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Pretext

This project is licensed to RogueRage, the use of this document for commercial purposes is strictly

prohibited and violators will be prosecuted to the fullest extent of the law. However, the use of this

content for reference in other works is allowed with credit. As is the sharing of this document;

providing the source is not edited in any way, shape or form.

This document is protected by the Creative Commons BY-NC-ND 4.0 License, and as such has the

license attached for reference. The terms of this license are applicable as of the CC-BY-NC-ND 4.0

license defined in 04/09/2015.
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Game Concept

This segment outlines the concept of the game title, used as a guideline for the

design and planning process of the game.



Introduction

“Unlimited” is a 2D exploration survival platform game set in the distant future during a

“Space Race” where humanity, and outlying races, are unified and cooperating in the effort

to explore, document and research all corners of the universe; resulting in vast colonies on

the edge of exotic worlds, deep-space mining facilities, and terra-formed planets that are

capable of sustaining human life.

The game primarily focuses on “unlimited” generation of the universe, resulting in breathtaking environments and unique wildlife exclusive to these progressively generated worlds.

By utilizing a collection of noise generation techniques, worlds and environments can be

created within a configurable workspace; allowing seemingly random terrain whilst

maintaining some level of control over the outcome of the terrain, gravity, weather and

wildlife.



Description

The game focuses around the exploration of the deepest depths of space, and the survival

of the player, in order to progress through the missions and quests within the game.

Surviving harsh terrains rewards the player with rare materials which can be used to further

progress the story towards the final goal. The only limitations within the game will be the

storyline, it will always have the same result, and the process up to that point will always be

different on each new universe.



Key Features

The game will aim to have a multitude of key features that would make up the core of the

game; some of which are listed below.

1. Character creation and customization.

2. Random, variable-driven terrain generation using noise for terrain, material density,

and climates.

3. Multiplayer co-operative gameplay, as well as MMO-styled social spaces.



Genre

The genre of Unlimited is somewhat mixed. As a baseline, the game is set in a sci-fi

environment. So the majority of content will be of a space-age, high-tech design. However,

the game will also include horror, fantasy, and adventure genres.



Platform

Initially, Unlimited will be distributed to the Windows module of GameMaker: Studio.

However, at a later date, the project will be expanded to other platforms. These platforms, in

order of priority, are listed below;

(a) Desktop

(i) Windows

a) Windows XP

b) Windows Vista
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c) Windows 7

d) Windows 8

e) Windows 10

(ii) Mac

a) OS X

(iii) Linux

a) Ubuntu

b) Console

(b) Mobile

(i) Windows Phone 8

(ii) Android

(iii) iOS

a) iOS 7 (iPhone 4, iPhone 4s)

b) iOS 8 (iPhone 5, iPhone 6)

(c) Console

(i) XBOX One

(ii) PS3

(iii) PS4

(iv) PS Vita

(d) Other

(i) HTML5

(ii) Steam

a) SteamOS

b) Steam Workshop

c) Steam Greenlight
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Game Design

This segment outlines the design elements of Unlimited. Including, but not limited

to; Game Mechanics, Core Gameplay, Game Flow, Characters, Gameplay Elements,

Artificial Intelligence, and Multiplayer.



Game Mechanics

[Continue…]



Core Gameplay

[Continue…]



Game Flow

[Continue…]



Characters

[Continue…]

The Ascendants

[Continue…]

Sparrow

[Continue…]

Character Classes

[Continue…]



Weaver

[Mage, warlock…]



Ravager

[Knight, titan…]



Pathfinder

[Hunter…]



Gameplay Elements

[Continue…]



Artificial Intelligence

[Continue…]



Multiplayer

[Continue…]
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User Interface

This segment outlines the User Interface within Unlimited; this being the method of

navigation and control within the game on multiple platforms.



Flowchart
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