[bookmark: _lyabzl8dmohp]Chapter 1: General Information / Introduction

•1.1Game title:The Final Flame
•1.2 Tagline: A 2.5D adventure exploration game with a focus on survival elements.
•1.3 Intended game systems : PC

[bookmark: _8q69r8nh465h]LOGO
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[bookmark: _afqr6jcywwgm]Prototype screenshot
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•1.5 Target age: 17+



[bookmark: _81csszbu67lr]Chapter 2: Game Outline / Narrative

[bookmark: _950xkll7a1on]Game story summary
Earth is dying, and explorers led by Gustav (PC) are searching for a new home.
Their ship crashes on a frozen planet, cutting off communication and return options.
They awaken a hibernating Seraphim, a being with the ability to reignite the planet's heart.
The Seraphim were put into hibernation by the light-dwellers in hopes of finding external help to restore the planet's core.


[bookmark: _dkyhi9kdvs9e]Game flow
[image: ]

The game's content, as shown in the above image, is mainly divided into disaster, survival, and exploration challenges.
Disaster challenges are divided into combat challenges and scenario challenges. Scenario challenges are usually interactive options, as well as challenges related to the terrain.

[image: ]
The goal of the game is to reach the bottom of the abyss, find the core of the planet, and reignite the engines of the crashed starship.
The entire gameplay is based on the player character exploring an uncharted planet to gather materials needed to repair the starship, attempting to survive in this alien world and craft before the starship is restored.



The victory condition is to reach the deepest point and obtain the core of the planet.

[bookmark: _1zpvx0hj15zh]End of Game
Game Ending 1: Game Victory
Players need to locate the planet's core.
1.1 - Player decides to repair the planet's core.
1.2 - Player decides to use the planet's core to fix the starship and leave the alien planet.

Game Ending 2: Game Failure
The player dies before finding the planet's core. Failure can occur due to survival, combat, or Condition challenges.
2.1 - Survival Failure
Player dies of starvation or dehydration.
2.2 - Combat
Player dies during a combat encounter.
2.3 - Condition
Player dies due to low health resulting from a failed TEST in a specific Condition.


[bookmark: _qmxuni6fgo5i]Reward System
The rewards are mainly character upgrades and new crafting items. We provide skill trees for different characters, and items are crafted through monster drops and gathering.
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The entire game process is open, allowing players to explore freely, but with some soft guidance, and some areas require players to upgrade their skill trees or craft new items to access.
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[bookmark: _gf6gfye8i1mn]
[bookmark: _y9ypt9wiszbj]Chapter 3: Characters

[bookmark: _if5lpurzf6hu]Protagonist-Gustav[image: ]

Name: Gustav
Race: human
Age: 19
Job: engineer
Weapon: prosthetic limbs
Background:
Raised by his uncle, an explorer, he lost his left hand during an adventure with his uncle, who died at the hands of unknown extraterrestrial beings.
His left hand is now replaced with various tools and weaponized prosthetics.
Proficient in processing various acquired resources.
Determined to spare others the pain of losing loved ones, he has dedicated himself to ensuring the survival of the entire ship's crew after their crash landing on a strange and perilous planet, actively organising exploration teams.

Gustav's main specialty is his ability to craft items, and his prosthetic limbs that allow him to equip various weapons and tools. He carries a journal where he documents research on monsters and locations encountered during the game.

various prosthetics:
Drill prosthetics: Digging into special rock areas and destroying terrain.
[image: ]
Shovel prosthetics: Digging into soft soil.
[image: ]
Hook prosthetics: Can be used to swing between areas.
[image: ]
Biometric Analyzer: This prosthesis can analyse the biochemical characteristics of organisms and provide detailed information about the surrounding environment and organisms.

-Level Up: Spectrum Sensor: This prosthetic arm is equipped with advanced spectral sensing technology, allowing the protagonist to discover hidden energy sources and unknown creatures.
[image: ]

It is worth mentioning that the front part of this arm is similar to a vacuum cleaner, which can inhale or directly scan substances for analysis. The forearm has a pop-up display screen, and the analysis results can be displayed directly on the screen.

