disrupt the loa’s home, or uses one already in his inventory.

· Exorcise the loa

· The player uses the tool on the loa’s home until the loa leaves it.

· Fight the loa

· The player uses the voodoo doll to weaken the loa while avoiding thrown havok objects.
Below is a graph showing the increasing action/excitement of the player as they move through these stages for each loa.
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2.10.2 Game Progression
The player only has access to one loa at a time. The player must defeat each loa before being able to access later rooms.  The current plan for the progression through rooms and loa is pictured below.
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Section 3: Game Objects

3.1 Object Rules 

The following are rules that involve how the player can interact with the environment. These are common and uncommon mechanics, in terms of the ratio of their use in levels, the player encounters.  They may be aspects of the environment, havok objects, inventory objects, or loa habitats.

Interacting with objects in the environment follows the rules of real life actions, using Half-Life 2’s havok system to simulate physics. Most of the puzzle aspect of Last Rites comes from the complex series of steps the player must do in order to reach or destroy a loa’s object. The following are abilities the player gains through inventory objects:
· The player can break things. A common thing the player can break is wood. An uncommon thing the player can break is metal or stone.
· The player can set things on fire. Objects the player can directly set on fire are limited to paper kindling. However, this kindling can allow other objects to catch on fire. A common flammable object is a fireplace. An uncommon flammable object is a painting.
· The player can pry two objects apart from each other. A common thing the player can pry is a loose wood plank. An uncommon thing the player can pry is the door off a stove.
3.2 Inventory Objects
There are five inventory objects the player picks up and can equip in the environment.  These tools allow the player to manipulate objects in the environment and destroy loa objects.
	Inventory Tools

	Name
	Pick Up Location
	Uses
	Special

	Voodoo Doll
	Foyer
	Traps Loa
	

	Hammer
	Foyer
	Breaks rotted wood
	

	Matches
	Smoking Room 
	Sets small objects on fire
	

	Prybar
	Attic
	Pries nails
	

	Key (Upstairs)
	Foyer
	Opens the upstairs door 

from the foyer
	Broken in the present

Leaves inventory after use

	Key (Storage Room)
	Kitchen
	Opens the storage door 

from the library
	Broken in the present
Leaves inventory after use


3.3 Loa Habitats

Loas inhabit different inanimate objects throughout the environment. These objects follow the following rules:
· The object must relate to the loa’s personality.

· The object cannot be moved or picked up by the player while the loa is inside it.

· The player may be able to pick up the loa object after the loa has be exorcised out of it.
	Loa
	Room
	Object

	Child
	Game
	Chess Set

	
	Attic
	Crib

	
	Child Bedroom
	Teddy Bear

	Artist
	Music Room
	Piano

	
	Library
	Painting

	Glutton
	Cellar
	Wine Cask

	
	Kitchen
	Wood Stove

	
	Dining Room
	Tea Room Altar


Section 4: Environment

4.1 Overview

The entire game takes place within an old plantation home on the outskirts of New Orleans, right in the heart of the old south.  The player never leaves the mansion over the course of the game.

Since Last Rites has time travel, the bulk of the environment exists in both the present and the past, each with distinct characteristics.
4.2 Time Periods
4.2.1 Present
In the present day, the plantation home is a condemned building, long since deserted by all but the occasional squatter and an unhealthy number of roaches. The present environment is aged by time, with cobwebs, tarnished metal, rotted wood, and dirt everywhere.

More information can be found in the Art Style Guide.
4.2.2 Past Setting

On the tail end of the Civil War, this plantation home was abandoned by its owners.  Slightly in disarray, the mansion is still relatively clean as if it were recently lived in.
More information can be found in the Art Style Guide.
4.3 Level Design
4.3.1 Mansion Layout
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4.3.2 Loa Locations
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4.3.3 Time Travel Sigil Locations
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4.3.4 Time Travel Flow
Below are two examples of how level designers can use time travel in order to vary the flow within the linear levels.
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The first part describes the chronological movement of the player from point A to point B. The second part, below it, describes the physical top-down movement of the player through the linear level.
Section 5: User Interface

5.1 Gamepad Controls
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A

· Pick Up Object (Havok or Inventory)
· Time Travel

· Interact with World Object (ex: open door)

B

· Exit Menu

X

· Jump
Y

· Access the cluebook
D-Pad
· Equip Tool (By pressing left, right, up, or down)
· Cancel Tutorial (Any button)

