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Design History


This document is meant to aid in the development of an ambitious game named 3rd Eye. The information in here is totally original in concept but relates to real world ideals and beliefs. This will be a map on which the game will be developed  from.

Version 0.10


Version 0.10 includes the original work in progress information.

1. Work in progress, finalizing all details of game.

Game Overview

Philosophy

Concept


This game's goal is to put the player in the shoes of a celestial being trying to open the eyes of humanity and fight for the future of physical and spiritual reality. Using GameMaker 8 as a means to an end, the goal of development will to utilize the engine to its limits to express an artfully desperate sense of compassion and freedom to change the given realities as the player sees fit. Giving the player as many tools and feedback as possible without taking away from the core of the games excitement. Freedom and consequence will dictate the experience in game allowing the player to create there own unique story each time. 


As a universal consciousness the player is designated to experience the newly budding Earth. Free to explore the vast array of experiences earth has to offer, the player can be born/incarnated into an animal, person, or other beings to learn skills and gain all manner of things and experiences. Optionally the player has an avatar that the player can assume control of which possess all of the abilities, traits, items, experiences you have accumulated and acts as your main vessel in shaping the plot of the game. Progressing the game along will ultimately rely on the choices players make during the course of exploring the ever changing landscapes and planes which will be easily accessible using astral travel. 


Gaining and using the skills in game allows a massive amount of game play potential alone, not to mention the avatar system backed by a dynamic plot. 3rd Eye has potential to be a uniquely dynamic action rpg game with extreme re playability.


-“given a gun the blind deaf man holds the barrel to his ear and pulls the trigger. Before the bullet rips through his brain he sees his life flash before him and hears a deafening boom. Afterward a homeless man who witnessed the man revels in the irony of a man taking away his ability to experience when he was already without 2 major senses. No tears were shed, only blood bled for the man who gave everything to see and hear, to be free from fear.” -ReZenT

Platform


The game will run on any windows pc. The pc is the perfect platform for this game due to its ever expanding nature. I wish to mimic this idea in the game as well. 

Hopes of development


I hope to expand this game into multiple genres like rpg, strategy, action,... By doing so will allow the player freedom to explore and change the game world in a massive scale. Each decision the player makes changes the games future in some way and have these choices be noticed/ felt by the player. Each NPC should allow the player choices of some form that will change/alter the plot. The plot itself will be written directly as a consequence of the players actions and choices giving unlimited replay value and immense development requirements.  

Common Questions

What is the game?

3rd Eye is an entirely free world based on different planes of existence and the mental and physical skills needed to evolve or destroy  life in all forms. Taking place on Earth, hell, heaven, and other planes, the player must choose to destroy or shepard life by using physical and metaphysical powers to shape their own destiny.

Why create this game?


I'm making this game to learn more and create a game that I believe will be fun and rewarding for anyone who plays it. This concept has been on paper and in my mind for years and now have the time and ambition to finally create it.

Where does the game take place?


The game takes place in the past present and future of earth as well as other planes of existence. Locations range from Tibet to futuristic N.Y. City but each play through may not visit same places depending on choices and thoroughness.

What do I control?


You will play as a consciousness that lives multiple lifetimes and inhabit different forms of life. You will be born as different characters to develop different skills and experiences. You may be a holy Tibetan lama or a tiger hunting for its next meal. 

What is the main focus?


It is judgment time and it is up to you to judge. You will decide to evolve and further life or utterly destroy it. You are given free reign to lay your judgment on all of existence. The fate of the all is in your hands!

What’s different?

Everything and nothing... This game is designed to give the player what ever tools they need to accomplish whatever goals they have for the game world. Each choice has a consequence and another choice which lends itself to the dynamic plot. Players are free to learn through the eyes any skill they desire, meaning if a player wants to learn stealth they may be born as a panther or cat playing out the learning process stalking as a cat til mastered/meet goals and die only to be reborn as someone or thing else to further their repertoire to reach there ultimate goal. 

