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Introduction 
This document provides all the information you need to know in order to design a working demo for 

a new sci-fi computer game. Our game is a puzzle themed one. The story follows you as a human 

adventurer who sets foot on an alien world looking to establish a new settlement as Earth is 

becoming overpopulated. The local alien race tells you of a series of tunnels that make up the 

remains of a lost civilisation. The player will explore these tunnels and along the way discover a 

device or artefact that allows them to travel backwards and forwards in time. By utilising this 

technology to manipulate the environment and see the effect the past has on the future, the player 

will journey through the ancient civilisation and learn more about the planet. 

For the purpose of the prototype, the player will experience the beginning of Terrashift. This 

involves the player and their space crew landing on the planet Psilfoy. During this time, a tutorial will 

be presented. After completing this, the player will walkthrough one of the future levels in the game. 

This is to explore the abandoned town of Dallol. Throughout this gameplay, the player will have the 

opportunity to interact with some of the many puzzles available. 

Section 1: Game Overview 
This section of this documentation will provide an overview of Terrashift. This will give details such 

as the specification of the game and a brief outline of the story. 

1.1: General Information 

1.1.1: Game Title 
 Terrashift 

1.1.2: Platform 
 PC 

o Minimum requirements; 

 Windows 7 (32 bit) 

 Intel Core i5-4690 CPU @ 3.4GHz 

 2GB free HDD 

 4GB RAM 

 Integrated Intel HD Graphics 4400 

o Ideal requirements: 

 Windows 7 (64-bit).  

 Intel Core i7-4770 CPU @ 3.4GHz 

 4GB free HDD 

 8GB RAM  

 Integrated Intel HD Graphics 4600 

1.1.3: Genre 
 Sci-Fi Puzzle 

1.1.4: Number of Players 
 Single-Player 
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1.2: Story 

1.2.1: Synopsis 
In the far future, humanity has begun its search for a suitable planet that could become a 

new home for the human race, due to the high levels of overpopulation on Earth creating a 

heavy drain on available resources and living areas. 

After several years of fruitless searching, a strange beacon is discovered, alongside a simple 

message saying ‘We Can Help’.  Due to sheer desperation, humanity decides to cling to this 

potential piece of hope and instigates Operation Humanity, a reconnaissance mission to 

investigate the strange beacon and its source. 

This is where the PC of our tale steps in. You step into the shoes of <insert character name 

here. To be decided by character designer>, a scientist that specialises in terraforming 

technology, as they embark on a journey to investigate the beacon and, potentially, build a 

new home for humanity. 

What awaits, however, is more than just a potential new home, but a mystery that spans 

time and space itself. 

 

1.2.2: Summary 

Prologue 

The Earth year is 5017. Humanity has reached the age of space travel, and contact with alien 

races has been established since the year 3702. Although humanity is on friendly terms with 

many races, none have been able to help with the current overpopulation problem that 

plagues humanity. 

Several races offered to allow the humans to terraform select areas of their planets that 

were not populated, to create special ‘pockets’ where humanity could thrive, however the 

terraforming experiments revealed that the disruption to the natural ecosystem of those 

planets would be too great, removing this option for the humans.  

It was as humanity began to consider the possibility of space stations, a venture that would 

potentially require more time and resources than could be allowed, that the beacon was 

discovered, alongside the message ‘We Can Help’. The Earth’s Council, a group consisting of 

key political figures, began discussions around the message, and whether to pursue the 

potential help or to avoid it, in case it is a trap of some sort. Several races close to humanity 

were asked for their opinion on the beacon, with each stating that they had no data on the 

source of the beacon. 

It was as the discussions continued that the scientist PC stepped up to the council, offering 

to investigate the source of the beacon with their team, a scientific group that built Earths 

terraforming technology. Although there was some hesitance at first, the council eventually 

agreed to fund the expedition, and thus started Operation Humanity. 
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With a specially built ship, the team and their security officers set out for the source of the 

Beacon, hoping that it would indeed be the answer they were searching for. 

Beginning – Game start and ‘tutorial’ 

The game begins in the year 5019, two years after Operation Humanity begun. The PC and 

their team have been awakened from their hyper sleep, having arrived at a large, strange 

planet that appears to be the source of the beacon. 

Planet Psilfoy, from the perspective of space, is mostly a lightish brown colour, with darker 

patches scattered across its surface that show the presence of land. The land masses appear 

plentiful, a good sign for the group as it means there will be room for settlements and areas 

to grow food and keep animals in the early days of societal building. 

Upon awakening, however, each member must go through a quick ‘rehabilitation’ program, 

designed to help them get to grips with their surroundings again and to help them get used 

to moving around again.  

This section can serve as a tutorial for the player controls, as it can introduce movement 

and interacting with the environment. 

 

Beginning – After ‘tutorial’/setting tone of the game 

As the crew are preparing to touch down on the planet to begin their investigation, a video 

message appears on the ship’s deck. On the video is an alien lifeform that resembles a large 

gelatinous torso with tendrils for legs, and two more muscular tendrils on its side. A 

machine on the ship, designed by humans to allow communication with animals by 

translating animal cries into speech, actives as the creature begins to speak. 

The creature appears delighted, welcoming the crew to the planet and expressing its relief 

that they have arrived safely. Before the crew can respond, it introduces itself as a part of 

the Z’ankur race, a race that has previously been unknown to humanity. 

