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The following document contains details and guidelines for the game Unlimited.
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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
Leo Myers
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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…]

Leo Myers

RogueRage | Game Design

7

[UNLIMITED] September 4, 2015

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
[Continue…]

Functional Requirements
[Continue…]

Mock-ups
[Continue…]
HUD Mock-ups
[Continue…]

GUI Objects
[Continue…]

Overall Goals
[Continue…]

2D Art & Animation
[Continue…]

3D Art & Animation
[Continue…]

Cinematics
[Continue…]

Video
[Continue…]
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Sound and Music
This segment outlines…

Overall Goals
[Continue…]
Sound Effects
[Continue…]
GUI
[Continue…]
Special Effects
[Continue…]
Characters
[Continue…]
Gameplay Elements
[Continue…]
Terrain
[Continue…]
Motion
[Continue…]

Music
[Continue…]
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Story
This segment outlines the storyline for the title Unlimited; it skims the surface of
the overall story, and features a reference to the more complete story document.
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Footnote
This segment includes the final notes and demands of the author, Leo Myers, of the
document; it also includes the license and terms.

License
By exercising the Licensed Rights (defined below), you accept and agree to be bound by the terms and conditions of
this Creative Commons Attribution-non-commercial-no-derivatives 4.0 International Public License ("Public
License"). To the extent this Public License may be interpreted as a contract, you are granted the Licensed Rights in
consideration of your acceptance of these terms and conditions, and the Licensor grants you such rights in
consideration of benefits the Licensor receives from making the Licensed Material available under these terms and
conditions.
Section 1 – Definitions
a.

Adapted Material means material subject to Copyright and Similar Rights that is derived from or based
upon the Licensed Material and in which the Licensed Material is translated, altered, arranged,
transformed, or otherwise modified in a manner requiring permission under the Copyright and Similar
Rights held by the Licensor. For purposes of this Public License, where the Licensed Material is a musical
work, performance, or sound recording, Adapted Material is always produced where the Licensed Material
is synched in timed relation with a moving image.

b.

Copyright and Similar Rights means copyright and/or similar rights closely related to copyright including,
without limitation, performance, broadcast, sound recording, and Sui Generis Database Rights, without
regard to how the rights are labelled or categorized. For purposes of this Public License, the rights
specified in Section 2(b) (1)-(2) are not Copyright and Similar Rights.

c.

Effective Technological Measures means those measures that, in the absence of proper authority, may not
be circumvented under laws fulfilling obligations under Article 11 of the WIPO Copyright Treaty adopted on
December 20, 1996, and/or similar international agreements.

d.

Exceptions and Limitations means fair use, fair dealing, and/or any other exception or limitation to
Copyright and Similar Rights that applies to Your use of the Licensed Material.

e.

Licensed Material means the artistic or literary work, database, or other material to which the Licensor
applied this Public License.

f.

Licensed Rights means the rights granted to you subject to the terms and conditions of this Public License,
which are limited to all Copyright and Similar Rights that apply to your use of the Licensed Material and
that the Licensor has authority to license.

g.

Licensor means the individual(s) or entity (ies) granting rights under this Public License.

h.

Non-commercial means not primarily intended for or directed towards commercial advantage or monetary
compensation. For purposes of this Public License, the exchange of the Licensed Material for other
material subject to Copyright and Similar Rights by digital file-sharing or similar means is Non-commercial
provided there is no payment of monetary compensation in connection with the exchange.

i.

Share means to provide material to the public by any means or process that requires permission under the
Licensed Rights, such as reproduction, public display, public performance, distribution, dissemination,
communication, or importation, and to make material available to the public including in ways that
members of the public may access the material from a place and at a time individually chosen by them.

j.

Sui Generis Database Rights means rights other than copyright resulting from Directive 96/9/EC of the
European Parliament and of the Council of 11 March 1996 on the legal protection of databases, as
amended and/or succeeded, as well as other essentially equivalent rights anywhere in the world.

k.