Feature Set

General Features

Multiple planes of existence

Huge real world locales

Dynamic Plot

Play as hundreds of different people, creatures, and animals

Use thousands of weapons from knives, AK47, to lasers an bombs

Metaphysics – ie... telepathy, telekinesis, …

Shell accessibility

Gameplay

Karma

Astral Travel

Avatars, sigils, servitors

“Magik” System

Martial Arts

Auras

Telekinesis

Telepathy

Reincarnation

Alchemy

Spiritual Development

Meditation

Astrology

Astronomy

Crafting System

Cooking

Health

Chemistry

Music

Charisma

Driving

Acrobatics

Night vision

Weapon Skills

Necromancy

Body Augmentation

Tattoo

 Mind Control

Death- Heaven and Hell

Achievements

Attributes- str, int, dex...

Stealth

Combat- guns, swords, a-bombs, ...

The Game World

Overview


3rd Eye takes place through out the history of earth and other planes but does spend some time in a similar and future time. Gaining skills will require you experience them from a 1st hand perspective, (ie- the 1st level of acrobatics would have you incarnate as a monkey and collect an object while avoiding predators, or, 10th level of acrobatics could be using a person to win the Olympic gold medal in acrobatics lol!)causing the player to encounter hundreds of different times of locations. Jungles, forests, desserts, oceans, cities, dungeons, crypts, caves, astral realm, hell, heaven, dreams, swamps, shaolin monastery, all these and more. While the overview of the main consciousness portion of the game is the command station it's also an environment of itself it serves as the main interface to your consciousness allowing you to view stats and quests to initiating a reincarnation to learn a new skill among other things.

Heaven and Hell


When you die while in human form you may or may not go to heaven or hell. Depending on whether you believed and how good overall you were in that life will designate whether or not you face paradise or trials. Heaven, for you, is a transition were you may interact with others related to all of your incarnations to receive information, items, quests, etc... hell on the other hand is just that, a place were player is tortured by those who died due to the players choices. The only escape is to help someone you've hurt in someway meaning you'll have to do some kinda quest for them.  

Other planes of existence


Throughout 3rd Eye you may end up in other planes of existence such as a dream or the astral plane or a parallel dimension! These places are usually very distinct and unique and can also be places of immense power and importance. The player will encounter other worldly life forms and structures, things impossible on earth can happen here. Exploring in these areas can be done in creatures or your avatar depending on the place and situation. Due to the vast infinite number of planes anything that can happen just might happen while there. Special rules an/or restrictions/benefits may also apply while within another plane that may hinder or help the player.

The Physical World

Overview


This is where a majority of the game will take place, throughout Earth and its history. While based on earth it may have some slight differences apparent to aid in game development. A lot of the training incarnations will take place as almost as a mini-game in itself so the environments can be dosed out accordingly relatively quick and easy rather than developing whole environments for each. Especially true for animal areas as apposed to human cities and such. Cities should be as accurate as possible within the limits of the engine.The reason the is such an immense amount of locales is the different travel systems wich will allow the player to visit new locations by standard means of transportation (ie- planes, cars, boats, etc...) and also the astral travel system which will allow the player to travel to any time and placethey have already been within some limits while in their avatar.

Key Locations


-one of the most prevalent time and locations is a time in the not so distant future and multiple areas on earth. Such as parts of NY city, small towns, remote mountains, and lush jungles. 


-another major part of the game will take place in the beginning while the player is learning about the newly developing life on earth. These areas will range from primordial pools teaming with single cell organisms to small settlements of early people learning to make fire. Each area will be an experience of itself meant to give the player a genuine experience that will take the game to a new level of playability and creativity. 


-the main consciousness is where all of your experiences, skills, knowledge, etc... will reside. It is this “area” where the player will be able to retrieve all their information, stats, achievements, etc, modify their avatar, select new skills and experiences to explore. This area will be almost like a cosmic matrix that the player can interact with and explore giving them freedom to choose how they will approach any given situation. The player may also be able to change the environment like a theme to one of many different themes unlocked by traveling to all the different areas available throughout the course of the game.  