The crew ask the creature about the beacon that was sent to Earth and why it wishes to 

help them, to which the creature responds it will show them why. The crew is suddenly 

enveloped in light, feeling as if they’re pulled at high speed before they find themselves in 

an underground cave, lit by a glowing moss on the walls that provides a gentle blue glow. 

Several more of the Z’ankur race are waiting with them, a mix of two different types, some 

resembling the one from the message, the others smaller and with more tendrils. One 

Z’ankur, most likely the one from the transmission, approaches the group and welcomes 

them again, though the crew remain wary and on edge due to the sudden teleportation. 

The protagonist asks why they were teleported into the cave and why the Z’ankur were 

waiting for them, to which the Z’ankur explains that they sent out their beacon as a sign of 

friendship to the humans, having heard of their plight through several interstellar channels. 

The Z’ankur, however, also explains that whilst they wish to help the humans, that there is 

another reason they contacted them. 
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The Z’ankur explains that its race has had to live underground for many, many years now, 

due to the surface of the planet becoming too dangerous to live on for prolonged periods. It 

leads the crew through a tunnel, explaining more details along the way whilst pointing out 

various livings areas that can be viewed through ‘windows’ in the tunnel, beyond which are 

large caverns with various kinds of buildings, though they look old and in need of repair in 

various cases. 

The Z’ankur explains further that, whilst they’re an adaptable race, even they had trouble 

contending with the surface of the planet during its harsher weather turns, thus why they 

turned to the underground, which provided a much safer place to live, though it took many 

years to build up their civilisation to the level it’s at now. In recent times, however, they’ve 

realised they cannot live underground forever, as the chances to expand have grown limited 

and the conditions are starting to slowly, but surely, deteriorate, due to an increasing 

number of seismic activities that have begun to occur. 

One crew member takes the chance to ask what this story has to do with them, to which the 

Z’ankur motions to a scanner being held by the team member, telling them that human 

terraforming technology could provide the answer that is needed. By terraforming the 

planet, it explains, they could improve the conditions of the surface to the point it would be 

safe to live on again. Despite the technological advancements the Z’ankur have made, 

they’ve been limited due to living underground, afraid of pushing too far when it comes to 

their technology in case it causes a premature collapse of the caverns, and due to the 

seismic activity that risk is starting to increase. 

Another crew member points out that, whilst the terraforming technology could help, it 

would take months for the process to begin since they’d have to collect data from various 

points of the planet, as well running small scale tests in order to work out the correct way to 

terraform. 

The Z’ankur remains silent as it hears this, looking disheartened as its shoulders seem to sag. 

Another Z’ankur, however approaches the group, one that looks older due to appearing a 

duller colour than the other, and moving slower too. It’s voice seems to echo as it speaks, 

telling them it had been listening to the conversation, having its own doubts and then 

having them confirmed, but it appears hopeful as it offers a suggestion. 

The older Z’ankur then reveals that, past a collapsed set of caverns, there is an old terminal 

centre that housed data about the planet, as there were attempts in the past by the Z’ankur 

to terraform the planet themselves, only to suffer a drawback as an earthquake causes 

several caverns and tunnels to collapse and seal the centre off. It suggests that if the 

humans find a way to reach the terminals, they may still be in working order due to the 

robustness of Z’ankur technology, allowing them to cut work that would take months to 

mere days. 

The protagonist then speaks up, realising why it’s humans they wished to help specifically. 

The humans needed a home and thus, this planet would be a perfect place to go after 

terraforming it, whilst the Z’ankur also needed help to move out of the caverns, and with 
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their adaptability they would be able to live in the calmer conditions that suit humans, thus 

allowing the two races to coexist on the planet, to which both Z’ankur confirm they are 

correct. 

Although still wary, the human crew decide to trust the Z’ankur, knowing that any time they 

can save on the terraforming process would help humanity greatly. So with this in mind, the 

humans and Z’ankur come to an alliance, though little do the humans know, that there’s 

slightly more to the Z’ankur tale than they let on. 

 

Introduction to Time Travel 

We cut to a day later, after the Z’ankur have given the crew time to collect any equipment 

they think will be useful, and find the crew and the Z’ankur standing before a tunnel with a 

sign in front of it. Thought it’s written in an alien language, it seems certain that it is a 

warning about the tunnel. The Z’ankur that greeted them from the day before explains that 

it is to tell wandering Z’ankur to stay away from the tunnel, as the collapsed areas lie 

beyond the end of it. 

Heading inside, more of the blue moss highlights the way, with the crews footsteps echoing 

through the tunnel. The Z’ankur remains silent, apparently nervous as it keeps checking the 

ceiling of the tunnel, most likely afraid that it will collapse even though it seems stable 

enough. After roughly ten minutes they encounter a pile of rubble blocking the end of the 

tunnel off, with a strange liquid pooled at the bottom edge. The Z’ankur shakes its head and 

points at the pools, revealing that the liquid is made from dead Z’ankur as they liquefy after 

death. 

The protagonist takes a look at the rubble, placing a scanner on it to try and gauge how 

deep and dense it is. The surrounding walls seem stable enough, and with the equipment 

they have they could probably clear it without danger as the sensor shows that there is a 

large gap behind the rubble. What it also picks up, however, is an object close to the surface 

of the rubble. 

As the crew begins to setup their equipment to start clearing the rubble, the protagonist 

begins to rummage through the looser stones, looking for the object. What the protagonist 

finds is a large ring, covered in strange symbols with a diving line running through the centre 

of the surface, and after the protagonist pulls it through they realise that it’s more like two 

rings together that can be turned to match different symbols. 