“You” means the individual or entity exercising the Licensed Rights under this Public License. “Your” has a
corresponding meaning.
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Section 2 – Scope
a.

License grant.
1. Subject to the terms and conditions of this Public License, the Licensor hereby grants You a
worldwide, royalty-free, non-sub licensable, non-exclusive, irrevocable license to exercise the
Licensed Rights in the Licensed Material to:
A.

reproduce and Share the Licensed Material, in whole or in part, for non-commercial
purposes only; and

B. Produce and reproduce, but not Share, Adapted Material for non-commercial purposes
only.
2. Exceptions and Limitations. For the avoidance of doubt, where Exceptions and Limitations apply to
your use, this Public License does not apply, and you do not need to comply with its terms and
conditions.
3. Term. The term of this Public License is specified in Section 6(a).
4. Media and formats; technical modifications allowed. The Licensor authorizes You to exercise the
Licensed Rights in all media and formats whether now known or hereafter created, and to make
technical modifications necessary to do so. The Licensor waives and/or agrees not to assert any
right or authority to forbid you from making technical modifications necessary to exercise the
Licensed Rights, including technical modifications necessary to circumvent Effective Technological
Measures. For purposes of this Public License, simply making modifications authorized by this
Section 2(a) (4) never produces Adapted Material.
5. Downstream recipients.
A.

Offer from the Licensor – Licensed Material. Every recipient of the Licensed Material
automatically receives an offer from the Licensor to exercise the Licensed Rights under
the terms and conditions of this Public License.

B. No downstream restrictions. You may not offer or impose any additional or different terms
or conditions on, or apply any Effective Technological Measures to, the Licensed Material
if doing so restricts exercise of the Licensed Rights by any recipient of the Licensed
Material.
6. No endorsement. Nothing in this Public License constitutes or may be construed as permission to
assert or imply that You are, or that Your use of the Licensed Material is, connected with, or
sponsored, endorsed, or granted official status by, the Licensor or others designated to receive
attribution as provided in Section 3(a)(1)(a)(i).
b.

Other rights.
1. Moral rights, such as the right of integrity, are not licensed under this Public License, nor are
publicity, privacy, and/or other similar personality rights; however, to the extent possible, the
Licensor waives and/or agrees not to assert any such rights held by the Licensor to the limited
extent necessary to allow you to exercise the Licensed Rights, but not otherwise.
2. Patent and trademark rights are not licensed under this Public License.
3. To the extent possible, the Licensor waives any right to collect royalties from you for the exercise of
the Licensed Rights, whether directly or through a collecting society under any voluntary or
waiverable statutory or compulsory licensing scheme. In all other cases the Licensor expressly
reserves any right to collect such royalties, including when the Licensed Material is used other
than for non-commercial purposes.
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Section 3 – License Conditions
Your exercise of the Licensed Rights is expressly made subject to the following conditions.
a.

Attribution.
1. If you share the Licensed Material, you must:
A. retain the following if it is supplied by the Licensor with the Licensed Material:
i.

identification of the creator(s) of the Licensed Material and any others
designated to receive attribution, in any reasonable manner requested by the
Licensor (including by pseudonym if designated);

ii.

a copyright notice;

iii.

a notice that refers to this Public License;

iv.

a notice that refers to the disclaimer of warranties;

v.

a URI or hyperlink to the Licensed Material to the extent reasonably practicable;

B. indicate if You modified the Licensed Material and retain an indication of any previous
modifications; and
C. Indicate the Licensed Material is licensed under this Public License, and include the text
of, or the URI or hyperlink to, this Public License.
For the avoidance of doubt, you do not have permission under this Public License to Share
Adapted Material.
2. You may satisfy the conditions in Section 3(a) (1) in any reasonable manner based on the
medium, means, and context in which You Share the Licensed Material. For example, it may be
reasonable to satisfy the conditions by providing a URI or hyperlink to a resource that includes the
required information.
3. If requested by the Licensor, You must remove any of the information required by Section 3(a) (1)
(A) to the extent reasonably practicable.
Section 4 – Sui Generis Database Rights
Where the Licensed Rights include Sui Generis Database Rights that apply to your use of the Licensed Material:
a.

for the avoidance of doubt, Section 2(a)(1) grants You the right to extract, reuse, reproduce, and Share all
or a substantial portion of the contents of the database for non-commercial purposes only and provided
You do not Share Adapted Material;

b.

if You include all or a substantial portion of the database contents in a database in which You have Sui
Generis Database Rights, then the database in which You have Sui Generis Database Rights (but not its
individual contents) is Adapted Material; and

c.