Firearm prosthesis: Gustav's main attack method, which can be transformed into an assault rifle.
[image: ]
Gustav's firearm prosthetic arm. Primarily employed for offensive actions, occasionally utilized for piercing attacks and linear measurement aiming.



[bookmark: _5dgai4s9kij4]NPC
[bookmark: _guxxibrdknnx]Lily
[image: ]

Name: Lily
Race: human
Age: 20
Job: scholar
Weapon: magic book
Background:
Lily is the most outstanding graduate of the academy in recent years. She was specially admitted to become a member of the planetary exploration team just after graduation. In addition to the study of extraterrestrial ecological geography, the school curriculum also includes the study of military strategy and tactics. The scholar's magic book is a special magic weapon that can store various magic spells in the form of book pages. This allowed scholars to focus more fully upon strategy and tactics in the battle, although manipulation of magic stored in such a fashion is thought to have required a degree of control, possessed only by the most accomplished scholars.

[bookmark: _dpigw911kwdg]Anala
[image: ]
Name: Anala
Race: Seraphim
Age: unknown
Background:
She was found deep in hibernation in a cave where she lies cold and still on a bed of tinder. When the tinder is lit, she awakes and appears to ignite as the flames in her hair and eyes dance to life. She has no memory of how she got there or who she is. In order to retrieve her lost memory, she joined the team to explore together. The team eventually discovers that she is one of the Seraphim – a lineage of people who carry the spirit of the planet’s flame within themselves. When the heart of the planet was extinguished, the Seraphim tried to return to the heart to reignite it but they were not strong or great enough in number to overcome the threats that they faced on their way to the planet’s centre. In an act of desperation, the elder light-dwellers (those who lived on the planet’s surface) decided to put the remaining seraphim into a deep hibernation so that they may one day be awoken by an external force with the ability to assist them in reigniting the heart of the planet. 

[bookmark: _pvlbe9fnqjcp]Artemis
[image: ]
Name: Artemis
Race: human
Age: 45
Job: Magic Swordsman
Weapon: Swords
Background:
As one of the last surviving magical swordsmen from a lost civilization, he dedicated his life to mastering both swordsmanship and magic. Despite his exceptional skills, a sense of purpose eludes him, and he often finds himself reminiscing about the past—of his duels, his formidable opponents, and the echoing loneliness that accompanies the absence of worthy adversaries. His love for battle propelled him to pursue the pinnacle of human martial artistry, resulting in him becoming one of the strongest magical swordsmen of his time. Having ascended to the ranks of the elite, he now roams a dying world, confronting and defeating monsters that lurk within the underground caves. He initially crossed paths with Gustav during a battle against some monsters in a cave. Recognizing the gravity of Gustav’s mission, he agreed to provide assistance whenever called upon for help.






[bookmark: _8t28jx3zpwgq]Chapter 4: Game World and Problem statement

[bookmark: _35kpa0n3izen]Aesthetical principles

Surface:
The dwelling place of the Lumarians, adorned with numerous patches of light.
Extreme cold.
[image: ]
Our focus will be centered around the concept of 'light.' From the surface to the depths, the more dangerous areas are, the harder it is to find things that emit light. Objects emitting light are often associated with perilous disasters.

[bookmark: _3yhytnbd4c3p]Locations
[image: ]
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The flowchart and sketches of each area depict the spatial progression of the game, highlighting various locations within the process.
Simultaneously, there are scenes where locations are also combatable monster.
[image: ]
Only the colossal jade turtle skeleton remains. Setting up camp here is relatively easy, but there's a risk of disturbing the massive creature. After disturbance, it may move with the camp and even, when attacked, pierce through rocks, tossing players into the water of the next layer.




[bookmark: _r5eopzklspyn]Chapter 5: Game Mechanics
[bookmark: _mwot1obazofu]Test
When assessing the quantity of items obtained during player harvesting, the damage inflicted during attacks, and the success or failure of chosen options in the face of hazards, TESTs are conducted.

A TEST comprises the following elements:

· Key Determinant: Specifies which skill or attribute is used for assessment.
· Difficulty Level: A numerical representation indicating how many successes the player needs to achieve in order to succeed in this TEST.

