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|Section 1: Project Overview

1.1 Team Personnel

1.1.1 Production Department

Jonathan Martin

1.1.2 Design Department

Jane Chung
Casey Smith
Daniel Petway

1.1.3 Programming Department

Marco Vojtko

JR Briggs

Anthony Fernandes
Jonathan Martin
Kevin Wu

1.1.4 Art Department

lan Dorman

Ron Power
Christopher Wood
Amy Pickens
Anthony Damiani
Jessica Hirsh
Mark Simpson

1.1.5 QA Department

Marco Vojtko
Jane Chung
Jonathan Martin

1.1.6 Special Task Forces

1.1.6.1 Combat Design Team

Jane Chung
JR Briggs
Kevin Wu
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Christopher Wood

1.1.6.2 HUD Team
Ron Power

Jane Chung
Anthony Fernandes

1.1.6.3 Shader FX Team

lan Dorman
Anthony Fernandes

1.1.6.4 Particle FX Team

Jane Chung
Anthony Damiani

1.1.6.5 Audio Team

Jane Chung
Jonathan Martin
Peter Lauridsen (external)

1.1.7 External

Industry Advisor: lan Fisher, Lead Game Designer, Ensemble Studios.
Music Composer & Sound DesignPeter Lauridsen

Voice Actor: Mary Morgan

2D Artist: Ken Hogan
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1.2 Executive Summary

1.2.1 High Concept

Nightmareis a single-player 3D action game in which a grofigoung heroes conquer a delightfully-
twisted world of dreams and nightmares... with thev@oof their dream creatures.

Nightmarefeatures unique party-based, action combat whereldyer controls Aaron-- the main character.
Aaron defeats the fearsome monsters in a nightmansld alongside his two closest friends — Beame
CiCi.

The world ofNightmarebrings imagination to life. Each child, dressedhia footie pajamas of their favorite
animal, possesses a Dream Creature that protects They are larger-than-life, ethereal companibas
appear (in part or whole) when the children summhem to fight. These Dream Creatures embody the
essence of make-believe-- the empowerment it gthhesguriosity it breeds, and the hope it cultigate

Nightmaretakes place in a dreamland setting, full of 50'stalgia and the flavor of a sweet suburban
childhood. Layered on top of this idealized setting the themes of childhood nightmares-- dark @lvag
mysterious alleys, and glowing eyes.

1.2.2 The Hook

The hook of nightmare is its group of young henabs defeat their worst nightmares with the power of
their dream creatures.

1.2.3 Story Synopsis and Setting

Aaron is moving away tomorrow and all his friends sad. Aaron told his best friends, Bernie andi,Gid
they spent the entire afternoon grieving at thaunéss of it all. Later than night, after his mtuoked him
in for the night, Aaron found himself unable toegleHe sat up and stared out the window. To hisrs4,
he sees Bernie climb out of his window and headHemeighborhood park.

Intrigued and a little worried, Aaron pursues Berrile climbs out his window and as he starts hegidin
Bernie’s direction, CiCi chases after him. She wasous when she saw Bernie leave, but when she saw
Aaron leave she didn’t want to be left out. Despitebetter judgment, Aaron decides to let CiCidbang.

As they explore the neighborhood, the peacefuettref Raspberry Hill twist into something moreistier.
Aaron can’t explain it, but CiCi seems to havetlal answers. It's an unrecognizable world that eyt
escape. As they search for Bernie, small monstexsecafter them. Frightened at first, the childreickly
discover that they can use their dream animaldightitogether to overcome the monsters. They fyrfaid
Bernie and rescue him from his feafowever, they are still unable to return home.

After rescuing Bernie, they decide to head backddiihen they return, the King of Monsters gree¢sith
in their cul-de-sac. The King of Monsters refusetet them return to the real world and wants ttl hieem
captive in his world of nightmares instead. Workingether, the children stand up to the King of ktens
in a final effort to escape this nightmare!
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1.2.4 Genre & Scope

Genre: Action

Rating: E(10+)

Platform(s): PC

Project Length: Demo (one level with mini-boss ané boss fight)

1.2.5 Visual Style

The character design in Nightmare evokes a nostédgiing in the player, harkening back to long swars
in mid-childhood and imaginative adventures. Tlygesbf each playable character varies accordirteo
demeanor and gender, using common and even clgthéebtypes to impart visual information aboutrthei
unique traits and back-stories.

The environments reflect a Hollywood-styled, mitlidis suburban neighborhood— however, artists use
special care to remove any telling elements thathpe game down to an exact date. The environment’s
timeless quality broadens the game’s ability tonamt with a wide range of players. To emulate toedavof
dreams and nightmares, art assets exhibit eleroéstgrealism including: warped proportions, impable
arrangement, juxtapositions (form vs. function,amg vs. inorganic, innocent vs. sinister), and lsghsm.

1.2.6 Engine & Editor

Screamworks uses the Source engine (Half-Life Zx@ga@Box: Episode 2) and the Hammer Editor

1.3 Core Gameplay

Leading the group is Aaron Tarbutton, a young bby wses his big imagination to direct Bernie an@iCi
through many crazy adventures around the neighldrhthe young children and their dream animals are
the hook ofNightmare.Their creativity not only inspires their sense tyles they’'ve also devised an ability
to attack frightening foes with unparalleled dreen@atures. Each ethereal creature belongs to ke sihid.
When summoned, it flows out of the child’s mindaibrilliant wave of power and might.

