


High Concept 

 Enter a world where all is not what it 
seems; where even your own thoughts 
defy reality… a world where a simple act 
can make all the difference; where the 
course of history can be forever altered. 
Join two unlikely allies on a quest to 
uncover the truth and prevent the 
destruction of two not so different worlds. 
Two worlds... One reality…  



Premise 

 When reality is not what it seems and what 
it seems is not reality... when your dreams 
mask the life you once knew... what will 
you do?  



Game Design 

 Adaptive branching script 
 In-game first person cutscenes 
 Characters 
 Rick Connolly 
 Jack Fowler 
 Michael 

 Choices -> Special abilities 



Game Design 

 Inventory 
 Weapons 
 Armor 
 Gadgets 

 Enemies 
 Key Features 
 Choices 
 Nightmares 
 Powers 



Game Design 

 Hours of gameplay 
 Save locations 
 Checkpoints 
 Ramping difficulty 



Interface Design 

 Blending 
 Oscilloscope “Health” 
 Weapon/Gadget Brain 
 Thought bubble selection 

 Radar / Minimap 
 



Interface Design 



Interface Design 



Technical Design 

 Engine - Jupiter EX 
 Havok Physics 

 Artificial Intelligence 
 Adaptable 

 Ragdoll Physics 
 Client / Server 
 PunkBuster 
 Alienbrain 



Technical Design 
 Target Platform – Nintendo Wii 
 CPU: PowerPC-based "Broadway" processor, made 

with a 90 nm SOI CMOS process, clocked at 729 
MHz, maximum bandwidth:1.9gbyte/sec 

 GPU: ATI "Hollywood" GPU made with a 90 nm 
CMOS process, clocked at 243 MHz  

 88 MB main memory (24 MB "internal" 1T-SRAM 
integrated into graphics package, 64 MB "external" 
GDDR3 SDRAM – 4gbyte/sec) 

 480p (PAL/NTSC), 480i (NTSC) or 576i 
(PAL/SECAM), standard 4:3 and 16:9 anamorphic 
widescreen  
 

http://en.wikipedia.org/wiki/Central_processing_unit
http://en.wikipedia.org/wiki/PowerPC
http://en.wikipedia.org/wiki/Broadway_%28microprocessor%29
http://en.wikipedia.org/wiki/90_nanometer
http://en.wikipedia.org/wiki/Silicon_on_insulator
http://en.wikipedia.org/wiki/CMOS
http://en.wikipedia.org/wiki/Hertz
http://en.wikipedia.org/wiki/Graphics_processing_unit
http://en.wikipedia.org/wiki/ATI_Technologies
http://en.wikipedia.org/wiki/Hollywood_%28graphics_chip%29
http://en.wikipedia.org/wiki/Hertz
http://en.wikipedia.org/wiki/Megabyte
http://en.wikipedia.org/wiki/Primary_storage
http://en.wikipedia.org/wiki/1T-SRAM
http://en.wikipedia.org/wiki/GDDR3
http://en.wikipedia.org/wiki/480p
http://en.wikipedia.org/wiki/PAL
http://en.wikipedia.org/wiki/NTSC
http://en.wikipedia.org/wiki/480i
http://en.wikipedia.org/wiki/576i
http://en.wikipedia.org/wiki/SECAM
http://en.wikipedia.org/wiki/Aspect_ratio_%28image%29
http://en.wikipedia.org/wiki/Anamorphic_widescreen
http://en.wikipedia.org/wiki/Anamorphic_widescreen


Art Style 

 Dreamscape - Best 



Art Style 

 Dreamscape - Nightmare 



Art Style 

 The Real World 



Sound Design 

 Feedback and Hints 
 Nearby enemy 
 Hurting an enemy 
 Setting off a trap 
 Directions 

 Music 
 Soft, gentle 
 Fast, dramatic 
 Mysterious 



Budget and Staffing 



Financial Analysis 



Risks and Contingencies 

 Data Storage Failure 
 Daily and Weekly Backups 

 Equipment Failure 
 Loaned Replacements 

 Destruction of Office 
 Temporary Office 
 Replacement Equipment 

 Theft 
 Encryption and Limited Access 



Questions 

 You have just gained the ancient power of 
asking questions. You may now use this 
power to slay the evil thought processes 
inside your head. 
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