The Z’ankur approaches as the protagonist steps away from the rubble, audibly gasping at 

the sight of the ring and saying it hasn’t seen one in so long. The protagonist asks what it is, 

but at the Z’ankur is about to explain it, the protagonist accidentally turns the ring slightly 

with a slight click, and suddenly their eyes fill with white light, similar to the teleportation 

device, and they’re standing alone, the rubble behind them gone and no sign of their 

equipment. 
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The lost town of Dillol 

The protagonist, afraid, looks around himself and calls out for the crew, but they receive no 

answer. Wandering if they went on ahead, they go through the new opening, realising 

they’re in a large cavern filled with small buildings, like a small town, though it seems oddly 

empty at the moment. At the top of the cavern is a large hole that allows sunlight to stream 

in, with a gentle breeze blowing in. The protagonist notes that the air seems safe as their 

sensor doesn’t warn them about oxygen levels, only adding to their confusion, but they 

continue on anyways into the small town.  

(This area will be big enough to allow some exploration but closed off enough to stop the 

player going too far, and puzzle elements can be incorporated).  

From the town, the protagonist learns that it was a home to the Z’ankur, or at least a 

section of the race due to the size, and that it seems to have been abandoned rather 

suddenly. There are also a few buildings that have been damaged somehow, though the 

protagonist isn’t sure how it was damaged. Little rat like creatures have taken residence in 

many of the buildings too; though they appear docile as they ignore the player. 

In one of the buildings, however, the player finds a book with a picture of the ring on the 

cover, which the protagonist takes as they try to figure out what the ring is. The book 

contains images on how to use the ring, which seems to suggest it’s a type of teleportation 

device, though the protagonist isn’t able to decipher the text. They take the book and begin 

to start moving the two rings again, trying to cause another teleportation. The symbols glow 

dimly as they’re matched in different combinations, but nothing happens for most of the 

combinations until they’re set to the original pair again. They glow slightly stronger, and as 

the protagonist looks closer at it he presses the two rings together, and after a soft click he’s 

surrounded by white light again, before finding himself in a heavily rundown building, filled 

with a swarm of the rat like creatures, running in fear at his sudden appearance. 

The building is the same one they were in before but older, and it suddenly dawns on the 

protagonist that he may not just be teleporting, but possibly time travelling as well. They 

take the ring and click it again, and after another flash of white they’re back in the house 

when it had just been abandoned. Amazed by the discovery they head back to the tunnel 

from before, clicking the ring once again to return to what must be the present, greeted by 

the sight of rubble, the Z’ankur and the crew. 

It seems that whilst the protagonist was gone, the Z’ankur had explained to the crew what 

had happened and what the ring was, confirming that it is indeed a time travelling device 

the Z’ankur created. It allowed stable time travel, but they were thought to have been lost 

during the collapse of the caverns, and since the data on how to make them was stored in 

the data terminals they’re seeking they were thought to be a lost invention. It inspects the 

ring and tells the protagonist that it’s damaged, which is why the symbols don’t glow as 

brightly for the other combinations available, so unless they get the instructions on how to 

fix it properly it must only go to a certain point in the past and present. (This will be a basis 

for many puzzles in the game). The Z’ankur also explains that it’s not recommended to try 
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and transport more than one individual at a time with a single ring, as the stability only 

holds if it’s transporting one person. Inanimate objects are fine, just not living beings. 

Deciding that they need to get rid of the rubble somehow, the protagonist decides to use 

the ring to go into the past and somehow support the tunnels entrance so that it won’t end 

up cluttered, so with the Z’ankur’s warning in mind, he goes back into the past and looks for 

a way to support the tunnel entrance.  

(This could be another puzzle, finding the right items to support the tunnel), or it could 

serve as a ‘tutorial’ on how you may need to collect multiple items as part of a puzzles 

solution). 

After the protagonist finds a way to support the tunnel, they return to the present and, lo 

and behold, their makeshift support has held up relatively well, keeping the rubble cleared 

from the entrance and allowing the team to enter the cavern. The crew tells the protagonist 

that they felt a strange sensation as the timeline changed, like a wave passing over their 

minds, and the rubble was just suddenly gone and the support in place. The pools of dead 

Z’ankur have also disappeared, indicating that the protagonist must have saved them from 

being crushed. The Z’ankur notifies the crew that what they felt was the timeline correcting 

itself to match the changes in the past, and that it isn’t detrimental to them, though it will 

be disorientating. When asked about this effect, the Z’ankur states it’s regulated by the time 

travelling device, as a sort of ‘safety’ measure to ensure the timeline remains stable. 

 

1.2.3: The Player Character 
The PC is the leader of the crew and is the main protagonist of the game. The PC was chosen to be 

the leader of the team as he is a lead scientist in the field of terraforming and ecosystems; he is one 

of the main reasons the mission would go ahead in the first place and as such was the only real 

choice to lead the mission. 

Although the PC is a lead scientist, he also has the skills to be able to survive in any situation and 

scenario he is thrown; this is down mainly to the fact that the PC has served 3 years in the British 

military and has been in combat scenarios. The player will step into the role of the PC and will see 

the story from their eyes. 

The PC has been chosen to be male which the player can edit the first name of as this will be easier 

to setup character development. An extra model as well as supporting assets will not need to be 

created either since there won’t be a female version of the character. The second name will allow 

the PC to have a name in-game that all NPCs can say in dialogue. 