[image: ]

Let's take an example:
Each TEST involves rolling at least four dice. Each die has three possible outcomes: success (+1 success), failure (-1 success), and 0 (neither success nor failure).
Facing a monster ahead, Gustav uses the Analysis skill to determine its vulnerable areas.
The key determinant for this TEST is Analysis, and the difficulty level is 5.
Gustav's Analysis skill is +4. He rolls four dice, and the results are success (+1), failure (-1), 0, 0. The successes and failures cancel each other out, resulting in 0 successes + 4 successes. Therefore, the Analysis has failed.





[bookmark: _x3n8vb5j83xe]Hazards-combat
Turn-based game.
[bookmark: _d8lr87ja3zcs][image: ]

[bookmark: _u9uv8k3g1df5]Prosthetic switching and use
Gustav can switch between each prosthetic limb in every combat turn. Additionally, Gustav can immediately craft harvested items to use as combat items.


[bookmark: _crmslh7ht25]Campfire
[image: ]

The camp serves as a crucial hub for processing acquired materials and recovering after a day of adventure. Adventure recovery requires food and water, as well as successful camp crafting TEST. After completing the camp's allocation, player characters within the team interact with each other through dialogue at the camp.


[bookmark: _3xecuczgd6y5]Crafting
[image: ]

[bookmark: _hvgvpsd394e6]Chapter 6: Gameplay
[bookmark: _i8953kd0nlig]Prologue
Tutorial Level.
Act 1: Inside the Starship
NPC: Lily
Tutorial Components: Movement, Interaction;
Switching and using Gustav's prosthetics; Switching characters and using skills.
Main Conflict: Malfunction caused by the starship crash.

Gustav's starship crashes onto the surface of the planet.
After a rough landing, Gustav wakes up, The player familiarizes themselves with basic movement operations.
Gustav activates the emergency power, changes to basic prosthetics, and finds his crew member, Lily.
Many systems of the starship are offline, with the most critical being the malfunction of the environmental control system. The temperature on this planet is too low, and Lily's fire magic can only provide minimal warmth for a short duration.
Understanding the situation, they immediately take action and open the airlock.

Act 2: Alien Surface
Tutorial Components: Gustav's plant harvesting TEST, how to scan and analyze items.
Gustav's log system.
Main Objective: Find light sources and heat sources.

Opening the airlock, the outside is indeed colder.
Unknown plants on the ground seem to be glowing, prompting Gustav to start documenting the new plant, Luminofibra.
Fortunately, this plant emits a strong heat source when ignited.

[bookmark: _omzs6je9embh]Text selection-fast travel

[image: ]
The quick travel selection menu is navigated through a text-based UI.
Clicking on the text portion of Gustav's log allows teleportation to different areas.






[bookmark: _21lmvhrvgz8i]Repair starship

[image: ]

Restoration Area - Base Construction System
By repairing the starship, different new rewards can be unlocked.
Materials for repairing the starship can be obtained through map exploration.
Specifically written in level design.

[bookmark: _ch3k5ngpdxm]Gustav's Notebook 

This system is used for storytelling and a portion of the gameplay mechanics. Here, you can view Gustav's notes on newly discovered plants, animals, minerals, etc., accompanied by conceptual illustrations. It also provides information on their drop properties, weaknesses, and crafting formulas.


[bookmark: _5yynqmohfwdf]Character Profiles
[image: ]
This system is used for storytelling. Whenever the player reaches a certain key experience level, a chapter of the character's personal profile will be unlocked. Each personal profile chapter will describe the character's past, current thoughts, secrets, etc., accompanied by illustrations.


[bookmark: _pqggl9shbhm]Chapter 7: Visual Experience

[bookmark: _qkwaszg4y6jh]Visual reference
The art design of the 2D part of the game refers to Octopath Traveler and Stardew Valley. The appearance of characters and monsters is closer to Octopath Traveler, but the combination of tones and colours is closer to the more saturated colour style of Stardew Valley. The contrast between colours is more obvious. Probably closer to Stardew Valley overall. 