Nightmarefocuses on a real-time party combat model whererem unleash their dream creatures or pair
their creatures to attack enemies. During battke player fights alongside his companions and éxuiently
summons another party member to attack his ta@pehbo attacks deal more damage to help the player w
the fight. The player achieves combos by chainiteecks and combining the attacks of different cbines.
The combat ilNightmareemphasizes fast-paced, responsive action thad\ahin both aesthetics (look and
sound) and kinesthetics (feel).

In Nightmare the player begins as Aaron and uses Aaron’s Lieard creature to fight against the various
monsters of childhood nightmares. Aaron advancesithh the game’s various stages fighting Fear €2sit
Mids, and Boss Monsters. Through combat, he achieees combo skills, rescues his friends, and csllec
special items. Only by rescuing all his friendsfrtheir fears and defeating the King of Monsters &aron
escape the nightmare.

Luckily, Aaron’s friends assist him with their owdneam creatures. The player calls on differentdcérl to
assist in different combo attacks or to help overe@nvironmental hazards. The player selects acomb
companion based on personal preferences or spaeidid. The rest of the party members stand reatthy wi
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the player, assisting him in battle and explorabgriollowing his commands. Lastly, the player emtes
the skills of his party members by finding eachidkiultimate personal item.

1.4 Game Features

1.4.1 Gameplay Features and Design Achievements

Defeat monsters with creatures of imaginationNightmareoffers a unique, party-based action
combat model in which the player summons variowsar Creatures to attack opponents.
Achieve combos to defeat enemies more quickighaining attacks and completing chains with
finishing moves magnify your attack power.

Grow your party by rescuing children. Children join your party after you rescue thenmirtheir
personal nightmare.

Increase your power by defeating monsters and findig lost items.Wish upon dandelions for
more courage and find the children’s lost itemistoease their power.

Explore a rich world of dreams and nightmares Roam through suburban neighborhood at night,
searching for your friends and collecting trinkets.

Conquer intimidating foes in cinematic boss battlesShow off your mastery of combat and
perform a few special moves to overcome bossesramebosses.

1.4.2 Programming Achievements

Custom input system to handle combo commands andreamovement.
Custom animation system to handle branching animsti

Custom artificial intelligence for original charactconcepts and design.
Extended particle implementation for special eBect

1.4.3 Artistic Techniques and Achievements

Original character design, models, and animation

Original environmental assets

Environmental transition from the real world to theaginary world
Custom particle effects

1.4.4 Other Marketable Features

Original IP and game design

Half-life 2 total conversion with custom art, codad level design.
Xbox 360 controls

3rd person, spline camera

Custom soundtrack

1.5 Project Scope

TheNightmareproject spans 14 weeks of development on a fudlllear the game. The project is a mod
built in Source, using the Half-life 2 Episode Zba

TheNightmareproject involves the followingustom elements
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characters & animations

prop meshes & textures

special effects (shaders & patrticles)
combat system

boss-battle system

party system

pickups

HUD

sound effects & music

1.6 Target Audience

Primary Audience

The primary audience fadightmareis adult males or females, aged 18+, who can ajgtecihe game's
nostalgic themes and retrospective humor. Thigaset on the mission statement of Screamworks:
"Although our game can be enjoyed by all agespoimary audience is ourselves. If we are happy with

game, there are probably others out there whoenijby it as well."

AlthoughNightmaremust adopt the rating of Half Life 2 (ESRB: Matyré)e mod alone expects to meet the
gualifications of an E10+ rating. SBatings Guidebelow.

Secondary Audience

Younger audiences, aged 10-17, erjbghtmare'seal-time action combat, interesting monsters, and
dreamland setting. Sinddéightmareis a mod for Half Life 2 (ESRB: Mature), this ag®gp may not have
access to the game.

Ratings Guide

Copied fromhttp://www.esrb.org/ratings/ratings_guide.jsp

Titles rated E10+ (Everyone 10 and older) haveeamrthat may be suitable ﬂl)r
Everyone 10+ . . . :
(E104) ages 10 and oldgr. Titles in this categqry maqun’nore cartoon, fantasy of
mild violence, mild language and/or minimal suggyesthemes.

Titles rated T (Teen) have content that may beablétfor ages 13 and older.
Teen (T) Titles in this category may contain violence, sigjiye themes, crude humor
minimal blood, simulated gambling, and/or infrequese of strong language

1.7 Delivery Platforms

PC (DVD)
PC Download
o Steam
o Nightmarewebsite
o http://halflife2.filefront.com/
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http://half-life2.whiskey-town.com
http://www.gameconnect.info
http://www.3ddownloads.com
http://www.filecloud.com
http://www.filefront.com
http://www.fileplanet.com
http://www.fileshack.com
http://www.gameconnect.info
http://www.moddb.com
http://www.pcgamemods.com

O O OO O o oo oo

Getting On Steam's Store Tab

Get your Mod listed under the "Store" tab. To ds #dd an entry to Category:HL2 Third Party Mods or
Category:HL1 Third Party Mods using these guideline

1. Have a short description of the game.

2. Include 5 screenshots in JPG format. The wiflth@screenshots can be no greater that 1024pxhéu
aspect ratio is up to you.