 Name – “……” Sabre 

 Home Planet – Earth 

o Home Country - England 

 Body build – Standard build with muscle. Wears a white suit. 

o Height – 5ft 10. 

o Skin colour - white. 

o Hair – Amber short hair. 
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 Age – 25. 

 Leader of the crew and the main protagonist.  

 Focuses on the mission but will make sure the ream is always safe. 

 Lead designer on the terraforming project and knows how important this mission is. 

 Voice acting:  

o Straight talker 

o Normal pitched voice 

 

1.3: Themes / Ambience / Attitude 

1.3.1: How it feels 
In ‘Terrashift’, the main themes will be mystery and darkness. The game should not be scary from 

the player’s perspective but they will feel isolated in the sense that they are exploring archaic, 

enigmatic caves. Surrounding them is a world that seems too quiet for its own liking too and as the 

player navigates, they will realise that they are not alone and must reveal all secrets to ensure their 

own safety. The player will come across many different creatures throughout their adventure and 

will often be required to defend themselves in these situations. 

On the other hand, ambience will be portrayed in a positive manner during certain points. For 

example; when you are roaming around in the game world, you will see stunning landmarks and 

features including; sculptures and artefacts. In addition, the PC will come across friendly NPCs. This 

will therefore illustrate an upbeat attitude since the notion of being supported will exist. 

Music will be an important part of the gameplay. It will be used effectively to entice the player when 

they are exploring certain areas of the world. For example, if they are travelling through a cave, the 

sound will be low pitched, but fast beats to add the element of suspense by portraying the sound of 

a heartbeat. 

Weather will be another factor in the game and can change sporadically depending on where the 

player is and what they’re doing. If the player travels through a small friendly town, the use of 

colours will be quite bright to connote sunshine. 

 

1.3.2: Overall Style 
When it comes to acknowledging the overall style of ‘Terrashift’, this needs to blend with the actual 

tone and feel for what is usually expected for this type of game. The game of course is a 3D, RPG / 

Puzzle game and stereotypically, there would be many different themes throughout to represent the 

different alien races that will appear in the game for example. However, as there is still human 

existence albeit minor, there will still be some aspects of reality in the sense of how the protagonist 

will move and interact. Since the setting is on an unexposed planet, tutorials will be illustrated early 

on so the player connects themselves with an abnormal environment. 

As for the style of the environment, this will vary depending on the player’s location. Again, if the 

player is exploring a cave, the style will be dark as you are isolated and are unaware of what lies 

ahead. 
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Section 2: Game Start-Up Design 
This section will provide all of the details of what happens when the player launches the game for 

the first time. This will include information on what the first interfaces will look like for example. 

2.1: New Game 

2.1.1: Start Game Interface 

 

Section 3: In-Game Design 
The significance of this section is to detail what the game will feel like when the player actually 

begins to experience it. Not only, will this section show how the game will play in terms of the 

controls used but information on how it appears on screen will too be presented. 

3.1: Gameplay 

3.1.1: The HUD 
The purpose of using a head-up display is so the player can see the most relevant things about their 

playable character without having to pause the game. For example, in FPS games, this may show the 

amount of bullets remaining for example, whilst in a sports game it could be a scoreboard. In ‘…’, the 

HUD is strictly used to show outstanding objectives that the player must complete. In addition, it 

displays the items, the PC is currently carrying and highlights which one is ready to use next. Below 

are some initial ideas as to what the HUD should look like. The final decision will be made during the 

implementation stage. 
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Initial HUD Ideas 

 

 

 

 

 

 

 
 
 
 
 
 
 
 

 
 
 
 

1

. 

2

. 
 2

. 
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1) Items 

 

The player’s items will be numbered from one to four. To toggle what item they want to 

make active, they simply press the related number key on their keyboard. For example, if 

they want to select a note they have found and this is labelled ‘3’, the player must press key 

‘3’ on their keyboard to successfully make the note item active. 

 

2) Objectives 

 

This will simply be a bullet list of what outstanding objectives the player has to complete. 

 

3) Current Location 

This will simply show the name of the place of where the player-character currently is. 

 

3.1.2: Camera 
The camera to be used in Terrashift will be a first person view. The purpose of this is so that 

abstraction will increase. As the player will look through the eyes of a character, they will see what is 

front of them in thorough detail. In addition, when performing multiple actions such as talking to an 

NPC or even picking an object up, they will see this better as it will be displayed up close. Conversely, 

in third person view, abstraction isn’t as high and this is more of an unrealistic view since the full 

body of the character can be seen.  

When the player is moving around the environment, the camera view won’t move unless the player 

wants to look around such as looking up, down, left or right. To do this, the player needs to hold left 

click on their mouse and drag the cursor around the screen as if the avatar is moving their head. 

1

. 

2

. 
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3.1.3: Controls 
Regarding the game controls of ‘…’, a standard QWERTY keyboard and mouse are more than capable 

to use. Below is a diagram of a standard PC keyboard and mouse showing the specific controls; 

 

 

 

 

 

 

 

 

 

 

 

 

Key Action 

1, 2, 3, 4 This will toggle between the selected item. 

Esc Press this to pause and open up menu. 

Shift This will allow the player to sprint. 

Space This will allow the player to jump. 

WASD These are the controls to move the player up, down, left, and right. 

 

 
 

 

 

 

 

 

 

 

 

Move 

player 

Sprint 
Jump 

Toggle 

Items 

Hold left click and move the mouse 

and the camera will turn. 

