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High Concept 

Elevator pitch 

The game is a side scrolling 3D metroidvania, taking inspiration from games such as 

Castlevania and Shantae. The game incorporates combat and RPG elements with fun 

platforming and a few nasty traps to avoid. Players will need to explore the environments 

closely, using acquired abilities to overcome obstacles by defeating the games challenging 

boss battles.  

Theme/environment/setting 

The game takes place in an old medieval castle, from the bottom dank pits where victims 
spent their final days to the splendour and majesty of the castle's highest rooms now home 
to the ruling creature of the night. Player’s will be immersed through environmental story 
telling where each area will have a distinctive style and tone to progress through. The 
environments will be created using asset packs from the Epic store, these are the infinity 
Blade packs, advanced village pack and the winter forest pack.  

 
Village pack (left) winter forest Asset pack (right) 
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The player’s weapon will match the medieval setting visually as well as having magical spell 
effects that match the fantasy settings. Games such as Castlevania demonstrate this 

Castlevania 

 
 
 

Unique Selling Point/s and Key Mechanics  
 

The game combines the precisive combat and RPG elements of Castlevania with the 
platforming sections of games like Shantea then adds environmental traps into the mix to 
keep the player on their toes. The player will have to defeat three unique bosses to acquire 
the three gifts from God, then use them to reach and defeat the Lord of the castle. To help 
the player do this they will also be able to level up their character by finding hidden chests 
and collecting enough gold to hand to the castle’s merchant. This will encourage exploration 
and replay ability.  

 

Gameplay Summary 

 
The player explores the environments, fighting enemies and dodging traps along the way 
until facing an unreachable area. The player must then find their way to a boss enemy, 
defeat the enemy, and acquire an ability to move on. The player does this three times until 
gaining access to and defeating the final boss. Below is a chart to show the gameplay loop. 
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Gameplay Loop 

 
 

 

World Summary 

 
The player will delve into a medieval world filled with magic and monsters making their way 
into and atop an old castle filled with enemies. The player will defeat these enemies with his 
trusty whip, exploring the castle’s many secrets, and revealing hidden abilities held captive 
by the three demonic keepers. The player will have to avoid traps and use their cunning to 

move to the higher rooms now locked off by rubble, overgrown foliage among other things 
blocking their path and face against the Lord of darkness. 

Production Overview 

 
Trello will be used to plan out this project. Priorities will start with the abilities, these will be 
crucial to the exploration of the environments and progression, without these working the 
game will fail to live up to the genre in which it is based. Next will be getting the player 
character to move correctly and coordinated with the enemies in terms of a balanced 
combat system. The level design will be next, making sure the gameplay flows smoothly and 

always remains interesting, this will also include the traps and backtracking will be taken into 
consideration. Chests and enemy placements will then need to be added taking into account 
any experience points to level up the character and difficulty of combat. Last of all will be 
the lighting, affordance, and small environmental details just to give the game that extra bit 
of polish. 
 

Player Characteristics Outline  

The protagonist will be a vampire like creature, still dressed in old, ragged but battle-ready 
clothes it’s human form. It has bright blue glowing eyes and teeth like daggers. It uses a 
magical whip to slay enemies in its path. 

Player Persona 

It has a cool demeaner and will stop at nothing to free the villagers from the tyranny that 
blights them. 
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Story (How, why, What) 

 
The story takes place in a medieval world filled with magic and monsters where a castle 
once home to a great king lies atop a hillside covered in shadow. Creatures of the night now 
spawn from this place to wreak havoc on a nearby village in which the protagonist resides 

in. This man had trained for many years to put an end to the madness and defeat the 
source of this evil but alas he was killed by that evil and perished beneath the ground, but 
his story did not end there. He was awakened the very same night under a full moon, the 
evil had taken the man’s life, but he was also gifted with a new one to serve as a creature of 
the night. What was unexpected was the man now creature rebelled against this notion and 
with new powers and strength vowed to return to the castle and liberate his village once and 
for all and defeat the Lord of darkness. 
 

 

Gameplay Influences 

 
Metroidvania games such as Castlevania, Shantae, Guacamelee and Blasphemous (2D side 
scroller view, exploration, combat, abilities, hidden areas)  
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Colours Palette  

Environment: The game will feature dark halls built with aging stone in browns, greys and 
black, overgrown green foliage where the castle has been neglected, yellows, and oranges 
where torches light the hallways and white coming from the moonlight and the fallen snow 
outside of the castle. 

 

 

Lighting 

dark halls, lit by torches, lava and the moonlight peering through the windows 

 
The table above demonstrates how the colours used will look in the environment. The 
pictures are taken from Bladerunner movies (huge cyberpunk influence). 