3. Provide a game page header image of 460x21blifshclude your logo and key art) Photoshop
Template (http://storefront.steampowered.com/v/nmadd_headerTemplate.psd)

4. Provide a small game capsule of 231x87 (shawdide your logo and key art) Photoshop Template
(http://storefront.steampowered.com/v/imods/mod_gosGlaTemplate.psd)

Tip: Use the GIMP (http://gimp.org/) to edit Phdtogp files for free.

If your Mod becomes one of the top Mods being plialyeen you will appear in the store using the
information you supplied in the above post.
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Section 2: Story, Setting, and Character

2.1 Story
2.1.1 Back-story

Aaron, Bernie, CiCi, Fred, and Jan have been feenr since they can remember. They're differgesa
but the five of them all grew up in the same nemhbod—Raspberry Hill. For as long as they can
remember, they’'ve spent their weekends and sunmreecollective pool of their imagination. Every ety
building, and animal in Raspberry Hill has a hiddemension. Things that appeared small in this evorl
were gigantic in their world. Things that were oialy became quite extraordinary. It seemed theidkemd
this world they shared would always keep them togret

But nothinglasts forever.

2.1.2 In-game story

One day, Aaron announces to the group that hidyasmmoving far away. The kids spend a glum afem
in the neighborhood park, planning how they wowdékin touch. Bernie cries so much that he getketho
up by his runny nose and streaming tears. All thers could do is to console him.

Later, Aaron returns to his room and gazes atetteng sun outside his window. To his surprisesées
Bernie crawl out of his window and run down theestrWhere is he off to, so late at nightrigued, Aaron
crawls out of his own window and starts to runraBernie. To his surprise, he runs into CiCi.

Aaron calls to her, “Hey! CiCi! Over here! What'eigg on with Bernie?”

“It was at dinner, ok and he was all ‘Wah wah! Masbfriend is leaving me!” and then he ran outhé s
replies. “I bet he’s running to the park.”

“Let’s try to find him.” exclaims Aaron. CiCi leapsith joy and hops after him.

But as they explore the neighborhood, the peastfeéts of Raspberry Hill twist into something more
sinister. It all started from above—a shadow overedhe steady sun and caused the sky to bleed, Star
moons, planets, shooting stars, cloud dragons.daalting across the sky, possessed in some ritoel. T
fever quickly drained from above to below and then...

Raspberry Hill was no more.

The world is awkward and fantastic; scary and gniing. The kids don’t know where they’re going, they
can’t turn back. At first they run from the monstand shadows, but CiCi quickly discovers the pafer
their imagination and helps Aaron realize it toor Bome reason, CiCi seems to know all the answers—
despite her young age and flippancy. She seenitsttosfbizarre world more naturally than Aaron.

In battle, they call forth their dream creaturesaordinated attacks. Everything goes well ungytstumble
into a giant evil walrus who wants nothing morentb@ devour children. After an epic battle, Aarom a
CiCi finally defeat the walrus with their power.dfn a puddle of blubbery-remains rises Bernie, whi@dn
held captive by his fear of losing his friends.
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Even after finding Bernie, the children are stdigped in this world of nightmares. When they netiartheir
cul-de-sac, they meet the notorious King of Morsstea foe the children encountered many times i thei
after-school folly. The King of Monsters preys dnldren and traps them in his nightmare-world to
transform them into monsters or feed them to hisonis. To conquer their fears and escape their
nightmares, they must confront him.

2.2 Environments

2.2.1 Neighborhood

Raspberry Hill is a rural town that could exist emgre in the northeastern United States. Manhef t
houses here are a century old; they are all budini American craftsman or Victorian architecttsle.
Many of the objects in the town, such as the feneedlboxes, and streetlights feature ornate wroirgin
designs. Rivers intersect the town at severaltpoiRight now, Raspberry hill is very dark—onlye tight
from the old streetlamps and the moon provide ilhation.

Aaron and his friends live in the Raspberry Hiligildorhood. Raspberry Hill has two main streetslit H
Avenue and Grammarcy Lane. Aaron, Bernie, and @¥€inext door on Holt Avenue; the rest of their
friends live on Grammarcy Lane. The three of thewehknown each other the longest and their famglies
close.

2.2.2 Park

The park shares many of the same characteristiteasral Raspberry Hill. However, being so famt
home it's even darker and scarier. Trees both snd@nd weave into the park, creating pockets aficivs
from which mischievous monsters could pop out. pak has a lot of amenities, such as playgrounasare
water play zones, barbeque pits, and public restsod\aron and his friends spend their afternoorteen
park, careful not to stay too long past sunset—dhalhen the park becomes a different (and threatgni
place.
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2.3 Characters

2.3.1 Player Characters
2.3.1.1 Aaron

2.3.1.1.1 Summary

Name Aaron Tarbutton

Age 10

Gender Male

Height 4'4”

Eye Color Green

Hair Color Light Brown

Currently Living At || His parents’ house on Holt Ave
Job Title 5" grade student

Dream Creature Lion

Basic: Paw Swipe (quick melee attack)

Heies Finishing: Pounce (powerful melee attack)
Ultimate Item Liontron Action Figure

Major Goal Become a firefighter, like his dad

Fears Mirrors, grandfather clocks, and great mole rats.

2.3.1.1.2 Description

Aaron Tarbutton, age 10, is & §rade student at Raspberry Hills Elementary Schndlalso the main
character oNightmare Aaron’s has a vivid imagination and often spenmidsime in school daydreaming
rather than learning. His misbehavior in schoghisunderstood: he doesn’t mean any harm. He sisgeyg
more beneath the surface of everyday life. Outsfd#ass, Aaron enjoys venturing through the
neighborhood—much to his parent’s concern—with Beamd CiCi. Though usually brave, Aaron is afraid
of mirrors, grandfathers clocks, people who speakt@n, and great mole rats. Aaron’s favorite anisal
the lion and so he wears lion paraphernalia altithe.

