

[bookmark: _GoBack]


[image: ]






Design Document for The Mountainside (Dungeon Crawler Project)


















Project Idea:
The Mountainside will be a top down dungeon crawler that is heavily inspired by other games in the genre, such as Torchlight or Diablo. The player takes control of a character that must navigate through and survive a “Dungeon”. All the while collecting items and progressing their character to become stronger to take on more difficult challenges.

Level Design

Description:

The main setting will take place on an ancient mountain, featuring hostile and allied NPC’s. The second setting will be in a cave hidden away underneath the mountain that features the final boss. 

Environment Setting: 

Rocky Hillside/Mountains 
Ancient Underground Cave

Key Location/s: 

Ancient Underground Cave
Hillside (Large) outdoors area

Theme: 
The theme is set on a large mountain that is home to people that are constantly under attack from the creatures that live inside the mountain.

The mountain contains secret cave systems that not many know how to navigate or what they contain. 







Project Purpose

I Want to Create:

A prototype for a dungeon crawler game that features randomized item progression, quests, and a boss battle.
A large outdoors themed dungeon level 

I Want to Learn or Improve:

Improve my level designing skills through using known pipelines (white boxing) then replacing with assets. Whilst making the level feel like it could exist.
Develop a quest system that works in hand with the randomized items.
Learn how to implement Boss Mechanics.


I Want the Player to Experience the Following:

An engaging dungeon crawler experience with good pace between each enemy. That challenges the player and gives the right rewards for the player’s actions. A responsive, fast and fun experience.

Features List:


Fight against different enemy types
Special Objectives, that reward with items if completed
Quests that feature Narrative/Story
Traps that damage the player
Challenging Boss Fight


Photo Reference for the Mountain level

















Story: 

Strange earthquakes have been happening all over since you started your travels. Several rumors from other travellers say that creatures have been emerging all over the lands. Your destination is behind the giant looming mountain before you. Luckily, there are people living on it, so you will not get lost.  

You are a traveller. Nothing to your name, you just know how to defend yourself. You find a fleeing villager coming down from the mountain. The mountain has released creatures from its ancient underground depths. You decide to go and offer what assistance you can. 










Color Palette: 



I Want the color palette of the outdoor level to feel dark and gloomy. This should give the feeling of wanting to escape, by going further into the level. 
The indoor level that houses the final boss fight, will be a more orange warm color palette. 



Lighting:



Level Design / Stand Alone Game Environment:

General Layout for Mountain Level
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Room Purpose for Mountain Level
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Enemy Placements for Mountain Level
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Quests that will be available

Quest 1
Title; Troublesome Lands
Objective; Find the cause of the disturbances. Locate the boss room
Reward – 1000 Gold, Powerful Ring Armor Item 

Quest 2;
Title; The Savages.
Location; Overrun Village Ruins
Objective; Find any survivors 
Reward – 500 Gold, Random Rare item


Quest 3;
They came from below.
Location; Garden/Mines
Objective; Kill all the enemies at Gardens/Mines
Reward – Random Item, 250G

Quest 4;
Title; Grave Robber.
Location; Graveyard / Ruins 
Objective; Kill all enemies 
Reward – 500 gold, Random rare item

There are 2 types of quest here. A kill type and explore type. These 2 fit the dungeon crawler style very well as that’s what the player is doing most of the time. The first quest you will get in the game is one that sticks around until you kill the final boss, giving the player a constant objective. 


Enemy Types 

Enemy Type 1 – Hungry Beast
	Type - Follower
	Speed - Slow

	HP – Low / Easy to kill
	Size - Small



Abilities; 
Melee Attack – If the hit is successful, it will have a small chance to stun the player’s character. It will always speed up the enemy. This means that if the player lets the enemy attack them, the difficulty will rise to kill them. They start off easy to kill but get harder if the player lets them. 
Placement – Generally found throughout the level













Enemy Type 2; Wind Conjurer
	Type – Caster / Stationary
	
	Speed – Stationary

	HP – Low / Moderate
	
	Size – Normal 



Abilities; 
If the player gets close to the enemy, it will start to cast their teleport ability.
Wind throw – Long cast time – Wind bolt is fired in a direction towards the target (the player), if it hits the target, the target will be knocked back and damaged.
Teleport – move to a safe location relatively close to where they were. 
Placement – Near cliff edges/ traps where the player could die from the environment hazard. 


Enemy Type 3; Ranged Tank
	Type – Melee/Follower/Ranged
	Speed – Slow

	HP – Moderate/High
	Size – Large 



Abilities; 
Ranged attack – Fires a projectile towards the player, dealing moderate damage. 
Block – Blocks melee attacks with their weapon.
When their ranged weapon has broken, they will switch to a melee attacker.
Melee attack – Swing arc in front of the enemy casting. Anything hit will be stunned and take moderate damage. 












Boss Design

Theme – 
A Mystical beast that fits the theme of all the previous enemies. But of larger scale to show that it is the thing causing all the problems you have faced prior to the fight.

Boss Model – 
[image: ]

When the player enters the boss room the UI will display a massive health bar that inflates. Showing the player there is a threat ahead that has a huge life bar. It also puts the player in a state of confusion as they are unsure of what is ahead. The boss fight will feature 2 phases of combat. 

Phase One
Stage one will be a simple Boss follows you dealing a basic AOE melee attack in front of the boss. Hungry Beasts will spawn around the room to help the boss. The bosses AOE melee can also kill enemy Hungry Beasts.
The melee attack will deal a large amount of damage to the player if hit.