Right click to throw or use item. 

Player Interface 

Menu 
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3.2: Intervals 
For any particular reason, it is an essential requirement that the player is able to pause this game, 

whether this is because they want to look at their settings, save their game or to take a break. 

 

3.2.1: Pause Interface 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

Section 4: Global Mechanics 
This section will discuss how everything fits together within the game world. It will firstly outline the 

key objects that the player uses to engage with Psilfoy’s atmosphere. Player interactivity will then be 

discussed in terms of how they can move around for example. It will subsequently go into more 

detail by conferring how they can travel. 

4.1: Items / Objects 
This document will be for the objects that are found in the Terrashift demo. It will focus on 

the primary objects, such as the time travelling device. 
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4.1.1: Time travelling device 

The time travelling device that the protagonist finds during the early segment of the game 

has to be small and portable, so that the protagonist can carry it around at all times. Several 

ideas were considered, such as a cube shaped object that would be the size of a rubix cube, 

or an orb covered in symbols. In the end, however, a ring design was decided on. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

The ring will be using a ‘band’ design, like the ring in the middle above. The idea is that you 

turn the extra bands on the ring in order to access the time travel properties of the ring, and 

you then ‘click’ the bands to activate it and travel through time. The extra bands will have 

symbols on, like the ring on the top left. Matching different symbols causes you to travel to 

different times, though because the game is only allowing the player to travel between the 

past and the present, only two of the symbols on the ring will work. 
  

The reason for only two of the symbols working will be explained in game, as the device the 

protagonist finds is apparently damaged from being caught in rubble. Either the ring will be 

worn like a conventional ring, or it will be large and have to be held by the protagonist 

rather than worn.  
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4.1.2: Communication device 

The human crew use a translation device in order to speak to the Z’ankur, as the animal 

translation technology also translates the Z’ankurs speech. Portability is important for this, 

so a design that focuses on attaching to the head is the most viable choice. 

 

 

 

 

 

 

 

 

 

 

 

 

 

Ear pieces like the ones in the pictures above would work best, due to the small and easy to 

use design. The design could also integrate with the helmets the cast wear as part of their 

space suits. 

 

The player won’t be seeing the device all the time, as it will be designed not to be intrusive, 

but they may be able to inspect it in an inventory screen in order to learn more about the 

device and how it was created. The main reason for the device to exist, however, is for the 

narrative, as it means the games protagonist and supporting cast will understand the 

Z’ankur.  
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4.1.3: Terraform device 
 

The terraforming device won’t be as portable as the previous two devices. Instead, the 

design will focus on a large scale device, as it has to do quite an intensive job of changing 

the atmosphere of the planet to a more habitable one. Several different design aspects will 

be brought together in order to create the device, in order to make it look the part as well 

as looking high tech. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

The first image shows a lightning rod, and since the terraformer will be affecting the planet’s 

environment, it felt like it would be a good thing to implement into the design. The lightning 

rods will give the idea that the machine is conducting something, which in this case is the 

planet’s atmosphere, and then channelling it into something. The design on the right of the 

lightning rod is a terraformer from the movies Aliens, and it has quite a robust design. The 

device looks like it can handle heavy work, so the design of the terraformer in Terrashift will 

be made ‘bulky’ in order to give the idea it can handle the heavy work, but at the same time 

we want it to stand out. A ship like design, similar to the third picture, would allow the 

device to fly into the sky itself, furthering the idea that it’s controlling the atmosphere (and 

in turn, the weather) as it terraforms the planet. It could also be something that could be 

ridden inside, so the crew could work safely inside as they control the machine. 
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4.2: Player Interaction 

4.2.1: Travelling 
When it comes to travelling in ‘Terrashift’ there will be two methods; 
 

1. Manually walk from A to B 
o As the majority of our game is set indoors, the player will have to walk and explore 

simultaneously as an alternative to being able to transport forward. The most 
important aspect of our game is that the player must see their progression 
thoroughly from the start to the finish. 

2. Teleport 
o As Terrashift is a puzzle game, the player will ultimately find themselves on a 

reasonably length route from where they first started. As a result, they can use their 
teleportation band to jump back to the USS Teslaurus when necessary. 

 

Section 5: Global Characters 
This document is for any non-playable characters in the game. Any NPC’s which are created in the 

design process will be added here for easy access to the designs and this document will give all 

necessary information for the NPC’s. 

5.1: Crew 
As the player has travelled with fellow astronauts, they will be accompanied by four other crew 

members. They have been outlined below. 

 

5.1.1: Swifty 
Swifty is the main engineer of the crew and knows his way around any form of vehicle or engine. He 

chose to do the mission as he is the type who has always wanted to travel to new places and 

couldn’t pass up the opportunity to go to a new planet. 

Although he is a great engineer, he isn’t the most intelligent when it comes to social skills. He enjoys 

a good laugh but sometimes at the expense of others. He isn’t the best at making friends because of 

this and is trying his best with the crew.  

 Home Planet – Earth 

o Home Country - England 

 Body build – Broad build with quite a bit of muscle. Wears a blue suit. 

o Height – 5ft 8. 

o Skin colour - white. 

o Hair – Blonde, spiky hair. 

 Age - 26 

 Tries to be the comedian of the crew.  

 Smart when it comes to technology but lacks a lot of people skills. 

 One of the leader designers of the hardware side of the terraforming machine. 
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5.1.2: Becky 
Becky is the scientist of the team and is one of the smartest people on planet Earth. Ever since she 

was a child she was fascinated with science and travelling through space. She was chosen for the 

mission because of her intelligence and achievements in the field of science rather than having to 

apply for the position like everyone else. 