[image: ]
The inspiration for monster design, scene creation, and the overall game atmosphere mainly comes from the Alien film series, the anime Scavengers, and the manga Made in Abyss.

[bookmark: _ly5kvqe7pmnf]Character Design

Gustav:
When it comes to engineers, players can easily think of various machines. Therefore, most of the clothes on his body are grey-white, which is closer to the colour of common metals. The windbreaker he is wearing is a protective suit made of special materials that can withstand high temperatures and severe cold. Its most distinguishing feature is the side-apron tool pouch, used to store an engineer's ammunition, and various other devices employed in the profession. He often wears goggles on his head to facilitate processing operations at any time. The length of boots enables him to comfortably work when kneeling. The unique black and red prosthetic limb attracts players’ attention and is also quite cool. Because he lost his uncle and experienced the death of a loved one, he is also much more mature than his peers. No matter what difficulties he encounters, he can face them calmly.

Lily:
Since Lily's academy is a military academy, most of their uniforms are military green. The robe she wears meets all the usual needs of a magician, but the belt for hanging magic books and writing instruments was made specifically for scholars. Also of note is the mortarboard, it was originally worn upon graduation from an educational institution as a symbol of academic achievement, but it was later regarded as a sign of scholar status. Although she is one year older than Gustav, her figure is smaller than Gustav (about one pixel shorter). Her smart mind solved many problems for the expedition team, but her lack of practical experience also caused a lot of troubles. In the process of exploration, she also learned a lot from Gustav . She is a smart and optimistic girl.

Anala:
As a member of the mysterious race of Seraphim, she harbours planetary fire within her body. Therefore her main colour is bright red, and her hair is always on fire. She has fair skin, wing-like appendages on her head, and bird-like tail feathers. After being awakened by Gustav, she found that she had lost all her memory, so she decided to join the expedition to find her memory. She was wary of the expedition team at first, but opened her heart after finding out that they had no ill intentions. Anala is full of energy no matter what she does, and always makes those around her feel warm and peaceful. After discovering that she has the power to repair the planet, she is confused as to whether to save her mother planet or help the expedition that saved her. In the end she decided to follow Gustav's decision.

Artemis:
His image is based on Geralt from The Witcher 3. As one of the last surviving magical swordsmen from a lost civilization, he lived alone on this cold planet for many years. Although he has entered middle age, he still has the strong physique of a young man. He has darker skin, silver-grey hair, and a long beard. He always wears a warm leather jacket and carries his two customary double swords on his back. Knee pads on the legs also provide convenience in combat. He is passionate about fighting, and only in fighting and hunting can he feel his true self. He taught survival and combat techniques to others in the expedition. He was like a father figure to several of the expedition's children.




[bookmark: _6pvjd7qfm6b8]Chapter 8: Audio Experience
The music in this project was composed by Daniel Rogerson and Robert Logan under the creative and technical direction of Lucy. The two menu tracks were taken from the abum ‘Sky Islands by Firehand’ and adjusted to fit appropriately. The other three trakcs were created especially for this project.
There are four different tracks used in the demo; two separate tracks for the main menu, and then one track for the above-ground environment and one for the below-ground/cave environment. 
One of the most important aspects considered when creating the music was for it to fit the visual art style of the hybrid between pixel art and 3D stylised art. This effect is captured in the music by using chiptune melodies sampled from retro 8-bit games, supported by a full-sounding electronic backing.
The intention for the level tracks was to capture the ambiences of the area they represented, and therefore they had to strike the right balance between sound-scaping and mood reflection.
For example, in the underground track, it was important to have a sort of ‘echoing drip’ sound like would be heard in a cavernous underground cave. Rather than just adding these sound effects alongside the music, we tried to incorporate this sound into the melody itself. One of the motifs features an echoing drip-like timbre, and there is also a constant, rhythmic dripping sound quietly in the background of the track.
[bookmark: _u97419tab5w1]Chapter 9: Level Design
[bookmark: _xdlq4pce8zry]Beat chart
[image: ]

[bookmark: _ynplbwhxsbig]Chapter 10: Monetisation and Bonus Material
[bookmark: _6xpwi9uskh1]Monetisation
[bookmark: _tzs8kxx8eccb]1. Prosthetic Arm for Gustav:
Create a prosthetic arm for Gustav that can be loaded using real currency to inflict maximum damage. This allows players to experience different types of gameplay. For example, in "Sekiro: Shadows Die Twice," there's a prosthetic arm that can be loaded with coins and used to inflict damage on enemies.