Left Analog

· Movement

Right Analog

· Camera Control

LB
· Crouch
RB

· Use Tool or Voodoo Doll
Start

· In-Game Menu/Pause
5.2 Keyboard Controls
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5.3 Camera

The camera for Last Rites is always in the first person point of view.
5.4 HUD

The player sees the same HUD throughout the entirety of the game.
5.4.1 HUD Mockup
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A) Left Hand

B) Right Hand

C) Clue Book
D) Inventory
E) Reticule
5.4.2 Left Hand

The left hand holds the voodoo doll, which gives the player two abilities:

· Voice tutorial on how to play the game

· Used to weaken loas

It is not on screen at all times. It will appear when there is a tutorial that player must listen to, or if the player pulls it up himself.
5.4.3 Right Hand

The right hand equips an item from the player’s inventory. It is always on screen except when the player brings the voodoo doll out.
5.4.4 Inventory

The inventory is located at the top-left corner of the screen.  It shows icons of each object the player has in his inventory laid over a representation of a 360 directional pad to make it apparent to the player what controls to use to select those objects. 
At any one time, the player has a maximum of five inventory objects (the hammer, pry bar, matches, key, and voodoo doll). The first four object have static positions on the HUD (top, left, right, bottom). The voodoo doll icon, however, takes the place of whatever tool the player equips, swapping out into the empty slot on the HUD.

5.4.4 Reticule

The aiming reticule tells the player where his tool or voodoo doll will strike. When the player enters into combat with a loa, accurately aiming the reticule on the loa determines if the player is successful at trapping the loa.

5.5 Help Screen HUD
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The player can access the help screen by pressing Y in game. This will not pause the game. By pressing Y again, the help screen disappears.
5.6 Menus

5.6.1 Menu Overview/Flowchart
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5.6.2 Main Menu
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The main menu has splash art and title of the game, as well as the Deathosaurus logo. The player can choose from the following options:
· New Game

· Load Game (Goes to the Saved Games List)

· Options (Goes to the Options Menu)

· Credits (Goes to the Credits Screen)

· Quit (Quits to Desktop)

5.6.3 Options Menu
The Options Menu and all its submenus reflect the standard Half-Life 2 single-player Options Menu.
5.6.4 In-Game Options

The In-Game Options Menu is accessible to the player at any time while in game, and allows the player to exit it to return to the game.  The options here reflect the standard Half-Life 2 options with the exception of the Tutorials.  The main player options are:

· Save Game

· Load Game (Goes to the Saved Games List)
· Go to Main Menu (Goes to the Main Menu)
Section 6: Audio

6.1 Music

6.1.1 Ambient Music

Ambient music for the mansion while the player explores it should feel eerie and dark, but not overpowering. Since it is ambient, the player should be aware of the music but not be distracted by it.
This music will play at all times unless the player is using a menu or fighting against a loa.
6.1.2 Fight Music

When the player has agitated a loa or drawn a loa outside of its habitat, the fight music begins to play and continues until the loa is defeated or flees.  This music should have a fast tempo that lends excitement and the feeling of danger to the scene. 

6.1.3 Menu Music

Menu music plays on the main menu.  It should have a clear defined theme that players will remember while being a hybrid of the ambient and the fight music.  The menu music should make the player feel excited to play the game. 
6.2 Sound Effects

6.2.1 Ambient

Ambient sound effects should reflect the nature of the environment: an eerily abandoned mansion.

Sounds such as floorboards creaking, an object falling, a tree brushing a window, and a breeze through the curtains should add to the ambience as needed.

6.2.2 Voodoo

The voodoo influences in the sound effects provide a great opportunity to further the eerie feel of the environment.  Ethereal and spirit-like sounds do not need to have a source, but should only be sparingly used in rooms where loa are not present.
Other voodoo-influenced sound effects come from the objects loas inhabit. These can be as specific as hic-cups coming from a wine cask to a piano that plays only when the player doesn’t look at it.
6.2.2 Tools and Interactive Objects

All tools and interactive parts of the environment should sound normal, with the only exception being the voodoo doll.
6.3 Character Audio

6.3.1 Loa

All the loas will have distinct voices, but they all follow the same general rules.  None of the voodoo spirits speak intelligibly, but they may mutter or yell in an unknown language.
· The Hunter Loa will have a rough deep male voice. He will bark orders and shout at the player. 