The time has come for Aaron to stop making belewe start acting like an older kid. His classmal@s't
“pretend” anymore and pressure Aaron to suppresmitagination. The player begins as Aaron, who
suppresses his imagination and thus lacks the geucaconfront his fears. Once CiCi helps him &edver
his powers, Aaron’s imagination calls forth the hiSpirit. The Lion Spirit makes a powerful swipath
looks like a giant, ghostly paw reaching out of &as body to attack enemies.

Aaron is the oldest of his group of friends anccheag the point where his classmates shun thingls as
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make-believe and footie pajamas. He is outgrowisddotie pajamas (which he had since he was eight-
a-half) but he still prefers to sleep in it ovee thew pajamas his mother buys him.

2.3.1.1.3 Concept Art
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2.3.1.2 Bernie

2.3.1.2.1 Summary

Name Bernard McKenzie
Age 8

Gender Male

Height 3'8”

Eye Color Blue

Hair Color Blonde

Currently Living At

His grandma’s house, across the street from Aaron

Job Title

3 grade student

Dream Creature

Walrus

Basic: Ice Bolt (ranged attack)

Al Finishing: Tsunami (mid-range beam)

Ultimate Item Watergun

Major Goal Lead his pet rock collection into victory againsvidor
Fears School principle, dentists, cauliflower, and spgler

2.3.1.2.2 Description

Bernard McKenzie, aka Bernie, is one of Aaron’stibesnds. Bernie is naturally shy and a little avelkd.
When not playing with Aaron and CiCi, Bernie spendsch of his time watching television, especially
nature documentaries. This made him quite knowlallgefor his age, though at the cost of his crésgtiv
and physique. Bernie isn’t nearly as adventurousaaen and CiCi and tends to reign them in whery'tee
about to do something dangerous. Bernie’s featadiecthe school principle, dentists, cauliflowarda
spiders. Despite the ridicule by his sleepover rglttom class, Bernie still wears walrus pajantesi¢ep.

Bernie’s imagination calls forth the Walrus Spihat raises its head out of Bernie’s body to slst@ams of
icy water at enemies. The player meets him aftegadieg the evil walrus, an altered state of Bésnie
imagination that has been tainted by his fears.

Screamworks
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2.3.1.2.3 Concept Art

INSPIRATIONAL VIDEO: Walrus Tricks
[YouTube video available on the wiki]
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2.3.1.3 CiCi

2.3.1.3.1 Summary

Name Catherine Cornwall

Age 6

Gender Female

Height 3’5"

Eye Color Grey-blue

Hair Color Red / Strawberry-blonde

Currently Living At

Next door to Aaron and Bernie on Holt Ave

Job Title

1% grade student

Dream Creature

Turtle

Basic: Shell Strike (long-reach melee / short bediack)

AES Finishing: Bomb Shell (wide range AOE)

Ultimate Item Blankie

Major Goal Grow up to be a policewoman

Fears Crossing the street, toasters, vacuum cleanerdjsind

2.3.1.3.2 Description

Catherine Cornwall, CiCi to her friends, is Aaronteeerful, energetic 6-year-old neighbor. Thougkisthe
youngest of Aaron’s friends, during recess the dfvthem enjoy playing hard-fought games of tethikrba
CiCi is bold, creative, and has a hard time pawtigntion to anything for long. She loves Fruit pepshiny
or fuzzy things, and the color yellow. CiCi fearsssing the street, toasters, vacuum cleanerdjsindShe
parades around in turtle pajamas and a tiara, fydaatestraddling the lines between “her royal ghs” and

heiny-kicker!

CiCi's strong imagination gives her the power tt frath the Turtle Spirit that spews forth its $hle mow
down enemies. Early in the game, she reminds Aafwat imagination can do. Her uncanny imaginative
powers inspire him to embrace his imagination asagpt who he is.

Screamworks
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2.3.1.3.2 Concept Art
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2.3.3 Bad Guys

2.3.3.1 Fear Critters

Players encounter Fear Critters throughout the g#mg are the most common enemy type and provide
small combat challenges to the player as he explheworld.

TheNightmaredemo features up 3 unique Fear Critters. For eatiiese character models, there are 2 skin
swaps: the monster's regular skin texture (camimue per monster, but can't be red) and a reddbase
texture.

A regular-skin textured monster is very common &gpmg 90% of the time, or 9 out of 10 monstershew
killed, it restores a small amount of the partyosiage.

The red monsters are quite rare (10% of the timé,aut of 10 monsters). When defeated, it restores
courage to the party and drops a dandelion. Sorest{6% of the time) it also drops rare trinkets.
Generally, the red monsters are similar to thesthren but are more difficult to defeat than regtgar
critters.

For examples of how Fear Critters are used in #megg please se&ection 7.6 Walkthrough

2.3.3.1.1 Echo Mole

Detailed Description
Stationary during its ranged attacks, but movestdg within range of the player. Tries to keeplitata safe
distance. Dangerous from afar; vulnerable to melee.