2. Soundtrack and Artwork Sales:
Sell the game's soundtrack and digital art separately for fans interested in the music and art of the game.

3. Cosmetic Items:
Character Skins: Create unique skins for characters, including historical, futuristic, or thematic outfits.
Visual Upgrades: Offer visual enhancements for the 2.5D environment, such as special effects for spells or combat moves.

4. Expansion Packs or DLCs:
Story-Based Expansions: Release additional narrative content as DLC, exploring backstories of characters like Gustav and Lily, or expanding on the lore of the Seraphim and the lost civilization.
New Planets or Regions: Introduce new explorable areas or planets with unique challenges and story extensions.

5. Product Placements:
Implement product placements in video game cutscenes.
Integration with Storyline: Seamlessly integrate products or brands into cutscenes without disrupting the storyline. For instance, a character might use a real-world gadget or tool that aligns with the game's technological theme.
Collaboration with Brands: Collaborate with companies whose products align with your game's setting and audience. This could include tech companies for gadgets, outdoor brands for survival gear, or food and beverage brands for consumables.

[bookmark: _vw8c9xk35z29]Full story background
As the earth is dying, teams of explorers are sent out to try and find a new world for humankind to continue their existence. Gustav is an engineer who has replaced his lost arm with a robotic arm with many different attachments. He is to be the leader of a team of explorers including Lily, a scholar with an aptitude for magic. However, when attempting to land on the New Planet, the ship crashes and the group lose all communication with their home planet, as well as any means of returning home as their ship is damaged with no power source.

When they step out onto this new planet, they discover remains of a lost civilisation, and a planet's surface that is cold and frozen over. Venturing beneath the surface of the planet, they discover threats and monsters that they never imagined. They also discover a girl deep in hibernation in a cave where she lies cold and still on a bed of tinder. When the tinder is lit, she awakes and appears to ignite as the flames in her hair and eyes dance to life. She has no memory of how she got there or who she is, but the party eventually discover that she is one of the Seraphim – a lineage of people who carry the spirit of the planet's flame within themselves. When the heart of the planet was extinguished, the Seraphim tried to return to the heart to reignite it but they were not strong or great enough in number to overcome the threats that they faced on their way to the planet's centre. In an act of desperation, the elder light-dwellers (those who lived on the planet's surface) decided to put the remaining seraphim into a deep hibernation so that they may one day be awoken by an external force with the ability to assist them in reigniting the heart of the planet. 

Gustav is presented with a choice: He can lead the party to rescue the planet and return it to a state of habitation by accompanying the Seraphim to the core of the planet so that she can reignite the flame that was extinguished, or the party can use the planet's resources beneath the surface to repair the spaceship and use the Seraphim to power the ship so they can make their way home.

[bookmark: _2zzie9fy30vj]
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Quicksilver Drakonix (Hidden 4.1 Quicksilver Obtain vital
BOSS) Drakonix components for a gas
mask
Golden reed marsh Balloon Fish, Reed Crystals Synthesis Explore
Cultrum Papilionis
Muddy swamp 3.12 StiltBeast
Whirlpool 5.1 Continue diving to reach the planet's A whirlpool attracts
core nearby creatures,
causing operational
errors.
Attracted sea water like a 52
waterfall
Ruins 6 BOSS Blade Even though civilization has Defeat the Blade
Serpent disappeared, the mechanical serpent  Serpent, enter the final
guardians still help their greedy elevator well
master protect the planet's core.
Planet Core 7 Players need to make the final choice Defeat the colossal The monster is
- whether to restore this planet or mechanical Blade exceptionally large and
return to their home planet. Serpent to free the core  requires segmented

defeat.
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CONDITION

PERILOUS SITUATIONS REQUIRING DECISION-MAKING.
DANGEROUS CLIFF EDGES, UNKNOWN DISEASES,
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