· The Child Loa has a high-pitched female child voice.  She might giggle or wail at the player.  

· The Artist has an aloof mature female voice. She will show intense disdain for the player.

· The Glutton will have a higher-pitched male voice. He will grunt and shout angrily at the player.
6.3.2 Voodoo Doll

Childish in its voodoo doll form, it still has a sinister and darkly humorous attitude.  The loa is extremely unhappy trapped in its current form, but since it is under the command of the player it will do what the player wants it to do.

When addressing the player, the voodoo doll will follow the following rules:

· Vast majority of the dialogue specifically explains to the player how to play the game.

· Tease and deride the player and his skills. However, dialogue must be kept to a minimum, and must not become obnoxious to the player.
Section 7: Target Audience and Marketability

7.1 Target Audience
The overall target audience for Last Rites is people aged 15-35 who play console games relatively often (5+ hours per week).
7.1.1 Key Features
Features in Last Rites that will attract our target audience include:

· 360 Console controls target console players and add greater usability in a game with multiple controls

· Adventure games have a very broad appeal, in part because of its broad definition.  Last Rites uses many elements – exploration, puzzle-solving, and action – that are associated with adventure games.

· Suspected ESRB rating of E10+ or Teen due to the lack of extreme violence, blood, gore, or death, which opens the game up to larger audience appeal.
The voodoo theme and realism-based art style of Last Rites targets the more mature audience of players, but the gameplay should intrigue both young and old players.
7.1.2 Similar Games

There are no games that currently use the combination of gameplay developed for Last Rites. However, a number of games have similar aspects.

Luigi’s Mansion

The action aspect of Last Rites where the player attempts to capture the loa with the voodoo doll is similar how Luigi uses his supernatural vacuum cleaner to suck up ghosts. However, Last Rites targets a more mature audience than Luigi’s Mansion does.
Folklore
This PS3 game has a main character whose objective is to capture fairies by extracting their essence from the creatures she encounters, which is similar to how the player weakens loa after exorcising them from an object.  Last Rites’ clue book function was influenced directly by Folklore’s spell book, where the player could read hints on how to defeat certain folk creatures with the help of different fairies.
Legacy of Kain: Soul Reaver

While more mature than Last Rites, Soul Reaver had environmental puzzles where the player moved between the spirit realm and the real world in order to get past or unlock obstacles in his way.
7.2 Marketability

7.2.1 Marketing Goals

Deathosaurus will use typical Guildhall methods to market Last Rites, including but not limited to exhibition showing, word-of-mouth through play-tests, and distribution of the modification online through mod databases and a custom website.
7.2.2 Effect of Half-Life 2
Anyone wishing to play Last Rites needs a copy of Half-Life 2 installed on their computer, as well as a USB 360 controller they can use on their PC.  Therefore, any marketing of Last Rites to our audience first has to pass through the filter of people who own Half-Life 2. This unfortunately limits the game’s distribution to parts of our audience that coincide with Half-Life 2’s large consumer base.
Section 8: Level Design Document - 
The Glutton

Deja Vudu
Document Date: 10/12/2007
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Designer: Rachel Maille
Intended Level Delivery Date: 12/12/2007

Revision Notes

10/12/2007 – Initial version of document

02/26/2008 – Revised to include changes to all three puzzles
Quick Summary

After defeating the Artist loa, the player gains entrance to a secret tunnel leading from the Library into the basement.  Once there, he must find and capture the Glutton loa by chasing it from the Wine Cellar into the Kitchen and finally into the Dining Room.

Gameplay Overview

The player’s primary focus for this mission is to capture the Glutton.  Because this is the final loa of the game, it is the most complicated.  The player must find and displace the Glutton in three separate areas before finally capturing him.  These are:

· The Wine Cellar: The player must find a way to remove the Glutton from its home in a wine cask.

· The Kitchen: The player must entice the loa to leave the wood stove it inhabits.

· The Tea Room:  In this final room, the player must eject the loa from stone, voodoo alter.
Objective Summary

· Open the secret passageway in the Library to access the Wine Cellar

· Traverse through the blocked storage area into the main Wine Cellar.

· Find a way to remove the Glutton from the wine cask.

· Chase the loa into the Kitchen and find a way to remove it from the stove.

· Move into the past and use the key found in the Kitchen to open a cupboard door in the Library and travel to the Dining Room.

· Remove the Glutton from the stone alter on the Dining Room and successfully capture it.