While being a one of the most intelligent human beings she is very popular around the world and 

likes to travel to exotic places to meet with friends she had met online and share each other’s 

intellect with one another. 

 Home Planet – Earth 

o Home Country - America 

 Body build –Slender physique with toned legs from the sports she plays. Wears a white 

space suit but generally has her helmet off. 

o Height – 5ft 3. 

o Skin colour – white with a bit of a tan. 

o Hair – Long brunette hair. 

 Age - 22 

 Very open and compassionate human being.  

 Very smart in almost every way however is not the best when it comes to making plans to 

create something she has come up with. 

 One of the leader designers of the software side of the terraforming machine. 
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5.1.3: Jayce 
Jayce is the leading archaeologist of the expedition; apart from being an archaeologist he enjoys 

reading up on the history of the dig sites he visits and the places he goes. He chose to sign up for this 

expedition as he thought it would further help his career in the field of archaeology and prove to his 

family that he can achieve something in his life. 

When not doing research on the history of places or working he could be considered a typical lad 

who enjoys a few drinks with his friends, playing a spot of cricket and going to the gym and working 

on his physique.  

 Home Planet – Earth 

o Home Country – South African 

 Body build – Broad build with defined muscles. Prefers to just wear his under clothes rather 

than his space suit 

o Height – 6ft. 

o Skin colour –tan. 

o Hair – Bald. 

 Age - 30 

 Always likes to have a bit of fun and find a chance to drink.  

 Loves to learn about wherever he is and can spend most of his days exploring the land and 

taking in culture. 

 His role in the expedition is to research the planet to find if there are sustainable resources 

which can be used if the human race can settle. 
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5.1.4: Liss 
Liss is the muscle of the group although the NPC’s do not do any form of fighting during the game. 

Liss joined the British military at a young age and rose through the ranks through years of work and 

grit. She is a girl who follows her superiors and stick to the rules; she isn’t much for jokes and if she 

isn’t doing something and keeping active she isn’t happy. 

She is quite intelligent in her field and when it comes to creating tactics and solving puzzles but she 

is not smart and knows almost nothing about computers. She doesn’t much care for this mission and 

was chosen by her superiors to do this so she doesn’t really communicate well with the others. 

 Home Planet – Earth 

o Home Country – Scotland 

 Body build – Medium build with a toned body. Wears a green space suit. 

o Height – 5ft 10. 

o Skin colour –Brown. 

o Hair – Black short hair. 

 Age - 27 

 When she is not working she is doing something active.  

 Not one for jokes or jokers and has a very short fuse. 

 Her role in the expedition is to be there to bodyguard the rest of the crew and shoot to kill if 

necessary. 
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5.2: Classes 

5.2.1: Z’ankur 
The Z’ankur are the main NPC of the game as this is the only real NPC that the PC will have an 

interaction with. The Z’ankur are an alien race which could be considered the primary race on the 

planet ‘…..’ and could also be considered the human of the planet as they have the largest intellect 

of all the races. 

They evolved from small microbes over millions of years and adapted to the environment of the 

planet, and because of this have created a thriving system for survival from their industrial stability, 

agriculture, etc. One key note is that they have developed technology which is far more advanced to 

that of humans whereby they have created items for time manipulation. 

 Home Planet - Psilfoy 

 Body build – Made of a form of gelatinous material which can morph into different forms. 

o Height –  

 Male – 6ft 5 

 Female – 5ft 5 

o Skin type – Gelatinous substance similar to the look and consistency of water. 

 Pacifist unless provoked into war.  

o Only have had one major war in where they committed mass genocide on opposing 

force. 

 Far more advanced than Humans. 

 Friendly to new races and species. 

 Omnivores. 
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5.2.2: Betholmos 
Betholmos (Bet-hol-mos) is the leader of the Z’ankur. He has rose up through the ranks since birth 

as is tradition with the males of the Z’ankur however he was promoted to leader after his selfless 

acts and decisive victories during the battles of the Great War (see story outline).  

He is a strong leader who will protect his race however he is a kind and welcoming person who 

always wants to expand the planet and make friends with all. He is very polite and happy around the 

PC and is more than welcome to allow the PC to explore the world and find a way for the human 

race to survive on the planet. 

 

 Home Planet - Psilfoy 

 Body build – Z’ankur body 

o Height – 6ft 7 (larger than most Z’ankur 

o Skin type – Z’ankur skin however looks a tad rougher and is adorned with an 

amethyst like metal plate. 

 Does not like major confrontation however will do what it takes to keep his people safe. 

 Has risen to the ranks by proving he is worthy. 

 Is one of the most intellectual of the Z’ankur race 

 Friendly to new races and species. 

 Omnivores. 

 Voice acting:  

o Very friendly 

o Very low pitched voice 

o Quite talkative 

o Deviates from things about the Z’ankur 

 

 See examples of Z’ankur and concept art for possible design of Betholmos. 
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5.2.3: Éto 
Éto (EE–toe) are small rodent like creatures which the PC will see during their time travelling through 

caves underground. The Éto could be considered to be similar to a mole rat in where they live 

underground for most of their lives and dig small tunnels. 