Asset List 

 
Infinity Blade – Castle 
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Level Design documentation 

Goals of level, key areas and level plans 

 
A flowchart to show the player’s main goals as they play through the game 
  

 
 

The key areas will be the boss rooms and rooms which require an ability to progress 
through. Other areas will be platforming sections, combat areas and areas containing traps. 
Some areas will combine all three (hidden chests can also be found in these places). concept 
for the areas: 
 

 
 

 

 

 

 

 



3D GAME DESIGN – ASSESSMENT 2-2 – GAME DOCUMENT 
 

9 

 

Figure 7: Exploration area concept 

 

Level design maps 

 
Maps: Overall area 

Tutorial Location (Area one part 1)  
This is where the player starts and learns basic movements such as run and jump and how 
to attack enemies: 
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Overall view of the area 1 part 2 map. This area introduces the player to the lever 

mechanics and save system before entering the castle:  
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Overall view of the area two map (main focal point). This area introduces the player to lava 
pits, breakable walls, and the merchant. This is also the area in which the player will keep 
returning to:  
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Overall view of the area three (part one) map. This contains platforming sections, moving 
platforms, traps, breakable walls, a mini boss and two ability pickups (fire spell and lava 
boots):  
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Overall view of the area three (part two) map. This contains platforming sections, moving 

platforms, traps, breakable walls, a mini boss and two ability pickups (fire spell and lava 

boots): 
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Overall view of the area four map. This contains traps, the floating head enemy, a mini boss 

and the Bat ability pickup (used to escape the room): 
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Overall map view of the Fifth area. This is where the player acquires the Heavy block ability. 
They will encounter the bomb enemy here and a mini boss. They will need to acquire the 
new ability to leave the area. 
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Overall view of the area six map. This contains traps, pickups, heavy block, bat ability tunnel 

and the final boss fight 
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Maps: Area pickup locations 

 
Area one pickup map: contains 1 health pickup 
 

 
Area two pickup map: contains 3 loot chests and 1 health pickup 
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Area four pickup map: contains 1 loot chest, 4 health pickups and the fire spell ability 
 

 
Area four pickup map: contains 2 health pickups, 1 loot chest and the Bat ability 
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Area five pickup map: contains 1 loot chest, 2 health pickups and the heavy block ability 

 

Area six pickup map: contains 2 health pickups 
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Maps: Critical path 

Tutorial Location (Area one part 1)  
This is the area one map to show the critical path to progress through the level:  
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Tutorial Location (Area one part 2)  
This is the area one map to show the critical path to progress through the level: 
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Area two critical path map: 
This is the area two map to show the critical path to progress through the level:  
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Area Five critical path map: 
This is the area five map showing the critical path used to continue through the level:  
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Return to Area Two critical path map: 
This is a return to the area two map showing the critical path to progress through the level:  
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Fourth area critical path:  
This is the area four map to show the critical path to progress through the level: 
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Third area critical path (part one):  
This is the area three map to show the critical path to progress through the level: 
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Third area critical path (part two):  
This is the area three map to show the critical path to progress through the level: 
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Third area critical path (part three):  
This is the area third map to show the critical path to progress through the level: 
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Sixth area critical path: 

This is the area six map to show the critical path to progress through the level: 
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Maps: optional path 

Area Two optional path map: 

Here are the optional paths to acquire treasure chests in area five: 
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Area Four optional path map: 

This is the optional path to acquire a treasure chest in area four 
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Area Four optional path map: 

This is the optional path to acquire the weapon upgrade in area four 
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Critical Path Analysis 

This is the rundown of the critical path and optional paths to match with the Beats & Pacing 
graph below: 
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This graph shows the beats and pacing of the critical path, showing the excitement/difficulty 
levels whilst playing through the level 
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Critical Path and Optional Path Combined Analysis 

This graph also shows the beats and pacing of the critical path, showing the 
excitement/difficulty levels whilst playing through the level 

 

Story Element Locations 
 
Initial starting point for the player (outside the castle) this will reveal the player’s main 
objective to make their way into the castle 

 
The next and last scene will be when the player kills the final boss and takes their revenge 
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Controls 

 

Player Controls Map 
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Player Camera 

The camera will be centered in the middle of the screen from a side angle. This is known as a 2.5D 

style of game, where the assets are all 3D, but the game is played in a 2D fashion for example the 

more modern Mario games have taken this approach: 

 

Design mechanics 

Character design mechanics & abilities 
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Enemy difficulty table 
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Enemy design mechanics 

 
Enemy: Patrol enemy 
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Enemy: Bomber 
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Enemy: Floating Head 
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Enemy: Projectile enemy 
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Enemy: Troll/boss 
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Rewards and progress 

 

The player is rewarded by exploring the environments, overcoming traps and obstacles by 

using their abilities and discovering loot. The focus is the collection of all the abilities to 

progress through the level and reach the end. 

Save game 

The player will be able to save their position and stats by interacting with the save points. 

Upon death or exiting the game, if the player has used this system, then they will respawn 

in the spot in which the system was used. The save points come in the form of an angelic 

statue with glowing green lights hovering around it. 

 

Goals 

The main goal for the player is to make their way through the castle and eventually reach the final 

room where they will need to defeat the boss and end the game. 

To do this the player will have to acquire all the abilities guarded by enemies in 3 separate areas, 

from an old library and torture chamber to a lava filled cave and underground tomb.   

 

Abilities 

The following abilities will need to be collected to finish the level: 

Heavy block ability – The player can move previously unmovable blocks and reach new areas 

Bat ability – The player can transform into a bat and reach new areas previously unreachable 

Lava boots – The player can walk on lava without taking damage 

Fire spell ability – The player can cast a fireball projectile (this destroys certain types of doors) 

 

 



3D Game Design Assessment 2-2 Game Document 
 

50 

 

 

 

Collectables 

Collectables the player can acquire throughout the level, some hidden in secret areas 
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Merchant room (main focal point) 

This room allows the player to replenish their health and boost their strength (attack damage) 

 

Secret Rooms 

There are hidden rooms containing chest with gold inside, the player can try to find all of these to 

gain 100% completion 
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