· Use the voodoo doll’s full power to open up a path into the Foyer and escape. 

Technical Overview

Campaign

· Name: The Glutton

· Level Position in Campaign

· This is the final mission of the game.

Mission Location

· Theme: Voodoo spirits in an abandoned mansion

· Mood: Isolated and tense with subtle, dark humor

· Setting: The basement/first floor of an abandoned 19th century southern mansion.

· Time: All rooms except the Kitchen have both a past and present version

· Season: (Past) A spring evening.  (Present) A winter day.

· Weather: (Past) Clear night.  (Present) Clear day.

Mission Difficulty

· Starting: 2.5/5

· Middle: 3.5/5

· Ending:4/5

Mission Metrics

· Play Time: 10-15 minutes

· Physical Length

· Physical Area

· Max New Characters: 1

· Max Visual Themes: 3 (plus alternate time versions)

· Wine Cellar

· Past: Dressed stone and wood beams for the walls and ceiling with tile floors.  Reasonable well kept but showing signs of recent abandonment.

· Present: More debris and broken sections.  Partially collapsed walls, dirty tile, and grimy wine racks.

· Kitchen

· Present: Peeled plaster walls, grimy floors and fixtures, rotted and broken countertops and cabinets.

· Dining Room

· Present: Partially broken dining room table, tarnished silver, dirty hardwood floors and rotting curtains.
Technical Details

Level Atmosphere/Mood

The level atmosphere and mood follows the rest of the game.  The player should feel isolated and somewhat apprehensive as he tries to capture the loa.  Heightening this is the decayed state of the mansion both in the past and present versions.  The game does not explain why the previous occupants left or why they left their possessions behind.  All of should engender the player with subconscious feelings of unease.
Story

· Introduction

· When the player picks up the book left by the previous loa, the voodoo doll tells him that there is only one remaining, but it will be the hardest to capture.

· In-Game

· Every time the player successfully ejects the Glutton from an item, the voodoo doll offers sarcastic congratulations and dubiously helpful advice on what to do next.

· Upon capturing the Glutton, the voodoo doll prompts the player to use it’s fully charged powers on the door blocking entrance to the Foyer.

· Extro

· None

Major Areas/Visual Themes

Area 1: Wine Cellar

· Text Description: This is the only major area in the mission that the player visits in both the Past and Present.  The Wine Cellar is mostly open with stone arches breaking up the space.  In the far corner is a small, tasting area with a time travel sigil.  Off this is a storage room for old furniture and junk.  A tunnel whose entrance is invisible from the cellar side leads to the Library.  The walls are dressed stone with wood beams acting as supports and decoration.  In both time periods, parts of the walls have collapsed with more broken areas in the Present.  For instance, the doorway between the storage area and tasting nook is collapsed in both the Past and Present.

· Visual References

· Models/Architecture
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· Textures/Lighting
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· Loa Objects
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Area 2: Kitchen

· Text Description: Players only visit the Kitchen in the Present (read: dirty) version.  This area consists of a cooking area, with loa inhabited iron stove, done mostly in brick that is right off the cellar door.  The other side of the kitchen is a food prep area with plaster walls and lots of countertops.  Like other Present-time areas, the whole scene uses the dirty and/or broken versions of objects.

· Models/Architecture
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Textures/Lighting
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· Loa Objects
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Area 3: Dining Room

· Text Description: This is also a Present-time only room.  The centerpiece is a large dining set whose table is split horizontally down the center.  There is a fireplace along one wall and double doors leading to the Foyer on the other.  At the far end of the dining is a small tearoom.

· Models/Architecture
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· Textures/Lighting
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Map Objectives

· Primary

· Remove the Glutton from a wine cask in the Cellar

· Remove the Glutton from an iron stove in the Kitchen

· Remove the Glutton from the alter in the Dining Room

· Damage the loa after every removal and capture it in the Dining Room

· Secondary

· Solve various traversal and time puzzles to proceed through the area

· Bonus

· None

· Hidden

· None

Challenge Highlights

· Combat

· Defeat and capture the loa in the Dining Room

· Stealth

· None

· Puzzles

· Find a way past the collapsed storage room door to enter the Wine Cellar

· Figure out how to exorcise the Glutton from his home in the wine cask

· Figure out how to exorcise the Glutton from the stove in the Kitchen

· Discover how to repair the broken key found in the Kitchen and use it to open a route into the Dining Room

