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Design History

Update 7/5/14 (v1.2), Introduced standardized GDD structure, introduced basic structure details, 
introduced basic level design details, updated temporary working title, spread existing information 
across simple and distinct sections, a ton of small information updates. UPDATE NOTE: Dev information 
instead of hypothetical “full game” info highlighted in red. - Dominic

Update 8/11/14 (v1.3), Added final text, updated certain feature statements, updated game name, other 
small fixes. 

1. Section I - Game Overview  

1.1. Game Concept: In a “near future” setting, recent military veteran with Posttraumatic Stress 
Disorder (PTSD) is offered an experimental prototype therapy to recover from his disorder. A 
machine which allows the user to go into their own mind and relive and their memories and 
repair their damaged psyche.

1.2. Feature Set: 3D, Interactive Story Elements, Shooter Gameplay, Platforming, Regenarating 
“health” and “ammo” system.

1.3. Genre: Semi open world First Person Shooter with exploration elements.

1.4. Target Audience: Users of PETAL et al's online open source tutorial program for game design.

1.5. Game Flow Summary: Player progresses through the tutorial area, picks up weapon, gets 
transported to a spot, then platforms to the first memory zone. In the zone there are areas that 
trigger text (the story) around areas and objects. Enemies oppose the player while moving 
between memory zones more than in the zones themselves. 



1.6. Look and Feel: Basic assets created in Blender, Unity 3D environments. Low poly, platforms 
between zones not made to feel realistic. Memory zones themselves have realistic assets and 
appearance, as much as possible.

1.7. Target Hardware: PC, compatable with Windows.

1.8. Development Software: Blender, Photoshop, Unity 3D

1.9. Project Scope

1.9.1. 3 Memory Zones, 1 Tutorial Area
1.9.2. 1 Player Character, 2 Enemy Types
1.9.3. 1 Player Weapon
1.9.4. 1 Story Character: Player

2. Section II – Gameplay and Mechanics  

2.1. Gameplay

2.1.1. Level Structure: Memory zones will include dialogue from the player remembering his 
life. Their exit will be the “broken platforms” section, where the player must jump from 
platform to platform while fighting enemies. These “broken platform” areas connect the 
memory zones, in order, and contain most of the enemies in the game. 

2.1.2. Health System: The player's health is represented as a metered spectrum between calm 
and panicked. Missing shots will hurt the player's health. So will enemies damaging the 
player. Standing still slowly regenerates the player's health (represented by breathing 
sounds). The player must not be shooting anything in order to begin health regeneration.

 
2.1.3. Objectives: The player's objective will be to come to terms with the events that caused 

his PTSD. The player will go through the events in his life and learn about the main 
character through text that will appear in particular areas of the game.  This means finding 
the text within the game path.  

2.2. Mechanics

2.2.1. Physics: Realistic physics from Unity 3D, as able to be implemented by team. Limited 
asset interaction with physics engine.

2.2.2. Movement: The player will be able to move normally in 3D space, as well as leap, to 
allow interaction with the “broken platform” areas that make up the platforming sections 
of the game and combat.

2.2.3. Objects: The player will only pick up his gun during the course of the game. Any further 
interaction with objects/assets will be combat with game enemies, or story text appearing 
based on proximity to a particular object or area. 



2.2.4. Actions: The player can move, fire their weapon, and jump. Otherwise, the player does 
not have special actions or environment interactions, with the exception of “Aim Down 
Sight” functionality, where the player can click the right mouse button to have more 
precise gun aiming. 

2.2.5. Reading: Thanks to entering certain areas, or proximity to certain objects, the player will 
have text pop up on his screen. This will appear directly on the player screen, and will also 
have a larger amount of text stored in a “memory archive” that the player will access via a 
button in the UI. The tutorial will have similar text. 

2.2.6. Combat: The player has enemies that he can fire at to deplete their health and make 
them disappear. There are mobile and immobile enemies. Most of combat is centered 
around the broken up areas of “broken platforms” with a smaller amount of combat taking 
place in the second memory zone. 

2.3. Screen Flow

2.3.1. Main Menu Screen:  Has the name of the game, a “Play” button. On this screen is also 
copyright information. 

2.3.2. Play Screen: Is the first person view of the player character as he navigates through the 
game world. The UI has a player health meter and a small memory archive button. 

2.3.3. Credits Screen: Triggers at end of game, when player reaches the end of last area. 
Contains information on devs, PETAL, etc. Text scrolls down screen.