 Home Planet - Psilfoy 

 Body build – Small, plump rodent like creature. 

o Height – 20-25cm. 

o Skin type – Covered in a large, thick coat of dark brown fur for protection and 

warmth. 

o Have claws which are used for digging holes and creating small hovels for 

themselves. 

o Large ears to be able to hear predators and danger coming from a distance. 

o Whiskers to be able to feel around and see if they can fit through areas. 

o Small eyes adapted for low light levels. 

 Pacifist. 

o Will not interact with the PC and will just wander around area they are in. 

 Not the smartest of creatures but have adapted to the environment to survive on the harsh 

planet. 

 Omnivore but prey on small bugs rather than large chunks of meat. 

 Voice acting: 

o Cute squeak. 
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5.2.4: Caliis 
Caliis (Ca-l-ee-s) are cat like creatures which the PC will see during their time travelling through caves 

underground. The Caliis could be considered to be similar to a lynx however similar to the Éto they 

spend most of their lives in the caves. 

 Home Planet - Psilfoy 

 Body build – medium sized, short hair cat like creature. 

o Height – 60-70cm. 

o Skin type – Covered in a short coat of jet black fur for camouflaging. 

o Have retractable claws which are used for catching prey. 

o Tipped ears to be able to hear for the scurrying of creatures it can prey on and 

danger coming from a distance. 

o Whiskers to be able to feel around and see if they can fit through areas. 

o Small horizontal eyes for measuring distance between them and prey adapted for 

low light levels. 

 Predator to anything smaller than it. 

o Will not interact with the PC and will run away from PC. 

 Rather intelligent when it comes to its surroundings. 

 Carnivore and prey on small creatures such as Étos. 
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Section 6: The World 
In this section, all of the information on the mechanics of the game world will be illustrated. How the 

world fits together, what are the rules and laws in the world, etc will be noted. Not only will the 

setting be provided but details on how the player should progress throughout the game will also be 

presented. This will include a chart of how the difficulty increases during the course of ‘…’ as well as 

the overall story length, and the average time it should take to complete a quest. 

6.1: Setting 

6.1.1: Locations 

The USS Teslaurus 

 A small spaceship sent from Earth, carrying five of the world’s greatest astronauts in an 

attempt to look for interplanetary life. This is the first playable area in Terrashift. The player 

will be able to navigate around the spaceship at any given time. They can first interact with 

this environment at the very start of the game. The tutorial will also be carried out on the 

fleet prior to allowing the player to explore the planet ‘Psilfoy’.  

 The interior shouldn’t appear too complicated, as there will only be four humans inside. 

However, it should include the generic design of what is anticipated. For example, on the 

right shows an image of the commanding controls. These should be effectively illustrated in 

game. Basic design of dormitories should be presented too. 

 

 

 

Psilfoy 

 The planet in which our game will be set at. The human race is looking here as they believe 

that it will sustain life going forward. 

 Psilfoy is similar to Mars in the sense that the ground will be desert like. It will consist of 

maroon and brown shades on the ground. The sky will be red to illustrate the distance the 

planet is from the sun. However, Psilfoy will prove to be an area in which life can develop at. 

Water will exist on the planet with small river streams example. Grass will also be seen. It 

won’t look as familiar as to what is seen on earth but instead will be more thick and will have 

a darker shade. 
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Dallol (Past) 

 An abandoned town that used to be the main settlement of the Z’ankur. It is an archaic, 

dark, isolated environment. Buildings have been damaged but the reasons for this are 

unknown. The player will find themselves trapped within this area when they travel 

backwards for the first time. This area will incorporate a few different puzzles. The player 

must initially discover how they can unblock the path from the caverns behind them. Doing 

this will then allow them to influence the entrance to the town in the present. Throughout 

these events, the player will also explore buildings as an opportunity to learn the history of 

their time teleportation ring. 
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Dallol (Present) 

 The town is currently populated by more Z’ankur settlers. Regarding the Z’ankur members 

that are with the crew, they will be surprised to find that there was survivors behind the 

collapsed rubble (again the change of events in the past have influenced this). Now there are 

small shops as well as living arrangements. Although surrounded off for some time, the 

residents of Dallol have managed to strive by building a suitable environment for sustaining 

life. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

6.2: Time 
Time in the game should work extremely similar to as it does in the real world. This means that there 

will be night hours as well as day. As the game is set on an unexposed, mysterious planet, most of 

the hours during one day will be dark with finite hours of sunlight as a result. Sunrise will begin at 

6:00am. As each hour in the world progresses, daylight will slightly get brighter. The brightest time 

of the day will be at 12:00pm. From then onwards, daylight will slowly begin to fade. Sunset will 

initiate at 4:00pm. After this, the skies will be fairly dark. The darkest time will be 1:00am. 

Subsequently, darkness will begin to fade until 6:00am where the player will once again experience 

sunrise. 

 Sunrise - 6:00am 

 Brightest time of day - 12:00pm 

 Sunset - 4:00pm 

 Darkest time of day - 1:00am 
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Albeit that time progression is quite unrealistic since days are shorter than nights, this idea is 

appropriate as it fits in conjunction with the plot of the story and therefore, the game’s main 

purpose. 

As for the ageing of the character, they won’t get older, simply because this isn’t a relatively long 

game. 

Aside from these factors above, the duration of a day must also be acknowledged. Below shows a 

table outlining this; 

Time Period Real-World Duration Game Duration 

One Minute 60 Seconds 1 Second 

One Hour 60 Minutes 60 Seconds 

One Day 1440 Minutes 24 Minutes 

6.3: Weather 
Weather in Terrashift will be randomised. However, as this game will mainly connote secrets, etc, 

the mystery notion will be emphasised through dark weather patterns.  