Spawn Behavior: Appears from dark corners and from behind bushes
First Level/Area Introduced: Neighborhood 2
Drops: Courage (White & Red); Dandelion & Special Trinkeed)

Echo Mole:

Size:~1.0x Bernie’s height

Physical Characteristics:Compact build with the anatomy for digging tunnels.

Combat Abilities: Melee attack. Swings at the player with flailingnat

Combat Behavior: Does not attack in groups. Aggressive; runs towplager when it has line of
sight.

Red Echo Mole:

Size:~1.5x Aaron's height (red)

Physical Characteristics:Red flesh, compact build with the anatomy for diggiunnels.

Combat Abilities: Sonic attack. Leans back a little bit and shoaserac wave from its mouth. The
sonic attack behaves as a short-medium range beam.

Combat Behavior: Aggressive when it sees the player. Tries to g#tiw224 units (White) or 320
units (Red) of the player to shoot from. This royghanslates to 7 player widths and 10 player
widths, respectively. It shoots its sonic attackrirthe distance. When the player draws near it, it
turns to Fear mode to retreat to a safe distarg ((Rits or 320 units).
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Sub-Types

: Attack
. Behavior H.'t SO Damage Drops
Skin Points|| Speed
(HP)
Neutral: When wandering around. o
White Aggressive:When a child is within line ||600 140 7 Courage (15%

of sight. of max)

0,
Neutral: When wandering around. Courage (30%

Aggressive:When a character is within of max)
Red 786 units, it begins shooting at them. |[1500 | 140 12 .
. a Dandelion
Fear: When a child is less than or equa
to 256 units of the monster. .
Trinket

Concepts
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2.3.3.1.2 Grim Gripper

Detailed Description
Huge, humanoid hands and long arms that extend d@rwater overturned trash cans. It wanders cautiously
towards the player—stopping and hiding in the tcashf the player looks at him. Once it gets cleseugh,
it rushes up close to the party. When it holdscéimi, the Grim Gripper drains the party's couradg¢Plper
second. If two Grim Grippers grab each grab a chtarathen the combined drain is 2 HP per secdnd. |
three Grim Grippers grab all three party membéen the player dies and starts at a previous cloaakp
While the character is captive, it may be targétgadther enemies (except another Grim Gripper) and

damaged.

Size:~1.0x Bernie's height with disproportionately lalgands.
Physical Characteristics:Hands are this character's key feature. Its haredbig enough to grab

any of the children. The trash can covers mosh@iGrim Gripper's body. The player mostly sees the

monster's arms and hands.
Combat Behavior: When the player is within 256 units (Green) or t8@s (Red), it rushes up and
grabs hold of Bernie or CiCi. The victim is unabdemnove or attack, and the party slowly looses
courage until the victim is rescued.
Combat Abilities: Immobilizes its victims and drains the party's cme.
Roaming Behavior: Wanders slowly while carrying a trash can. Stoplades under the trashcan
while waiting for the player. Continues this belmawintil it is 256 units (green) or 786 units (red)
away from Aaron.

First Level/Area Introduced: Neighborhood.
Environment(s) Found In: In the neighborhood, they lurk near alleys, danknecs, and street curbs.

Drops: Courage (Green & Red); Dandelion & Special Trinfkd)

Sub-Types
: Attack
. : Hit ||Movement
Skin Behavior Points| Speed Damage Drops
(HP)
Aggressive:When the player (Aaron)
faces away from the Grim Gripper or 1
Green and/when Aaron is within 256 units from it. 500 100 damage Courage (10%
Purple Idle: When the player faces the Grim 290 (rush) of max)
. . . per sec
Gripper at a distance of 256 units or mqre,
it plays an idle animation.
Aggressive:When the player (Aaron) Courage (20%
faces away from the Grim Gripper or 5 of max)
Red when Aaron is within 786 units from it. 1000 100 damage
Idle: When the player faces the Grim 330 (rush) Dandelion
Gripper at a distance of 786 units or mqre, per sec
it plays an idle animation. Trinket
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2.3.3.1.3 The Smileys

Detailed Description

This small, mischievous insect-oid creature roams three-to-five member pack. Individually, theva

low HP and only deal a small amount of melee damidgeever, they are quick and attack in a groups Th
Fear Critter is vulnerable to AOE attacks.

Size ~0.75x - 1.0x CiCi’s height

Physical Characteristics This insect-like monster gallops around in srgatiups (3-5) of fellow
swarms.

Combat Behavior. Melee attack. Pinches with crab-like claws.

Combat Abilities: Can overwhelm a character with their numbers.

Roaming Behavior Roam with a group of 3-5 members.

First Level/Area Introduced: Neighborhood.

Environment(s) Found In: They emerge from sheltered places, such as budbg$ouses, blue
postal boxes, underneath cars, etc..

Drops: Courage (Tan & Red); Dandelion & Special Trindeed)

Sub-Types
, Attack
Skin Behavior Pgilr:ts M(gleen:jnt Damage Drops
P (HP)
Neutral: When wandering around.
Tan Aggressive:When a character is within 00 140 5 Courage (5%
sight, it tries to rush up on the victim and'3 of max)
grab them.
Courage (8%
Neutral: When wandering around. of max)
Aggressive:When a character is within
Red sight, it tries to rush up on the victim an [?OO 140 8 Dandelion
grab them.
Trinket
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2.3.3.2 Mids

Sometimes, fear consumes children and turns thenmthe frightful Mid monsters iNightmare These
mini-bosses are more difficult than Fear Crittegysreey have more health, attack damage, and ditfere
behaviors. As a reward for killing Mids, the playescues a friend from the clutches of a nightni@ne.
rescued friend joins the party, giving the playeress to a new character with new abilities. The Mi
reflects the possessed child’s animal theme; fumbee, to foreshadow the new child’s abilities, the
monster’s attacks involve some element of the hdttack. For example, Bernie’s attack is Ice \Mten
he is a Mid, he attacks with icy water—only on acimbigger scale.