3. Section III – Story, Setting, and Characters  

3.1. Back Story: In a “near future” setting, recent military veteran with Posttraumatic Stress 
Disorder (PTSD) is offered an experimental prototype therapy to recover from his disorder. A 
machine which allows the user to go into their own mind and relive and their memories and 
repair their damaged psyche. He has tried everything else to come to terms with his memories, 
and he hopes this method will finally give him the closure he so desparately wants for his life. 

3.2. Plot Elements

3.2.1. Overview: The story is about the veteran, the main character, coming to terms with the 
events in his life that took him to the broken state he is in now. The first memory goes 
through his early life, and how he had little motivation or drive until his wife came along. 
With her death in a car accident, and him blaming himself for it, he goes and signs up for 
the military, like his friend did years before. The second memory focuses on his time in the 
war (unspecified) and how he adjusted to military life. He begins to pull himself out of 
depression thanks to his fellow servicemen, and eventually gets promoted due to valor 
under fire to protect them. Toward the end of the memory the squad's jeep hits an IED, 
and his squadmates die, leaving him physically and emotionally damaged, with severe 
trauma thanks to their deaths reminding him of the death of his wife. The third memory is 



him coming to terms with these past events, eventually overcoming survivor's guilt to find 
some measure of peace. 

3.2.2. Tutorial: 
Location Text

Spawn What is all this? I thought it was supposed to make me see things or 
something. All I see is some rocks. How is this supposed to help with 
therapy?

Beginning path The machine is still calibrating? Fine, and why do I have a gun again?

Farther along path, before 
jumping area/enemy

Why would my mind try to stop me from getting better? Fine...I'll 
shoot anything in my way. I can still do that much at least.

Vantage point on jumping 
platforms

Look at that, those must be the memories. Too many damn cliffs 
though for me to see what's inside.

Jumping area Jumping is more or less the same too, don't want to know what 
happens if I fall down into those spikes.

End of tutorial Or off these platforms...

3.2.3. Memory Zone 1: 
Location Text

Entrance to memory zone, 
as soon as pc is in the zone 
proper

This is my old hometown...it really is creating my life. Damn...I was lazy 
when I lived here, I never really thought about what I'd do afterword. 
Seeing it now, it's surreal.

No requirement for area, 
just “close” to entrance of 
zone 

My friends and I would always mess around here. We all split off after high 
school. A lot of them went into the military, some to other jobs. I didn't 
really have anything in mind, I just stayed around town, did odd jobs for 
people.

Near bench I met her on a bench, at the park. She put up with me...I didn't know why. 
We had a great time. Her name was Claire.

Around park We would often come back to the park over the years. It became our spot, 
the place we went to the most. I miss those days...but she was always 



pestering me to get a job.

Before entrance to city 
area

A few years passed, and I finally had the guts to marry her. She didn't waste 
any time kicking me into gear, she signed me up for a job interview almost 
immediately.

Near city entrance A few years passed, and I finally had the guts to marry her. She didn't waste 
any time kicking me into gear, she signed me up for a job interview almost 
immediately.

Toward car crash area One day, Claire drove to pick me up for lunch. She was late...turns out she 
was in a car accident...she died. I didn't know what to do. Everything felt 
hollow...meaningless with her gone. Including my job.

Leaving the zone Joining the army was never something I had planned, I just did once she 
was gone. I didn't know where I was going...or why. Without her, nothing 
mattered. I tried to find some structure with the army. A reason...to keep 
on.

3.2.4. Memory Zone 2: 
Entrance to zone Basic blurred by. I was numb to the whole experience. I almost didn't feel 

like I was there, like all this was happening to some other person. There 
was no purpose, there was just...nothing.

Walking up ramp I was 11B, basic infantry. Deployed to a combat zone right out of training. 
Nothing happened for a few months, I just wasted away in that blasted 
desert. Sand got in everything, and I finally started to feel things again, 
with all the death around me.

Walking down to base I had a few guys I usually patrolled with. Skeever, Brixton, Connors...a few 
others. Those were the guys that would go into the mountains with me. 
God that was a hellhole.

Walking through hills Yeah...we had just been notified of militants hiding in a network of caves. 
We were sent in to investigate. It looked just like this. Reminding me of this 
damn place isn't helping.

Tunnel between weapons 
areas

Hot, dry, in the dark, constantly on edge in those damn tunnels. A small 
arms cache was in one cave, then we found the bigger one. 

Tunnel after big weapons 
area

That one was empty too, but Brixton found a map showing one of their 
other locations. We were told to continue moving through the mountains, 



while some armor hit that base. 