However, to make sure weather patterns can change in Terrashift, programmers must use formulae 

for these patterns to make these mechanics work efficiently. Classes will be used to program 

climate. This is because they are more robust to use and easy to then make multiple calculations. In 

addition, the data is all collected into one structure and easy presets exist too. Below shows 

formulae for specific weather types. 

 Declare: weather, currentWeather; 

class weather { 

 bool bCloud; 

 bool bPrecipitation; 

 bWind; 

 b;Rain 

} 

 Test: if (currentWeather.Rain)… 

 Set weather in game so that it rains. 

 

Section 7: Level Design 
This section will outline how the puzzles will be implemented in Terrashift. A chart illustrating the 

difficulty of these to encourage progression will be shown. Examples of the initial puzzle concepts 

will be presented too. 

7.1: Puzzles 
The player will have to play many puzzles throughout Terrashift in order to explore new areas and 

further continue the story. These have been shown below. 

7.1.1:  Grid Connect 

Synopsis 

 Point and click game. 
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 Get from start to finish within time limit. 

o 20 seconds per puzzle. 

 Player has unlimited attempts to complete the puzzle. 

 If they can’t complete it, the game will suggest after ten attempts an easier version. 

How to Play 

 Player starts on red cuboid. 

o Have to click on closest diamond to navigate their light. 

 The player has 5 joules. 

o They will spend 1 joule each time they move. 

o If they run out of joules, they will fail the puzzle. 

 The aim of the game is for the player to light up all of the pyramid towers without running 

out of joules. 

 The dome shapes are batteries, these will recharge the amount of joules the player has. 

 As the player jumps onto a tower, it will change colour from light blue to dark blue to show it 

has been lit up. 

 As the player jumps onto a battery, this will change colour from dark blue to purple to show 

the energy has been absorbed. 

 The diamonds on the grid are pavements. As the player jumps on these, they will change 

colour from white to yellow. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 
Start 

Tower - Player 

needs to light 

these up 

Battery - Player 

needs to use this 

to recharge their 

amount of joules 

20:00     5 

Joules bar 
20 second timer 
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7.1.2: Tileslide 

Synopsis 

 Tile based puzzle 

 Get ball into cup. 

o 15 seconds per puzzle. 

 Player has unlimited attempts to complete the puzzle. 

 If they can’t complete it, the game will suggest after ten attempts an easier version. 

How to Play 

 Small bouncing around the screen. 

 Player must hold left mouse click to drag / slide tiles appropriately to allow the ball to move 

through the maze. 

 Player needs to get the ball into the cup before their time runs out. 

 

 

 

 

 

 

 

 

 

 

 

7.1.3: Picklock 

Synopsis 

 Player will face different door appearances to figure out how it can be unlocked. 

 Time limits will differ depending on puzzle. 

 Player has unlimited attempts to complete the puzzle. 

 If they can’t complete it, the game will suggest after ten attempts an easier version. 

How to Play 

 Player must think outside of the box to work out how they can unlock an unusual door. 

 Regarding the image on the left, the player must fit the correct pieces to complete the 

hexagon shaped window to unlock the door. 

o The player will have 10 seconds to complete this. 

 Regarding the puzzle on the right, the player must simply grab the torch to light up the 

wood. Once lit, the temperature will increase on the scale. This will then release steam and 

the doors will consequently open. 
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7.2: Progression 

7.2.1: Game Difficulty 
 

 

 

 

 

 

 

 

 

 

 

 
1 2 3 4 5

Puzzle Difficulty 

Very Easy 

Easy 

Medium 

Hard 

Very Hard 
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Section 8: End Gameplay Design 
In this section, covered will be what happens at the end of gameplay. Gameplay may end for various 

reasons. These include; the player finishing the game, and the player quitting the game, etc. As a 

result, player conditions such as victory, death and quitting will be covered shortly but also factors 

known as game restoration will be acknowledged too. 

8.1: Player Conditions 

8.1.1: Player Death 
In Terrashift, the player can’t die. Alternatively, the ‘to lose’ mechanism will be presented when the 

player does puzzles to get to the next section of the level. If they are playing one of the ‘GRIDLOCK’ 

puzzles for example, the player will have so much time as aforementioned. 

8.1.2: Player Quits 
If the player suddenly quits their game, all of their unsaved progress will be lost. The player must 

save their game frequently to avoid losing any of their progress as a result. They can then load this, 

the next time they return to the game. 

8.2: Game Restoration 

8.2.1: Saving 

How to Save the Game 

 Open pause menu (press ‘Esc’) 

 Press Save / Load from within the pause interface 

 Subsequently choose save 

 A new Save file will be created / File will be overwritten if one already exists 

8.2.2: Loading 
When a player wants to return to their game, they must load their file in order to resume playing. 

How to Load the Game 

 Start Interface 

o Click Continue (This will load the last saved file) 

o Or press Load (This will allow the player to load a specific file) 

 Either way, a file will subsequently load so gameplay can be resumed 

 Pause Menu 

o Press ‘Esc’ on the keyboard 

o Press Save / Load from within the pause interface 

o Subsequently choose load 

o The player can now load a specific file 

Conclusion 
In conclusion, all of the fundamentals are in the document that will be required to produce this 

game. Albeit it is a partial game design document, the sections that have been presented have been 

written to great depth in order to provide sufficient instructions to successfully create a demo. 

 