Phase Two
Phase three, the boss enters an enraged state, he will then dash around the room dealing damage to the player. Leaving lava/fire streaks along his path, which will deal damage to anything over it.
All types of enemy will spawn during this phase as it is the final phase. Whenever the boss hits the end of his dash, he will be open to be attacked from the player. 
The exit will also be revealed to the player.



Randomized Loot 
Items in the game are completely random from their name, type, rarity, stat bonuses, texture/UI Image, Cost to buy from sources such as vendors.
They are relatively simple in their design to fit the scope of the project. So, they will only affect health and damage output of the character.
This is how the rarity grading for each item affects each item.
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Meaning that the higher the rarity, the higher the stats and the stronger the player becomes if they have the item equipped.
If the player wishes to sell these items to a vendor, the rarity decides the cost too. So uncommon would give the least and legendary the most. The vendor will also sell randomized loot too, which might be better than finding it in the level.

The item naming convention will work off randomly retrieving a line from a data table with names. 
Here are the names available in the table. It will automatically slot the type of item (ring/necklace etc.) in between the 2 selections. This system can be easily expanded on by adding more items to the table.
[image: ] [image: ]
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Asset List
























Models
Player Character Model
Crawler Enemy Model
Wind Enemy Model
Tank Enemy Model
Boss Model
Villager NPC/Model
Landscape 
Withered Tree Model
Grass
Bush
Roots Variant 1
Roots Variant 2
Tent Variant 1
Tent Variant 2
Villager Building Variant 1
Villager Building Variant 2
Ruined Building
Rubble Variant 1
Rubble Variant 2
Rock Variant 1
Rock Variant 2
Rock Variant 3
Basic Chest
Higher Tier Chest 
Ghost Chest
Skeleton pile 
Wooden Bridge 
Torch Model
Gold Coins Model
Item Bag Model
Spike Trap Model
Falling Rock Model
Player Projectile Model
Enemy Tank Weapon Model
Enemy Tank Shield Model

UI
Boss Health Bar
Character Information 
Chat Window 
Damage Indicator
Equipment Slot 
Inventory 
Selected Item Information
Item Name UI 
Main Menu
Mouse Cursor
Notification
Quest 
Quest Information/Log/Objective
Shop/Vendor 


Particle
Clouds
Snow Fall
Damage Taken (blood / dust / spark) 
Fire Effect
Rubble kicked up
Quest Accept Particle
Quest Complete Particle
Ghost Chest Particle
Respawn particle

Animations
Player Idle 
Player Run Forward
Player Dodge Roll
Player Damaged 
Player Attack
Wind Enemy Idle
Wind Enemy Run Forward
Wind Enemy Death
Wind Enemy Attack
Wind Enemy Teleport Ability

Crawler Enemy Idle
Crawler Enemy Run Forward
Crawler Enemy Attack
Crawler Enemy Death
Crawler Enemy Damaged
Ranged Tank Enemy Idle
Ranged Tank Enemy Move Forward
Ranged Tank Enemy Blocked Attack
Ranged Tank Enemy Ranged Attack
Ranged Tank Enemy Melee Attack
Ranged Tank Enemy Death
Boss Enemy Idle
Boss Enemy Run Forward
Boss Enemy Death 
Boss Enemy Phase One Attack
Boss Enemy Phase Two Ground Pummel Attack
Boss Enemy Phase Three Run Attack
Boss Enemy Phase Transition
NPC Idle
NPC Quest Accept
NPC Quest Complete
NPC Vendor Interaction

Textures / materials
Player Texture
Ranged Tank Enemy Texture
Crawler Enemy Texture
Wind Enemy Texture
Boss Enemy Texture
NPC Texture
Landscape Material
Dirt Texture
Rubble Texture
Stone Texture
Snow Texture
Ice Texture
Fire Texture
Grass Texture
Withered Tree Texture
Bush Texture
Roots Variant 1 Texture 
Roots Variant 2 Texture
Tent Variant 1 Texture
Tent Variant 2 Texture
Villager Building Texture 1
Villager Building Texture 2
Ruined Building Texture
Rubble Variant 1 Texture
Rubble Variant 2 Texture
Rock Variant 1 Texture
Rock Variant 2 Texture
Rock Variant 3 Texture
Basic Chest Texture
Higher Tier Texture
Ghost Chest Texture
Skeleton Texture
Bridge Texture
Torch Texture
Gold Coin Texture
Item Bag Texture
Spike Trap Texture
Rock Texture
Projectile Texture
Enemy Tank Weapon Texture
Enemy Tank Shield Texture
Quest Log Texture
Health Bar Texture
Key Item Texture
Ring Item Texture
Necklace Item Texture
Map Texture 
Different Cursors
Main Menu UI Textures
Inventory Textures
Quest Textures
Boss Health Bar Texture
Vendor UI Textures



Audio
Main Menu Audio
Button Click Audio
Mountainside Ambience Audio
Crawler Grunt Audio
Crawler Attack Audio
Crawler Death Audio
Ranged Tank Grunt Audio
Ranged Tank Attack Audio
Ranged Tank Block Audio
Ranged Tank Death Audio
Wind Enemy Attack Audio
Wind Enemy Teleport Audio
Wind Enemy Death Audio
Boss Enemy Phase One Attack Audio
Boss Enemy Phase Two Ground Attack Audio
Boss Enemy Phase Three Attack Audio
Boss Enemy Death Audio
Quest Accept Audio
Quest Complete Audio
Chest opening sound
Item Drop Sound
Item Pickup Sound
Player Death Sound
Cave Ambience Sounds
Joshua Mills
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