Travel


-There will be multiple means of travel within 3rd Eye depending on your objective. You may use cars, boats, airplanes, … while in a modern human body. Using transportation can be accomplished either by driving yourself around after acquiring the skills necessary or using public transportation when the skills haven't been mastered. Alternatively you may use astral travel while in your avatar to travel to many of the places and times you have already visited to further the plot along or for general exploration and experience. 

Scale


-Scale will be relative to the area you are in. many of the games areas will require you to be in different animals and creatures and experience that situation thru there eyes. Not necessarily thru first person view but as that animal, creature , or person. Lending a huge amount of flexibility to the game this system will allow a lot greater leeway for producing engrossing missions and game-play.


Objects


With such a grand scale, 3rd Eye will allow the player to interact with a massive amount of objects, ranging from plankton in a pool, to nuclear missiles. While this may be a daunting idea, the objects will be relevant to the area in which the player is experiencing. For example- while learning about mass destruction the player may have to take part in the bombing of a city, flying planes, building bombs, surviving the aftermath, and so on. The possibility are almost endless yet still within reach of the development team as each area/mission will be almost a game in itself, allowing the team to be creative and thorough without  the need for real historically accurate information.   

See the “Objects Appendix” for a list of all the objects found in the world. (-not finished!)

Weather


Weather, once again as with most parts of the game, is relative to the situation. But, while exploring the world as your avatar there will be a normal weather system that should be as similar to reality as possible. The weather within game can add tension or relief to situations and will be used accordingly.

Day and Night/time


The day and night system will be used under the same guidelines as weather and will most definitely be more for dramatic effect than actual game-play mechanic. There will be some exceptions such as some skills may require you to be in night or day to learn. Also the avatar while exploring will experience a true day and night cycle. (-may use actual local time as basis for game time while using avatar.)

Rendering System

Overview


3rd Eye will feature many mini-games/experiences that will provide many views but all will be rendered in 2d. The avatar system and some of the mini-games/experiences will have an isometric view that will allow fairly easy development and level design.

2D/3D Rendering


The game will be rendered with GameMaker 8's built in 2D rendering engine. Using sprites, backgrounds, cinematic cut-scenes, and special effects. 

Camera

Overview

Cameras in 3rd Eye will vary from experiences and be relevant to the given situation. From side scrolling shooters, and first person missions, to an iso-metric adventure, the game will run the gamut as far as camera angles are concerned.

Iso-metric view


During a good portion of the game the player will be playing in an iso-metric view. This view angle should be straight on with player in a normal north and south bearing and approx. 70 degrees vertically.

Cut Scenes


At certain points in the game the player may be presented with cinematic cut-scenes to add dramatic effect or move the plot along. These cut-scenes will also have multiple cameras utilized in a relative manner to the content involved.

Game Engine

Overview


GameMaker 8

Game Characters

Overview


The main character of the game is actually a consciousness that can incarnate into animals, people, creatures and their avatar. Each incarnation is a mini-game unto itself that the player must complete in order to add skills, quests, items, and more to there main consciousness. 


The avatar is a persistent personification of the players consciousness that can be customized, upgraded, and controlled by the player. Each of the experiences/mini-games will have some kind of benefit the player may add to their avatar. The avatar will be the main body in developing and finishing the plot.

Creating a Character


You may start the game by giving your consciousness a name that will also be generally used by the avatar. The avatar will be completely customizable with all of the things and skills you have acquired throughout the game at any time. Though the customization will have to take place at the source between quests/experiences.

Enemies and Monsters


Enemies in 3rd Eye are also a dynamic part of the game. They may be predators or other humans depending on which experience you are trying to accomplish. Ultimately it depends upon the experience and goals involved in accomplishing the desired outcome. Each mini-game/experience will have its own set of enemies but while using your avatar you will most likely be facing other humans and/or creatures that have different motives than the player.

User Interface

Overview


The majority of the interface will be while players area at the source viewing all they have accomplished and deciding where to go and do next. 