You must comply with the conditions in Section 3(a) if you Share all or a substantial portion of the contents
of the database.

For the avoidance of doubt, this Section 4 supplements and does not replace your obligations under this Public
License where the Licensed Rights include other Copyright and Similar Rights.
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Section 5 – Disclaimer of Warranties and Limitation of Liability
a.

Unless otherwise separately undertaken by the Licensor, to the extent possible, the Licensor offers the
Licensed Material as-is and as-available, and makes no representations or warranties of any kind
concerning the Licensed Material, whether express, implied, statutory, or other. This includes, without
limitation, warranties of title, merchantability, fitness for a particular purpose, non-infringement, absence
of latent or other defects, accuracy, or the presence or absence of errors, whether or not known or
discoverable. Where disclaimers of warranties are not allowed in full or in part, this disclaimer may not
apply to you.

b.

To the extent possible, in no event will the Licensor be liable to You on any legal theory (including, without
limitation, negligence) or otherwise for any direct, special, indirect, incidental, consequential, punitive,
exemplary, or other losses, costs, expenses, or damages arising out of this Public License or use of the
Licensed Material, even if the Licensor has been advised of the possibility of such losses, costs, expenses,
or damages. Where a limitation of liability is not allowed in full or in part, this limitation may not apply to
you.

c.

The disclaimer of warranties and limitation of liability provided above shall be interpreted in a manner that,
to the extent possible, most closely approximates an absolute disclaimer and waiver of all liability.

Section 6 – Term and Termination
a.

This Public License applies for the term of the Copyright and Similar Rights licensed here. However, if you
fail to comply with this Public License, then your rights under this Public License terminate automatically.

b.

Where Your right to use the Licensed Material has terminated under Section 6(a), it reinstates:
1. automatically as of the date the violation is cured, provided it is cured within 30 days of Your
discovery of the violation; or
2. Upon express reinstatement by the Licensor.
For the avoidance of doubt, this Section 6(b) does not affect any right the Licensor may have to seek
remedies for your violations of this Public License.

c.

For the avoidance of doubt, the Licensor may also offer the Licensed Material under separate terms or
conditions or stop distributing the Licensed Material at any time; however, doing so will not terminate this
Public License.

d.

Sections 1, 5, 6, 7, and 8 survive termination of this Public License.

Section 7 – Other Terms and Conditions
a.

The Licensor shall not be bound by any additional or different terms or conditions communicated by you
unless expressly agreed.

b.

Any arrangements, understandings, or agreements regarding the Licensed Material not stated herein are
separate from and independent of the terms and conditions of this Public License.
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Section 8 – Interpretation
a.

For the avoidance of doubt, this Public License does not, and shall not be interpreted to, reduce, limit,
restrict, or impose conditions on any use of the Licensed Material that could lawfully be made without
permission under this Public License.

b.

To the extent possible, if any provision of this Public License is deemed unenforceable, it shall be
automatically reformed to the minimum extent necessary to make it enforceable. If the provision cannot be
reformed, it shall be severed from this Public License without affecting the enforceability of the remaining
terms and conditions.

c.

No term or condition of this Public License will be waived and no failure to comply consented to unless
expressly agreed to by the Licensor.

d.

Nothing in this Public License constitutes or may be interpreted as a limitation upon, or waiver of, any
privileges and immunities that apply to the Licensor or You, including from the legal processes of any
jurisdiction or authority.
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Referendum
This segment of the document includes any references made during the summary;
ensuring that any authors of these contents can be correctly credited.
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