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Game Overview 

Game Concept 

Our basic concept is that of a linear shooter. The character will be in a car and unable to move their 

‘feet’ and can only look around in a full 360o. Their performance is measured by how many items 

they hit, each class of object giving them different amounts of point. Given the chance, we will also 

add power ups to edit the gun or the speed of the car. 

Genre 

The game is a first person drive by shooter. 

Look and Feel 

For the game, we want a cartoon-istic look that feels a bit topsy-turvey. For inspiration, we looked 

at Hello Neighbor, FortNite and the Lorax. These all use block colours with very simple shading. 

The objects won’t be completely straight and look slightly warped. Nothing will be realistic and will 

follow a fun, toonish fantasy theme. 

Gameplay 

Game Progression 

The games ultimate goal is to get a high score. The game will end after you have fully drove 

through the neighborhood. Certain targets will not gain you points while others will give you 

certain points depending. As the game progresses, the car will get faster and their will me more 

things to aim and shot at.  

Mission and Challenge Structure 

The players mission is to shoot at windows, doors, trees and porch steps to deliver presents and 

decorate the town. The houses will start off small with spaces in between and the car will drive 

slowly. As the car speeds up the houses will get bigger, foliage to shoot at will be added and the 

houses will get much closer together. 

Objectives 

The main objective of the entire game is to Christmas-ise the town through shooting candy canes, 

presents and baubles. Doing this will give points and through a score board, the highest score will 

gain a IRL prize. 
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Mechanics 

Movement in the game 

The player will be in a fixed place, attached to the car as the car loops the track. The player will be 

able to change where they are looking at to shoot. They can turn a full 3600 and can tilt up and 

down too. 

Objects 

The game environment will hold many items for the player to shoot at. Objects such as windows, 

doors and trees will gain you points while hitting the house itself will simply spawn presents. There 

will also be a car which the player stays in and some other environmental items for decoration. 

Screen Flow 

The screen will follow the path of the car, going around the oval map. Its facing direction will be 

decided by the player. 

Easter Eggs 

There are no cheats in the game though will would like to insert a small nod to our lecturers at 

some point. 

Story, Setting and Character 

Story and Narrative  

Our game does not have much of a story. It is set on the dawn of Christmas and Santa must quickly 

deliver presents and decorate the small town that doesn’t usually celebrate. 

Game World 

The game will be set in a small town that draws inspiration from the lorax’s Kneedville. It’s a oval 

shape with houses lined on both sides. The player gets to go around the map twice, the speed of the 

car increasing as they do. 

General Look and Feel 

The town will feel and look cartoon-ish and slightly unreal like a hello neighbor house or 

something inspired by dr seus. Set at dusk, it will be low light and at the start will feel quite cold 

and dark. By the end, the town will be a lot more Christmassy and have a warmer feel. There will be 

a light layer of snow covering the town to add to the winter feel. 

Characters 

Santa (Player Character): Santa is a six foot six, buff and tattooed man. He wears a trench and has 

a side buzz cut. 

The animations required for Santa include; 

• None 
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Levels 

Levels 

There is one level which is the oval shape town. The player gets to go around it twice, the speed of 

the car increasing each time. 

Interface  

Visual System 

Our HUD for the game will be relatively simple in that you will only see how many laps you have 

done of the circuit and your high score. To help visualize these we will have small icons next to the 

numbers to help the players know what they mean. 

Control System 

The game will be controlled with the keyboard and mouse or you will be able to use an xbox 

remote. We will also have it set up to work with the oculus rift and have it working. 

Technical  

Target hardware 

We will aim our game for PC software so that you can have the versatility of picking which control 

systems you can use. We also don’t have access to multiple consoles that we would need to display 

the game once we start to advertise it. 

Game Art 

Style 

The style of our game is very similar to that of fortnite and the lorax film in something cartoonish 

and based in the real world but it also has a very whimsical feel to it. 

Playable Character 

Our playable character will be santa. As it is in VR we do not need to  

Lighting 

The lighting in the environment will be dynamic, due to the experience certain members of the 

team have had with dynamic lighting in the past. If this affects the performance of the game, such 

as when the AI and other CPU intensive features get added, we will switch to static lighting where 

necessary.  
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The scene will be set at night, but the player will be inside the mansion at all times. The rooms will 

be lit by entities such as light bulbs, an open fire and other features found inside the environment, 

to help create a variety of dramatic lighting setups. Although the environment will be dim, the 

player won’t be in total darkness, and will be able to see everything in the environment. 

Animation 

Animation will be used for the character and enemies in the game. Both will be rigged and skinned. 

The character will feature most animations, such as, idle, walk, run, aiming, shooting, and 

interacting with the sound assets. The enemy character won’t include as many animations as the 

playable character, as this NPC will be floating without legs. The animations for the enemy will be 

multiple slashing animations, a floating up and down animation, a death animation and an 

animation for the tail.  

Animation will also be used to animate props within the environment. This will help bring the 

environment more to life, instead of it being very static. Most of the rigging and animation will be 

done using Maya, although for some elements LightWave 3D will be used. This is mainly due to the 

familiarity with other programs for animation purposes, and for doing animation simulations. 

Animation is also a good way to identify the on/off state of sound nodes in the environment. 

Houses 

In order to ensure efficient development of the environment, we will create modular toolkits which 

will allow us to rapidly create and customise meshes found within the environment. The most 

prominent toolkit will be the structural kit which we will use to create the rooms themselves. This 

will allow a large range of variety and flexibility, ideal for iterating designs throughout 

development. 

Particle Emitters 

Particle emitters will be important for the game, for they will be responsible for creating the 

weapon firing effect, as well as helping the player identify sound nodes within the environment.  

The non-essential uses of particle effects include effects added to the enemies, to help create a 

more ethereal look, and effects added to various props in the environment to help give the scene 

more atmosphere (e.g. steam from a kettle, sparks from a plug). 

UI 

The main menu interface will feature 2D and 3D elements. The 2D elements will be for features 

such as the menu options, game name, and group name. The 3D elements will include the playable 

character, set in a part of the environment, to show the player what they are about to play. 

The same graphics for the main menu will also be used in the pause menu, as these will feature the 

same options to the player. Reusing these assets will also keep the UI consistent.  

The case file graphics will also fall under the UI section, as these serve as an interface for the player 

to use to help the player learn the controls/mechanics and help identify the ghosts they have to 

fight. 
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Cut Scenes 

A possibility of our game is the inclusion of cut scenes. The first being a cinematic to help 

introduce the character and the environment to the player at the beginning of the game, this will 

help provide context of the game/objective to the player before actually having control. The second 

cinematic we would use, would be played when the player has achieved the win condition of the 

game, as a way to neatly wrap up the experience of the game without having an abrupt ending. 


