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Wildman Adventures is a 3D puzzle platformer where the character is in control of the ‘The
Wildman’ with a goal of collecting coins and completing the level.

WA (Wildman Adventures), will fiiture linear levels that make the player go from A to B. The
overall tiymme of the level will be bright co&us and a stylized theme. Inspiration for the
game contCs from 3D World, Crash bandicoot and Spyro.

WA will have claM\d interesting puzzles. The game will utilise
Nintendo’s design philosophy ot introducing a mechanic slowly building on that mechanic
and eventually leading to player mastery.

Key mechanic, Platforming Elements — WA will be looking to appeal to the old school
platforming genre fans by leaning heavily into the puzzles and mechanics of the level having
unique mechanics for the player to learn and have fun with. The puzzle mechanics of the
game will be the main driving force of player progression through the levels.

—_———
The %il‘m’ (the start of the level), as the level will be linear the overall

goal of the game will be to make it to point ‘B’. The player will also have to collect coins a
‘sid¢’ element to the game in order to better complete thesfevel. Whist collecting coins isn’t
nec‘ssaryv completion, failure to do so will result in a worse score at the end.

Throughout the leye

"’""1[:_3 ntrodug
) ifficulty being increased thai

puzzle niechanics_ to progress -
bfinally mastered; this leads a
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Complete Game Loop

Mechanics Puzzles
At least 1 well designed mechanic that is present through the map and twist/

challenges player ability.

Traps

At least 1 trap that works well as a twist, with a mechanic.
Rewards -

Coins ;

Chests ] ,

Healtlig@ickups

Playable Character (Must Be)

Th p
Li t
Life Loop (Life, death respawn)

~ Modular
Different de-coupled parts that can be taken off or added to other character to

still work with game.
Usable by other designers to edit or change character.

Boulder Chase
Unique level aesthetic and lighting.

CoORtrOllET SUppoOrt/built for
o e

l Game sound and Music. Sperate/ different ones for n%u and gameplay.

i Game juice and feel affects: -
%4 Controller haptic feedback
‘ =+ Camera shake

Another puzzI€s/ mec
Another trap that wor
Cinematic Intros and end?.







Coin .
Platformer Collector 3D Stylized

Game Pillars




Controls for the character on PC and Controller (

Xbox

| Left An: Analoue Stick - Movement/Navigation and direction |

Interact

Pause and bring up menu

, A, D, Movement/Navigation and direction
£ . Imegct |

Pause and bring up menu

| 3 .

Roteate
Cawera :
G Pause
e // Y Ingerdct
@/ A‘\@ ) i -
Conbrols




e Movement (Walk/Running)

e Sprint

e Jump

e Double Jump

e Interact

e Death i

° C&era Rotation ] /’
g ¢

e Acceleration - 750

o walk SpeqI S
o Walk Speed (Sprifitig) = goms=—"

e QGravity Scale — 2.75
e Jump Velocity - 900
e Air Control - 0.9

The player will have many different components added to the character that allows it to

function.correctly=Ihis-also-means the characters is very modular in design and can be
brol-h_ do other things. Components needed: Com_(Component )

i Com_Camera — controls the player camera and cﬁlera events that change the player
camera throughout the level. =

‘ C . _Coins — An inventory that stores coins collected.

Com_HapticFeedback — Hold

events are done in this componen
e Com_JumpBlock — Control

ing-off haptic feedback events for

0ealing done- a_r}d_ damageto = o '

Lo
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Using these components will keep the code separate and simple. New componél-lts can be
added when needed for the game. In addition to this, interfaces will be used to trigger the
events. Using interfaces allow the code to remain simple and modular as one interface can be
used for lots of event that are needed at one time. Key Interfaces: BP1 (Blueprint Interface )

e BPI CameraSwitch — Used to fire across the event of a camera switch as well as
information on, spring arm length and locking constraints.

BPI Damage — Custom damage event that allows me to pass over damage values to
its component. =

e BPI GetPlayerManager — T]Iséd to g).t and fire event that control the player specific

s’ning evis\/.[
e BPI GetPuz anager — Used to get and fire events that control all the puzzle

initiation in the game at the start of level launch.

o BPI_Inter—r~eeds only this interface to be able to be

interacted upon:

e BPI Respawn — Hold the trigger for when the player is ‘killed’.

e BPI UpdateUI — Used to update all UI on screen by passing over relevant
information.

e BPI UpdateEndScreen — Used to pass all UI information over to the end screen of the
game.

e Bpi InitJumpBlock — Passes over information to the jump blocks of the game.




The player camera will be placed behind the player initially and locked in place. The player
won’t be able to ‘freely’ the camera around and instead, the camera can be rotated around the
player at a 90-degree angle by pressing the appropriate button. After this, the camera is
locked in position again until rotated. The player forward direction is driven by the camera
angle, meaning the way the camera is facing is forward.