· Exorcise the Glutton from the alter

· Capture the Glutton and escape the mansion

· Conversation

· None

· Boss Battles

· Capture the Glutton
Water Cooler Moments

· Area 1

· Exorcising the loa from the wine cask 

· After being defeated, the Glutton bursts through the locked Kitchen door

· Area 3

· Using the fixed key to open a secret passage underneath the Foyer staircase

· Area 4

· Collapsing the ceiling on the stone alter

· Exit

· Escaping the burning and crumbling mansion
Actors

Player

· Model(s): Standard model

· Inventory: Hammer, Voodoo doll, prybar, key (temporary), matches

· Start Location: Secret tunnel underneath the library

· Motives/Objectives: Capture the Glutton

Key Actors

Actor 1: Glutton

· Model(s): Glutton model

· Inventory: None

· Motives/Objectives: Hide from the player.

· Starting Location: Wine cask in the Cellar

Supporting Actors

Actor 1: Voodoo Doll

· Model(s): Standard voodoo doll model

· Inventory: None

· Motives/Objectives: Help the player.  Make snarky comments

· Uses Within Level: Use on possessed objects to agitate the loa

Key Assets

· Item

· Hammer: Used to smash certain boards

· Prybar: Used to pry nails

· Matches: Used to light oil and kindling

· Broken key: Used to open cupboard door

· Interactive Elements 

· Sigils: There are sigils in the Wine Cellar and the Foyer

· Loa Object: The player must interact with these objects in some way to exorcise the Glutton from each.
User Interface

· Pre-Game Information

· Briefing: None
· In-Game Information

· Random, helpful hints and snarky comments by voodoo doll

· Post Game Information

· Debriefing: None

· HUD Elements

· Normal Elements Used: All

· Special Elements Required: None
Gameplay Details

Gameplay Mechanics

· Prerequisite Skills

· Basic movement

· Basic puzzle solving skills

· Item manipulation and time travel

· Skills Learned

· Advanced puzzle solving
Level Progression Chart

See chart on last page
Map(s)

Key

· Objectives: Green Circles

· Time Travel Sigils: Double blue circles

· Key Objects: Blue circles

· Player

· Start Point: Labeled

· Critical Path: Red Arrows

· Area End: Labeled

· Key Actors

· Spawn Points: Labeled

Walkthrough/Detailed Map Description

Note: Unless otherwise indicated, each square is 64 Hammer units.
Level Layout
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Area 1: Wine Cellar
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· Gameplay: [1] The player enters the mission by using a book obtained in the previous mission to open a secret passage in the Library.  If the player opens the door in the Present, the passageway is caved in.  In order to proceed, he must use the Library sigil to travel into the past.  The passage leads down a set of rickety stairs, into a hallway, and through a one-way door into a small storage room [2].  The door closes automatically behind the player, sealing him into the area.  

· The storage room is a repository for old furniture and knick-knacks.  Even in the past, it is badly maintained with dirt and debris piles.  The only exit leads to a wine tasting area in the corner of the larger Wine Cellar.  Unfortunately, this doorway is also collapsed.  To continue, the player must push some of the abandoned furniture against the far wall and use it to climb up into a small tunnel created by collapsed stone [3].  Traversing a short way through this leads to the main Wine Cellar.  The player may explore this area for a while but won’t find anything.  A set of stairs leads up to the Kitchen, but the door is locked in both the Past and Present.  A sigil in the tasting corner [4] takes him back to the Present where the Glutton loa resides.  In the Present, the player must find the wine cask the loa inhabits [5] and use the prybar in his inventory to pry the nails from an overhead support which smashes the cask.  The loa flees upstairs, breaking through the Kitchen door on the way out and opening it to the player [6].

· Visual References: See Area 1 references

Area 2: The Kitchen
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· Gameplay: [1] In the Cellar, the Glutton was dormant and didn’t bother the player or announce its presence very much.  After being chased out of the wine cask, the loa is now rather angry with the player.  Its new home is a cast iron stove [2].  The stove door opens when the player enters the kitchen, and pots rattle on the stove. [3]The player gets kindling from the Library and lights it in the stove.  The loa leaves through the locked double-door separating the Kitchen and Dining Room, this time leaving the doors intact but dropping a broken key behind.  The player must now find another way into the Dining Room.

· By exploring the rest of the Kitchen, the player finds a broken key.  His next task is determining how to use it to gain access to the Dining Room [5].