2.3.3.2.1 Dire Walrus

Detailed Description

This is Bernie's Mid monster. Visually, it is adar and scarier version of Bernie's dream credthes
walrus). The Walrus mid uses a version of the Wsanodel, modified for scale (bigger) and texture
(demonic palette). The Walrus Mid also requires tiedl animations for its attacks and (potentially)
additional Al.

Size Very large. Must be >1.5x Aaron's height (becabsetallest fear critter is @ 1.5x%)
Physical Characteristics Resembles an evil, demonic, and/or possessedigV&8omething that
would inspire nightmares in a little child.

o The 'old Sea Vitch—the big, ugly, bloated, pimpled niatked, long-tusked walrus of the
North Pacific, who has no manners except when hsleef (The Jungle BookRudyard
Kipling).

o Distinctive features: tusks and whiskers.

Combat Behavior. The Dire walrus has two attack stages. He altesnlaetween shooting ice blocks
at the player or shooting a column of ice whiletioiy 360 degrees. When the player deals enough
damage, he switches between these two stateshanslfinally dead.

Combat Abilities: The Walrus Mid

Movement Behavior. Charges/slides at the player in its first statgch. Mostly stationary in its
second and third stage of attack.

Area Found: Park, in an enclosed baseball diamond

Reward: Bernie is added to the group.

>>> Read the LDD Walkthrough for info abolihe Dire Walrus Battle
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Attack Stages

Hit Movement|| Attack

Stage Behavior Points*|| Speed | Damage

Bernie fires water projectiles at the player, which
Stage 1 travels at an arc towards the player and causes AoE{1000 | 350 150
damage upon impact.

Bernie does a 360 degree turn while firing a whesam
Stage 2 projectile attack, which deals heavy damage to aayg1000 | 350 500
it hits.

*Hit Points are per stage. Total, the Dire Walras B0O00 HP.
Concept Art
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2.3.3.3 Monster Lords

For theNightmaredemo, the only Monster Lord is the King of Monstétle is the toughest challenge in the
game and the player wins after defeating him.

2.3.3.3.1 King of Monsters

Detailed Description
This monster appears at the end offtghtmaredemo, he’s taken over the neighborhood and is hglttie
children’s parents captive.

The King of Monsters rules all the monsters inrhghtmare kingdom. His immense size makes him a
formidable opponent for the children.

Size ~3.0 x Aaron’s height; takes up the entire scr@ayer doesn’t see the entire monster, only
parts of him.

Physical Characteristics Ugly and huge, something like Java the Hut butemmposing. Due to his
size, only his four limbs and head appear in theagyéb meshes, total). His limbs surround the
player, shooting projectiles that explode on camtath the player. He wears a crown on his head
and a (fake) mustache that he removes in a latie Iséige.

Combat Behavior. The King of Monsters alternates between summowniages of Fear Critters and
shooting exploding projectiles at the party.

Combat Abilities: Summons waves of Fear Critters that the playestrslay before continuing to the
next battle stage. Also shoots projectiles betwaepair of limbs that the party must cross through t
attack his two idle limbs.

Movement Behavior. None. King of Monsters is so huge that he doesiote.

Area Found: Enclosed battle arena located in the neighborhood

Drops: None. Finishes the game.

>>> Read the LDD Walkthrough for info abolihe King of Monsters Boss Battle
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Stages

Stage

Behavior

Hit
Points

Movement
Speed

Damage

Stage 1

The King of Monsters spawns many enemies to

attack the player, including Swarm, Mole, and Hands

enemies.

During this stage, the King of Monsters is
invulnerable.

This stage ends once the player has slain enoug
monsters.

h

n/a

Stage 2

Two of his limbs (standing opposite of each othe
start sending projectiles between one another.elheg
projectiles do heavy damage if they strike the ptay

Only one pair of limbs fires projectiles at a time;
during this time, the other pair becomes vulnerable
attack. Once both parts of this pair are damaged
enough, the pair that is firing switches, and ttieep
pair becomes vulnerable to attack.

This stage ends once each pair of limbs has beeg
damaged twice.

=

)

2000
per pair

n

50 per
projectile

Stage 3

Stage 3 is a combination of stage one and two.

This stage follows the same rules as Stage 2, &
monsters spawn during the encounter and the King
Monster parts move faster.

d€)H0
gfer pair

50 per
projectile
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|Section 3: Interactions

3.1 Overview

Nightmarefocuses on fast-paced, real tiperty combatThe player interacts with the world primarily
through exploration and combat. The player movesutih the game exploring its surreal landscape,
fighting monstersof varying sizes, adding neparty-membersand earning new combo abilities. Within the
demo, the player adds Bernie to his party and icahthe ultimate items for Aaron, CiCi, and/or Biexn

The player fights enemies using the children’s imaggon. These enemies vary from three differepesyof
monstersFear CrittersMids, and Lords. The children—dressed in eccentriciégpajamas—possess
powers of imagination that they use to fight agagmemies. When attacking, a dream creature emerges
of the child and strikes down foes. The ethere&hib aesthetic of the dream creatures is a metdphdhe
purity and magnificence of a child’s imagination.