There will specific 2d sections of the gameThat will add more flair to the game. During these
parts the snera will be lowered tg a verticdTheight of the player and locked from rotating.
This is efiiéd by the @ayer competing the part of the puzzle. This will feature like Mario
games that use the gimmick of 2D parts in a 3D engine.

During the bould: e player character and be locked from
revolving. The cam vill be incre i ght and have a special mode linked to the
component part that will set the camera to a certain height and arm length.

The camera will need to show off the world and puzzles ahead of the player so they player
can learn what is ahead of them and master it. This is paired with the camera have a direct
‘look’ at the player as/ the player character will be the focal point of the player screen rather
than world or puzzles.

-

——
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Jump Pad

Features
-

-
e The Jump Pad is a block th}t has twgrstates available that can be selected during
lopment.'th each state being a unique to how it works.
o First State: '
e first s

it function that works off the players input for jumping.
k alternates between being visible (solid
collision) an: o0 Collision).
o This means the player can only jump on the block that is currently visible to
~ them.
o The block can be set as visible or invisible at spawn, and it’ll switch first to
whatever on it isn’t at that time.
e Second State:

o The second state makes the block function on a countdown timer that

‘——mn being visible and invisible.
- Flasts several seconds and at the end will switch block to either

visible or invisible.
o This means the player can only jump on éblock that is currently visible to
-~ - them. e
- =" The block can be set as

DlC.6
"o &
) vhate — —

ible at spawn, and it’1l switch first to
:‘f -—hoe s - — —

B R Set visibility and
‘71 _4’
Tumn off visibility and
collisions




Falling Platforms

Features

The falling platform is a block that only allows the player to stand on it for several
seconds before becoming invisible and unable to stand on until the block resets.
o When the player stands on the block, it starts to change colour indicating
change is about to happen.
o When the block is a second away from becoming invisible, its beings to shake
indicating that the l*ock is ﬁr ‘destruction’.
.) If the.)ck disappears, it will reset after several seconds and become usable
again.

The fallin il er have to move quick and make fast
decisions .

Collision Event
Ignore Event [~ 0 < IsPlayer > e | Init timeline

Begin track for

’—b coIslﬂll and Vlsllil‘l)'




Moving Platform

e The moving platform is a mechanic that allows the player to move from point A to
point B.

e The platform has two switches that make the platform travel in its given direction
(forward and back backwards).

e The platform is mainly used as a mechanic too allow the player to travel from one
point to another instead of the player having to run or use movement mechanics.

Q T o
Boulder Chase .

e The bould T ent of the level. This will act in very similar
structure t 1CO ase.

e Once the trigger has been triggered by the player a boulder will move towards the
player and it is the player's job to run away from the border whilst jumping across
ledges and past puzzle mechanics to make it to a safe area.

e Ifthe boulder touches the player, it causes instant death and they're respawned back at
the closest checkpoint.

e The boulder chase will culminate the level and use past mechanics as difficulty also
increases.

Hazards are used as mini game mechanics that are designed to make one of the main
mechanics jmore difficult to complete (adding a twist). rds can damage the player,
cauging t]*ayer to lose life. All damage dealt by hazards are equal to 1.

,‘es; deal one damage to

- L= -
< ° iihe shockwave emit:

the player.
The shockwave has a warmup time

Xpansion time to
; e

emits the ring. This will be clearly visible




wiley
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Rolling Beam

e the rolling beamui

.
att@ ,ﬁ |




e The main thing the player will be looking for whilst progressing through the level will
be coins. Coins will act as a guidance to guide the player for the level as well as an
optional pickup that players will want to go find more of.

e Once a coin has been picked up by the player via an overlap, the coin will be added
to the players inventory and permanently remain there. This also means that coins
are not lost on death and are therefore, not needed to be respawned upon death.

° Titotal number of coins qollecte(will be shown at the end of the level, this will

the pIay.n incentive to collect all of them in order to 100% the level.

e Chests areq)jhlaced in the world and require the player to
do some sort of cHa“enFo access them.

e This means that the chest is more of a reward for the player once they complete a
hard action.

e Chests contain coins, that when opened, send the coins flying in the air and an
animation. These can then be picked up by the player like a normal coin.

ﬁ mund throughout the level as well, please heal the player for
o) ge.

Whilst they are not part of the main progressiorﬁ the game, they allow for the
] player to keep moving or are those a helpful utilityfor those who aren't as good at

‘ theiame.
e Players will not b
‘

events, ne
spawns an

= main player Ul
- - ——’_’ & .
d ang‘ music — starts pIaylﬁg\tlﬁtga.me music and sounds.

17 |Page
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o Play game — once chain has finished, possess the character and grants control
of the character.
o Endgame sequence — triggered at endgame. Spawns’ endgame Ul and music.