· Visual References: See Area 2 references

Area 3: The Dining Room
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· Gameplay: [1] The player exits the Kitchen area from another door.  [2] This leads into a short hall with a decorative alcove connecting it to the Library.  If the player enters the Library, he can use the time sigil [3] to travel back into the Past, this also closes and blocks the door back into the Kitchen and prevents backtracking.  The player can now use the repaired key to open a cupboard door inset in the Library’s wall [4].  

· This leads to a cupboard/passage underneath the Foyer stairs.  In the Past, items block the passageway.  Now that the player has unlocked the door, he can travel to the Present and the door is still unlocked [5].  The items in the passageway have decayed during the interval and opened the path [6].  This space extends to a small, connecting passageway into the main hallway outside the Foyer.  Again, the door closes behind the player preventing backtracking [7].  

· There is another set of double doors into the Dining Room that are open.  Entering the Dining Room, the player must find the Glutton who is hiding in a stone alter in the tea room.  The player must go through several steps to solve this puzzle.  First, he pries the nails from a sagging pillar.  This causes part of the roof to collapse and reveals another support.  The player pries the nails from this which causes more of the roof to collapse and part of the entryway’s arch to fall.  Looking at the arch causes the keystone to loosen.  The player must hit this with the hammer, causing the archway to collapse and bringing the roof with it.  This also causes a lantern in the Dining Room to fall, spilling oil on the floor.  The player must light this with his matches.  The fire spreads into the Tea Room and enrages the loa which finally comes out to fight.  When the player defeats the Glutton, it triggers a sequence where multiple fires start and the mansion begins to collapse.  The player must flee back to the Foyer entrance to finish the game.

· Visual References: See Area 3 for references.
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Level Progression Chart

Indicates which rooms exist in which time
Section 9: Level Design Abstract
Floor 1 – East Wing

Last Rites
Document Date 10/15/07
Revision Notes

10/15/07 - Initial version of document
Quick Summary

· The East Wing of the mansion makes up the first third of Last Rites.  The Foyer area acts as a mini-tutorial, introducing the player to the various elements of Last Rites gameplay such as Time Travel, and basic item use. The Game Room and the Child Loa possessing the chess board in that room is the first puzzle the player encounters in the game. After the player releases the Child from the chess board, they are lead up to the 2nd floor. The player enters the Library area after completing all of the puzzles in the 2nd floor and must capture the Artist Loa.
Gameplay Overview

General Game Flow
The Foyer and Library areas act as intermediate areas in-between the East and West wings of the house. The player starts the game in the Foyer, but at this point can only go to the Eastern Wing, as the Western Wing is blocked off. The player encounters the Child Loa in the Game Room. The Library area comes into play later in the game when the player is moving from the second floor to the Western Wing of the first floor, and the player must capture the Artist loa.
Major Objectives
· Primary:

· Release the Child Loa in the Game Room

· Capture the Artist Loa in the Library

· Secondary:

· Learn how to use the Voodoo doll to find and capture Loa.

· Learn how to use the Sigils for Time Travel.
Technical Overview

Campaign

· Level Name: Floor 1 – East Wing

· 1st Level/Area of the game

Mission Location

· Setting: New Orleans, 1880’s era Plantation Home/Mansion

· Past: Recently abandoned, but relatively clean

· Present: Decrepit, broken down home in a general state of disrepair.

· Time: 

· Past: Night

· Present: Daytime

· Season: Summer

· Weather: Clear

Mission Difficulty

· Starting: 1

· Middle: 1

· Ending: 2

Mission Metrics

· Play Time: 5 minutes

· Physical Length/Area: 1152x1792

· Physical Area: 912,384 Units

· Visual Themes:

· Past: Generally clean house, using a mix of Neo-Classical, Greek Revival, and Federal architecture.

· Game Room: Lots of miscellaneous hunting trophies and artifacts from mostly African cultures. Windows line the southern wall of the room.

· Library: 2 Floors. Surrounded by bookshelves and the occasional end table or vase.

· Present: Decrepit, broken down, version of the Past mansion.

· Game Room: Most of the trophies that were in the past version of the room have either been stolen or destroyed. Windows are boarded up with rays of sunlight peaking through.

· Library: While for the most part still intact, the majority of the books have been taken and used for kindling/fuel for the fire place.
Details

Theme/Mood

The two versions of the mansion contrast each other in that one is almost sparklingly clean, while the other is falling apart.