Each character starts willasic attackshat can be used to creatembos The player unlocks abilities as he
rescues children and finds their ultimate item.

World Systems Player Actions Rewards/Meters

-~

Fear Critters

i * /[ Attack / Combos
L

" —

[ Courage / Fear ]4—

!

Super Abilities
J Dandelions ‘

Bosses }/’% Exploration
Collectable Trinlmis‘
Light & Shadow Rescue Friends

Mini-Bosses

Use Other Unlackable Attacks ‘

Characters'
Abilities

Hazards

L

Checkpoints & Save Collect

Characters

R
L

Unlockable ‘
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3.2 Player Movement

The party behaves like a single entity: the plasrctly controls Aaron’s movements while the refsthe
party follows him. Aaron moves in any directionraathe ground plane. For movement speeds, review th
movement data.

The party has two modes that affect movement: Nomiéat and Combat. The partfésmation rules
change, depending on which mode applies:

Non-Combatmode is the party's default mode. It describessans when the player (Aaron) is not
engaged in combat.

Combat mode occurs only when Aaron attacks an enemy enamy attacks Aaron.
At all times, however, the player can directly coamd any party member to attack. If the character®at
of view, then they run into combat position befpegforming the attack. These characters shoulth@ot

stuck in the level (a geometry or path-node bud)eyond 320 Hammer Units behind (a programming bug)
unless they are stunned—in which case, they catla

3.2.1 Movement Data

Each character has their own movement characteyists defined by the table below. Default movement
are based on Aaron.

The player (Aaron) starts off at the "walk" spe&tjch is the same animation as his "run". He acaéds to
"run" after 1 second.

Aaron Bernie CiCi
Run 208 182 193
Max Step Height 16 HU 16 HU 16 HU

HU = Hammer Units

Screamworks
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3.2.2 Party Formation

In non-combat situations party members have no defined formation. Theygdeatls Aaron by no more
than 320 Hammer Units (10 player widths) behindug;iparty members may be out of the camera view.
Party members idle when within a radius of 96 Hambats (3 player widths) of Aaron. If Aaron rungao
another party member, they move back.

In combat situations the party assembles into a triangular formatidath vikaron in the middle-front. Bernie

stands behind and to the right of Aaron. CiCi stanehind and to the left of Aaron. This formatioadks
from time to time, as the player moves around oeirees damage. However, Bernie and CiCi alwaysotry
return to their relative positions during battle.

cicl BERNIE

ABOVE: Mockup of Combat Mode party formation.
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3.3 Combat
3.3.1 Party Combat

Nightmarefeatures a party-based model for combat, whichrettee player variety in his gameplay
experience. Instead of leading around a solo cteradth many attacks, the player fights different
characters with different abilities. This providgsportunities for the player to experience a vaneten:

randomly pressing buttons

pulling off combos/finishing attack

fighting with one or more party members knocked-autlisabled
adding new characters to the party

The party system works by assigning each charadbesic attack and a finishing attack. The plager c
choose any three rescued children to be 'actiibemarty *. The player accesses a party-membasE
attack directly through the control buttons X, A Bor keyboard keys. Repeating a character's ladisick
results in a chain combo, which amplifies the cbinés DPS by either/both increasing damage oraiadu
time. To execute a finishing attack, the player nemsl a successful chain combo with an attack from
another character.

The table below summarizes the Basic Attacks angsiving Attacks for each character. The character-
ability mix is balanced to provide distinct strategses for each character.

Aaron Bernie CiCi
Paw Swipe Ice Bolt Shell Strike
, Short Range Long Range Medium Range
Basic Attack Small Damage Medium Damage Medium-High Damage
Melee Projectile Melee, Finite Beam
Pounce Tsunami Bomb Shell
Einishing Attack Short-Medium Range ||[Medium-Long Range | Short-Medium Range
9 Highest Damage High Damage High Damage
Melee Wide, Finite Beam Area of Effect

3.3.1.1 Basic Attacks

Each character has a unique ability, designed tarmze theparty combaexperience by encouraging the
player to use different characters. Visually, thaédren look like kids playing make-believe. Theyt

make contact with monsters-- their spirit animatsld-or example, the sketch below shows Aaron myakin
swipe motion... 3 feet from the monster. His lisiken does not touch the monster. However, Aarqirg s
animal extends out of his arm aappearsto strike the monster.
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Basic Attacks are balanced such that each charfa&sehis own strengths and weaknesses. Each arasact
abilities are distinct enough to be a clear adwgmtander given circumstance.

Aaron’s basic attack is tHeaw Swipeattack, a short-range melee attack that inflictalsdamage
very quickly. Visually, it looks as though Aarordseam creature extends its paw out of Aaron’s arth a
swipes across.

Bernie’s basic attack is tHee Bolt, a ranged attack that shoots an icicle projeatienemies. The
projectile requires a little time to build up—magiit slower to execute than Aaron’s Swipe—but ilde
slightly more damage.

CiCi's basic attack is th8hell Strike. This long-reach melee looks like a beam of snsalimming
turtles. Its range is shorter than Bernie’s IcetBak longer than Aaron’s Swipe. It is a heavyihgt
attack that requires more time to execute thamther abilities.