Mechanics Flow andflowcharts

Game Start

Spawn/init Character |
and controller

— | Find Player manager |; |

Spawn and set
I _|Find Puzzle manager | | Find Current Level |~ [ — |puzzlesimechanics in
world

Spawn Sound and Spawn Sound that is || | Spawn and play level — s
Musu:: mm.l'ed in game MUSIC e _4
. _‘ 1

) \? v’lv(
'L ¥4

= | Set Player Controller

Spawnfinit Puzzles
and Mechanics







acoxso e nEEn

The players Ui will be rather minimal during gameplay, is to avoid over cluttering the
screen distracting the player from currently gameplay. THe main elements that will be
pre‘ent orScreen for the player to see will be:

o
> -
<k ' o Rotate Butto
' o Interaction Button

1 o Jump Button g
: e Ul text popups - these,



https://fontmeme.com/fonts/maybe-coffee-font/
https://fontmeme.com/fonts/want-coffee-font/

Bitle Sereen
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e ————————
For menu and menus of the game will have three main options for the player to choose
these being:

e Play/Resume — starts and/or resume gameplay for the player.
e Options — Opens up the options for the game for the player to adjust. Options
include:

—hat can adjust the music volume, sound effects and overall
volume of the game.

‘ o Controls Scheme — An image of the conh‘scheme of the game for player to
take a glance at. %]

‘ QuItE- leaves the game if on the Mai
gameplay.

7

u or quits to the main menu if on

CaIc‘I* P > —
+ Total Num of chests Found




e The player loses by losing all lives and dying. There isn’t any permanent death,
instead the player will respawn at a checkpoint and are able to continue again.
e No coins or chest collections are last upon death.

e The only way the player can lose is if they don’t make it to the end of the game.

-

® o e L

Assets for the game will be SoUrcedfPom either the unreal marketplace or asset sellers

online. All relevant links will be added in this section of the design document. Whilst the
asset pack may be listed this doesn't mean that | will be using all assets available from that

pack.
:._:
Bip
\ _—

—t) A W.unrealengine.com/marketpts Y72% [Wley Rscane—TTtire
_ =
peine.com/marke m aam ------ — :

--..' - --

e J

Rftps://Www.unrea St 0004 i e ' &
k|t 56-widgets-90-icong L . z ‘ ~



https://www.unrealengine.com/marketplace/en-US/product/wildman
https://www.unrealengine.com/marketplace/en-US/product/unreal-engine-hour-of-code
https://www.unrealengine.com/marketplace/en-US/product/unreal-engine-hour-of-code
https://www.unrealengine.com/marketplace/en-US/product/dreamscape-nature-meadows
https://www.unrealengine.com/marketplace/en-US/product/dreamscape-nature-meadows
https://www.unrealengine.com/marketplace/en-US/product/platformer-starter-pack
https://opengameart.org/content/teleporter-circle
https://www.unrealengine.com/marketplace/en-US/product/stylized-sky-dungeon
https://www.unrealengine.com/marketplace/en-US/product/puzzle-games-vol-1
https://www.unrealengine.com/marketplace/en-US/product/interface-item-sounds-pack
https://www.unrealengine.com/marketplace/en-US/product/interface-item-sounds-pack
https://www.fiverr.com/musicalroly
https://www.unrealengine.com/marketplace/en-US/product/cartoon-clean-gui-ui-kit-56-widgets-90-icons-712-png
https://www.unrealengine.com/marketplace/en-US/product/cartoon-clean-gui-ui-kit-56-widgets-90-icons-712-png

The level(s) of the game are designed to be short, fun, puzzle pieces that build upon the
Nintendo design philosophy of introducing a mechanic and building on it until the player
mastery of that mechanic. The rules for building levels in the game need to follow the
following rules: ) -

Mechani ] f
® o

e Introduce a mechanic in a ‘safe’ environment.

e Allow the I ieskills of that mechanics.

e Adda twin the player a challenge when solving the
puzzle.

o Allowthe player to show mastery of the mechanic, in a ‘finale’.
e Clear rule set to the mechanic

Level:

e Short in length of map, high in energy/pace.

Wst feel and seem unique to show how different a puzzle or

Must have some ‘side tracks or hidden areas of the map for the explorer player. This
can, then lead to the reward of ‘chests. =

‘ N“ to be completable W|th the player leaving with a sense of excitement about
ﬁnlsﬁlng the level. pla .

e map_. Whilst the
ntLthis.ceutd become
‘Player can take a break
This can-also be seenasa
oins-or-chest can be

puzzle will be able to lead th

~ boring or repetitive. Having res

j from platforming for a bit will be reqwred to bre]ak up gameplay.
:

chance to introduce mechanics in.the Rewards such @

e to &(.t-:r‘l cal path as much as they can.

rts interesting enough that the okayer wont lose




The dumb, nomadic man known as only ‘Wildman’ is in search of ultimate power and
knowledge. The Wildman must complete a series of levels and puzzles to acquire this
forbidden knowledge he so desperately wants.