In front of damn, ricket 
bridge

Yeah, this damn rickety bridge. The whole time we thought someone would 
pop out and blow the thing sky high. That we made it across was a miracle 
in itself. 

Path afterward I...doubt I was ready to get attached to anything, but I was starting to like 
the guys. Something about almost dying with people does that to you. Go 
figure.

Outside of cave entrance It took us a while, but we finally found another lead in the mountains. 
Smaller tunnel, we could barely fit in it, but it was obviously occupied 
recently. Connors decided to take point...I was rear...I still wish it had been 
the other way around.

In tunnel Brix pushed me back into the tunnel. The blast took the rest of them. 
Shook the whole damn cave, I thought the tunnel was going to collapse on 
me. There was almost nothing left of everyone else. I was just left with 
ringing in my ears, and that same numb feeling again.

Right before crate area I got out, days later. That numbed feeling didn't go away...and I had trouble 
sleeping, couldn't focus. They called me unfit for active duty...medical 
discharge. I couldn't care less about that, and I still can't now. I saw them 
blown away in front of me, what the hell was I supposed to do? 

Ways out from memory 
zone 2

I couldn't stop thinking about Claire either, once I got back to the states. 
She was still gone, and there was nothing I could do about it.

3.2.5. Memory Zone 3: 
Entrance Why is there a forest? I thought this was all stuff from my memories...I 

don't remember this.

Next to car crash Why...why is it making me see this again? My wife is dead...I know, I 
remember everything like it was yesterday. Why make me live through this 
again?

Enemy path I'm getting tired of this. You bastards, get the hell out of my way. 

Around bomb site YES that's the damn bomb that killed my fellow soldiers. Why do I have to 
see this so many goddamn times?

Path afterward, ensuing What the hell...this stupid forest should just collapse, or however this 



comments are spaced out 
along the path from now 
on

works. Just let me go back to living my life. I don't need to deal with all of 
this again. You hear me therapist? Let me out of here!

Is this place...just going to keep throwing stuff at me? Fine. I'll keep 
shooting these damn things. I'll get out...eventually.

Even more, I...I need to keep moving forward, keep fighting. That's what 
Claire used to tell me, it's...what she always wanted for me.

That's it! All of this can just vanish. If I decide to get on with my life...for 
her, then I have to be back in reality where I belong!

So...just...let...me...out of here!

At end I...want to live again.

3.3. Game World – General Look and Feel

3.3.1. Tutorial: Large, towering pillars and “in construction” looking blocks of areas

3.3.2. Broken Memory Platforms: These bridge the Memory Zones as well as the player spawn 
after the tutorial. The platforms must be jumped between, and possess the largest 
concentration of enemies throughout the game.  These do not need to have a realistic 
appearance in any way whatsoever. Low poly, clean, abstract, all depending on what looks 
best. 

3.3.3. Memory Zone 1: Urban, at least a few buildings, includes a park, as realistic modeling, 
lighting, and texturing as possible. Connects to Tutorial area/spawn and Memory Zone 2 
via Broken Memory Platforms. 

3.3.4. Memory Zone 2: Sand, rock, and little else. Fair amount of enemies. As realistic 
modeling, lighting, and texturing as possible. Connects to Memory Zone 1 and Memory 
Zone 3. Most open level design of the Memory Zones. Least direction throughout the level 
area.

3.3.5. Memory Zone 3: Forest. One particular group of enemies toward the end of the level. 
The level starts out labyrinthian, then eases into a clear path, to simulate story details. 
Connects to Memory Zone 2. 

3.4. Characters 

3.4.1. Blake: (See 3.2.1 Overview for back story) Main character. Lazy, unmotivated, male. 
Develops a work ethic and some purpose, then suffers emotional damage and depression 



from his wife dying. Physical characteristics, animations, etc. - whatever is easiest to 
program. 

3.4.2. Therapist (Theresa) Compassionate, thoughtful, Therapist by occupation. Works for the 
company that is using this new technology. Listens and tries to help guide Blake through his 
past and his process of coming to terms with it. Never visible, and so has no animations, 
etc. No current script/game presence.

4. Section IV – Interface  

4.1. HUD: Includes a player health meter and a small memory archive button. 

4.2. Main Menu Screen: Includes a “Play” button, the name of the game, a background, and 
copyright information. 

4.3. Lighting, Rendering, etc.: TBA, Unity 3D assets/systems.

4.4. Control System: WASD for forward, left, right, and back movements. Left click mouse button to 
fire weapon. Space bar to jump. Click “m” button to access memory archive in-game. Left click 
to select anything on the main menu. 

4.5. Audio/Sound Effects: TBA