The Source


This is the main interface within 3rd Eye which allows the player to access all the different aspects of the game. A place to view achievements, items, available experiences, learned skills, stats, avatar and customization, time line, quests, and every bit of information available to the player. Also, this menu/area should be customizable with themes unlocked by doing different experiences/mini-games and the player will be able to change every aspect of their avatar. 

Experience/Mini-Game Uis


Each experience/mini-game will either have a minimalistic or no ui to a full HUD depending on the situation. The goal is to keep the player focused on the experience rather than the UI, keeping a minimalistic approach should aid in this. Also using the character sprite for information will prove unique and easy to implement. (ie. Using visable damage for life gauge...)

Weapons

Overview


Overview of weapons used in game.

Weapons Details #1

Weapons Details #2

Musical Scores and Sound Effects

Overview


This should probably be broken down into two sections but I think you get the point.


Red Book Audio


If you are using Red Book then describe what your plan is here.  If not, what are you using?


3D Sound


Talk about what sort of sound APIs you are going to use or not use as the case may be.


Sound Design


Take a shot at what you are going to do for sound design at this early stage.  Hey, good to let your reader know what you are thinking.

Single-Player Game

Overview

3rd Eye begins with the universal consciousness expanding and releasing a spark of life upon the earth. This is were the player comes in, given the task of experiencing the development of life on earth and also its ultimate destiny, the player must learn and experience as much or as little of earth as deemed fit by the player.


Story


The game starts with the player incarnating as a single cell organism and evolving into a multi-celled creature. From there the player is free to explore the vast array of animal and plant life teaming on earth with each experience a mini-game in and of itself. These experiences will result in skills and other things that the player can utilize within its consciousness and add those to their avatar, a timeless physical body the player can customize and upgrade with even more skills and experiences. 


Eventually man will evolve upon the earth and your focus will change from simple animals and their skills to human emotion, conflict, abilities, and more. Soon the player will come to the conclusion that human life will destroy all life on earth and the player must make countless decisions that will have a dynamic impact on the over arching plot line. With each decision, a new consequence and a new chapter in the story. 


Given this freedom will allow players to either play and develop them selves or harm or help humanity. Its another decision, one to be active or passive in the development of earth. Ultimately this will either bring destruction and chaos or peace and harmony to mankind, the choice is up to the player. 


After each experience the player always returns to the source and is free to explore their achievements, experiences, avatar, locations, and much more. The source is the central hub for the progression of the game allowing the player many choices as to what they would and could do. An almost matrix like area were all of their collective experiences come together and were everything the world they shepard has to offer is available to them.

Hours of Gameplay


Unlimited! Well almost...

Victory Conditions


The game ends when the earth is destroyed, but If you choose to save the world you could technically play indefinitely collecting and exploring everything the earth has to offer or retire to a new consciousness wich will start a new game.

Character Rendering

Overview


Using multiple techniques will be key to completing this project successfully and efficiently. While the main chunk of the game lies in the experiences which will be circumstantial, the constant will be the avatar which will be using a modular spriting system.   

experience/mini-game character rendering


This portion of the games characters will be rendered accordingly, dictated by necessity and the situation. Each experience will draw from a huge array of possibilities with each one having its own distinct characters that will require its own rendering/spriting technique. 

Avatar Rendering


The avatar system will be rendered using a modular system which breaks up the avatar into individual pieces which can easily be modified and changed out. This system will allow maximum customization ability while still being relatively easy to produce and manage. Also, it will allow much more flexibility in animation that would otherwise be a very large and time consuming process. Breaking the sprites into pieces will allow the player a huge array of choices when customizing their avatar.

Extra Miscellaneous Stuff

Overview

Drop anything you are working on and don’t have a good home for here.

Junk I am working on…

Crazy idea #1

Crazy idea #2

 “XYZ Appendix”

 “Objects Appendix”

“User Interface Appendix”

 “Networking Appendix”

“Character Rendering and Animation Appendix”

 “Story Appendix”