The table below shows a puzzle matrix that will help me in choosing what puzzles interact at
what moments and gauging if the result was interesting or not. This can be used to come up
with many different levels for the game, making each one unique and special compared to
each othga This can be useful as, s}: | don’ﬁet lost or confused with what mechanics does
what an w it int’:ts with others. More puzzles can be added to the list and tried to see
how of an interesting result occurs when they interact with each other.

[ - ———

Puzzle Jump Pad Falling Revolving  Moving Shockwave Rolling Beam
Platform Platform Platform

Jump Pad = --------—--- Makes Can cause Player can Makesthe Makes the

the player the player waitand player player
panicand issues jump to must think choose
have the  where switch about between
move they jump pad. their next  dodging or
_ --(Iy when they Needsto  move finding a
again. Fun didn’t be paired new
and need to or wity platform
24 useable. mean to. hazar

k| “ Potential.

lees the Putsthe .
: _player two— player under
rent pre_s_sure‘via = ‘

" the use of
o time and - two-timed
t|me the

Player is

"‘El'VsEn _
comfortable

 player. Not

sink up much timeto
and pressure is didge the
without applied at beam

being in this
[ 5 o
= safe zone. section.

' Can e DR

-

dodging  mechanics ot



become _—
boring.
Moving e Player Makes the
Plattorm e must jump  player must
-- which think ahead
make about their
platform next move.
stop. Can Viable with
. - become more
] , very stop development
Q a start. time.
Shockwave N .. Both the
: - - player
f_- =3=7 dodges. Not
L e ——— — much
puzzling or
i platforming
happens.
Rolling e
Beam e

S

0 light and make my game Idofca_n‘d feel like.




Luigi Mansion

Spyro







] lntenSity .‘l Il . llll

Beginning Middle Enmd

Level Length
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Wildman Adventures Level Design Map - Concept 1

Key

Coin ShockWay Jump Pad Platform High
Ground

Rolling - -
Chest Falling Pad Platform Mid

:/// : Revalving % Platform Low
/ﬁ Heart . Checkpoint Dhd é CGround
Pad

Boulder Run

Zf;/”ﬁ = H
// ////z” O E E @0

£
e
: E
@)
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__Wildman Adventures Level Design Map - Concept |

Key
Coin ShockWav: Jump Pad Platform High
Ground
Rolling ) )
Chest Falling Pad Platform Mid
. | S| e Ground
EEEle eREEEe ¢ NN Heart Checkpoint Revalving Platform Low
1] Pad Ground
ERujeie g amiohe us® o T —t
EE Pad
Boulder Run
E[.]\
= 1000x
1000 UU
"3 Continue Point
30| Page
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~ Wildman Adventures Level Design Map - Concept |

Key

Ehd Point

0
fipm: -

Boulder Chase Section 3

B0 O manm 298y
o 0E5%8om EEIZEIQ a"m
I

<4

. Coin ShockWave. Jump Pad

Rolling
|:’Heart .Checkpoint

Boulder Chase Section 2

=1000x
1000 UU

Falling Pad

Revoalving
Pad

Z
7

Boulder Run

Moving
Pad

Boulder Chase Section 1

o oo
II%IIEEUD“IID
4

Platform High
Ground

Platform Mid
Ground

Platform Low
Ground

Island

] ] |

31| Page

-



~ Wildman Adventures Level Design Map - Co*ncept 1
Key

Coin Jum Platform High
Chest Fallii
Heart

Boulder Run

=150 UU
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Wildman Adventures Level Design Map - Concept |

Key

.Chest ]g)il;:lg Fa.llmg Pad .
[ Revalving %
/ﬁ Checkpoint Pad %
Moving

Pad

Boulder Run

:
II

il
N

= 8

o)
62

=1000x
1000 UU

Coin ShockWavw: Jump Pad Platform High
Ground

Platform Mid
Ground

Platform Low
Ground

Island

TN
“B

(@ CEE]

[}
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- Chest

\:’Heart . Checkpoint,

=1000x
1000 UU

Rolling
Beam

Falling Pad Platform Mid

Ground

Revolving Platform Low
Pad Ground
Mojring Island
Pad

Boulder Run

34| Page

Wildman Adventures Level Design Map - Concept |
Key

ShockWay Jump Pad i
Ground

-
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Wildman Adventures Level Des: gn Ma p- Co*ncept 1
Ke

Coin ShockWa Jump Pad Platform High

Ground

Rollin N .

Chest I;’eamg Falling Pad Plag: ﬁgm
Ivi Platform Low

Heprt & o Reg ;i'mg Ground

Moing Island
Pad
Boulder Run

=150 UU = ‘\