· Past

· The mood in the past version of the house is slightly creepy, since the house seems to have been very recently abandoned, with warm food and recently used toys in various rooms of the house.

· Present

· The present version of the mansion looks like your typical haunted house: rotted walls and floorboards, peeling paint and wallpaper, very low light levels. It’s a bit of a switch since we’re having the player move about the house during the day.
Gameplay Mechanics

· Prerequisite Skills

· Basic WASD-style movement

· Skills Learned

· Loa Hunting and Capture

· Voodoo Doll Use

· Time Travel

· General Item Use
Visual References

Terrain/Vegetation

N/A

Models/Architecture
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Fig 1: Example of Greek Revival Architecture in Early American setting. Note the trim around the ceiling, and the pediment above the doorway.(Monticello)
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Fig 2: Book Room from Monticello. The Library uses similar architecture but is much larger in height and length/width.
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Fig 3: Example of the general state of disrepair that the rooms in the Present are in.  Also a good example of lighting, since daylight is merely peeking through the wood boards.
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Fig 4: Another example of the Present version of the mansion, and another example of the lighting. Most of the lighting in the Present version comes from outside the house.

Textures/Lighting

See Figure 4 and Figure 3.
Characters/Vehicles

N/A
Rough Map w/ Legend
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Section 10: Level Design Abstract -
Second Floor

Last Rites
Document Date 02/27/2007
Revision Notes

10/12/2007 - Initial version of document
Quick Summary

The second floor of the plantation house has two of the four loa that must be captured.  
Gameplay Overview

General Game Flow
When the player exorcises the child loa from the chess board it flees through the hall and up the stairs. This event prompts the player to go to the second floor.  The second floor is connected to the library and the foyer while housing the entertainment room, a children’s room.  All of these rooms are connect by a hallway but the player cannot get into the rooms via the door.  The main hub of this area is the Attic which the player finds various ways to get into each room.  

The player gets more experience changing times via a voodoo symbol in the Attic and explores all rooms to find the two loa hiding from the player.
Major Objectives
· Exercise the Child in the attic (though she escapes)

· Capture the Child loa in her bedroom.

· Exercise the Artist loa in the entertainment room (though she escapes) 

Technical Overview

Campaign

· Name: Second Floor of the Mansion

· Middle level of a 3 level game

Mission Location

· Setting

· Second level of the Plantation home.

· Time

· Present - Current Day year 2007

· Past – 1800’s 

Mission Difficulty

· Starting 1.5

· Middle
   2

· Ending   2

Mission Metrics

· Play Time - 5-7 mins

· Physical Area – 12000 sq ft

· New Characters – 1 Artistic Loa

· Visual Themes - 2
Details

Theme/Mood

Much of the second floor is similar to the first floor: the rooms have aged to destruction in the present while in the past rooms are cleaner and feel lived in.
Major Characters

· Child Loa – Capture escaped loa in child’s bedroom

· Artist Loa – Exercise the Artistic loa in entertainment room.

Gameplay Mechanics

· Prerequisite Skills

· Prybar pulls nails out of boards

· Skills Learned

· Matches light lantern oil and kindling on fire

· Hammer can break wooden boards

Visual References

Models/Architecture/Textures/Lighting

Study/Music Room
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Scene of an entertainment room. Hard wood flooring, classic white pain,t contrasting piano color, candelabras and hanging chandelier provide lighting
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Scene of an entertainment room:  Ornate trim on the ceiling, decorative columns, Tall windows.
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Scene of an entertainment room, Musical instruments and hardwood floor.
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Scene of a Study: Desk for work, places to sit and read or entertain guests.

Lighting from wall sconces and chandelier.

Child’s Room
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Scene of a Child’s Room: Large Mural on all sides of the walls and ceiling, Canopy bed for child to admire while asleep.
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Scene of a Child’s Room: Large Pillows and toys scattered around the room

Attic
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Scene of an old Attic:  Broken wood supports, fallen shingles.  Light pours in from cracks and wholes in the roof.
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Scene of a old Attic: Stairs going to closets near the windows where light comes in to the attic.
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Scene of an Attic: Filled with junk all over the place and a window to the outside.
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Scene of an Old Attic:  Torn paper on the floor, exposed chimney, coats hanging on the wood.
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Scene from Interview with the Vampire, Furniture is covered with cloth to protect it from the elements.

Rough Map w/ Legend
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