Game Design Document
Sleeping On It, Sept. 22, 2003
Plot:

An evil villain transforms the king of the land into a non-human form.  You are selected to gather ingredients from across the lands to create a potion that will return the king to his original form.  Along the way, you will meet obstacles in the form of both good and evil characters, blocked passages, and riddles.  Using clues and your growing inventory, you will progress through the lands to collect the required ingredients.
Player’s objective in the game:  

Find all ingredients of the potion across the lands to return the king to his original form (who then defeats the evil guy).

What can the player do?
Run

Jump
Crawl
Duck
Talk to other characters

Look at objects in the environment
Pick up objects

Rules of the game:

*Collect all the ingredients of the potions to win the game.
*Explore each region of the land to find ingredients and gather clues
*Obstacles in the game:

*Solve riddles to get clues to ingredient’s locations.

*Regions difficult to cross: Must find an item to turn into appropriate animals to cross

*Being caught by evil creature without appropriate ingredient
*Help:

*Map of the lands
*Inventory of ingredients collected

*Helpful characters scattered throughout the lands

*Moving:


*Mouse / Arrow Keys to guide character

*Text input for interaction with environment – look at, pick up, eat, talk to 

What does the AI / Physics do:
Evil guys will seek the player out
Puzzles
Certain items will help you get directions if you get lost

Conversations with other characters
Collision detection for basic movement
Environments:

One map: different boundaries for different lands:


*Desert


*Forest


*Underground


*Mountain top


*Ocean – underwater??
Audio: basic sound effects cued with events

Saving / Loading:

Will record position of player within the land and their current inventory