For a description of how basic attacks form chamisos, read "3.3.2 Chains and Combos".
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ABOVE: Bernie’s Ice Bolt concept
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ABOVE: CiCi's Shell Strike concept.
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3.3.1.2 Finishing Attacks

Each character’s finishing move deals high damagengmies in a brief-yet-spectacular display of the
dream creature in action. The finishing moves anenee, Tsunami, and Bomb Shell for Aaron, Bernel, a
CiCi respectively. A very brief white screen flasilows a Finishing Attack for added dramatic etfec

Aaron’s Pounce deals the highest damage of afitiehing moves. It is a short-ranged melee atiack
which the dream lion erupts out of Aaron and posgraethe area in front of him.

Bernie’s Tsunami is a high-damage wide beam atéues unleash forth as the walrus swims towasds it
enemies and drowns them.

CiCi's Bomb Shell creates a high-damage area efcetiround her. Her dream turtle flies into theaif-
screen) and a large turtle shell drops down owveptrty. The shell explodes and ripples outwarthatang
everything within a radius. Since she has the gegshimagination, CiCi’s finishing move is slighttyore
fantastic.

For an explanation on how Finishing Attacks aredusefinish chain combos, read "3.3.2 Chains and
Combos".

ABOVE: Aaron’s Pounce concept
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ABOVE: Bernie’s Tsunami concept
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ABOVE: CiCi's Bomb Shell concept
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3.3.1.3 Combat Statistics

Total Stage Time
Total Chain Time

Attack Range (X-axis)
Attack Distance (Y-axis)

Screamworks

Key
| Name of Attack

Damage Damage done by the attack

Damage for Chain Damage done by the chain up to this stage

DPS for Stage Damage per second done during this stage

DPS for Chain Damage per second done by the chain up to this stage
Windup Time before the attack deals damage

Hit Time where the attack deals damage

Cooldown Time after the attack is done

Time for Windup + Hit + Cooldown
Total time for this stage plus previous stages

The width of the attack. See corresponding graph.
The length of the attack. See corresponding graph.
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Aaron Aaron's attacks emphasize speed and short hit times

Basic Attacks Attack Stages
1 2 3 4 5
Damage 70.00 60.00 120.00 100.00 150.00
Damage for Chain 70.00 130.00 250.00 350.00 500.00
DPS for Stage 70.00 67.42 116.50 111.11 144.23
DPS for Chain 70.00 87.25 120.77 141.70 168.92
Windup 0.30 0.20 0.25 0.15 0.20
Hit 0.30 0.24 0.28 0.20 0.24
Cooldown 0.40 0.45 0.50 0.55 0.60
Total Stage Time 1.00 0.89 1.03 0.90 1.04
Total Chain Time 1.00 1.49 2.07 2.47 2.96
Attack Range (X-axis) 32.00 32.00 32.00 32.00 32.00
Attack Distance (Y-axis) 64.00 64.00 64.00 64.00 64.00
Attack Radius 64.00 64.00 64.00 64.00 64.00
Attack Degrees (Rounded) 29 29 29 29 29
Finishing Attacks Lvl 1 Lvl 2 Lvl 3
Damage 175.00 275.00 375.00
DPS for Stage 109.38 144.74  170.45
Damage Mult for Bernie 0.80 x 0.80 x 0.80 x
Damage Mult for CiCi 1.32 x 1.32 x 1.32x
Damage for Bernie 140.00 220.00 300.00
Damage for CiCi 231.00 363.00 495.00
DPS for Bernie 87.50 115.79  136.36
DPS for CiCi 144.38 191.05 225.00
Windup 0.35 0.40 0.45
Hit 0.50 0.50 0.50
Cooldown 0.75 1.00 1.25
Total Stage Time 1.60 1.90 2.20
Attack Range (X-axis) 70.00 95.00 128.00
Attack Distance (Y-axis) 128.00 160.00 192.00
Attack Radius 128.00 160.00 192.00
Attack Degrees (Rounded) 32 35 39
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NOTE: The shape of Aaron’s basic attack is arcemistikes across, in a swinging motion.
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a

Charon Flnisher

a

Faron [Flinisher 2

Caerdn nisher §5

Note: Aaron’s finishing move is a pounce attackwatsmall area of effect in front of him.
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Bernie
Basic Attacks

Damage

Damage for Chain
DPS for Stage
DPS for Chain

Windup

Hit

Cooldown

Total Stage Time
Total Chain Time

Attack Range (X-axis)
Attack Distance (Y-axis)

Attack Radius
Attack Degrees (Rounded)

NOTE: Bernie's basic attack is RANGED so the radius

Finishing Attacks

Damage
DPS for Stage

Damage Mult for Aaron
Damage Mult for CiCi
Damage for Aaron
Damage for CiCi

DPS for Aaron

DPS for CiCi

Windup

Hit

Cooldown

Total Stage Time

Attack Range (X-axis)
Attack Distance (Y-axis)

Attack Radius
Attack Degrees (Rounded)

Screamworks

Bernie's attacks emphasize range and large attack radius

Attack Stages

1

60.00
60.00
75.00
75.00

0.30
0.20
0.30
0.80
0.80

64.00
128.00

96.00
45

Lvl 1

2 3 4
55.00 45.00 30.00
115.00 160.00 190.00
74.32 69.23 54.55
92.74 99.38 98.96
0.26 0.21 0.15
0.20 0.20 0.20
0.28 0.24 0.20
0.74 0.65 0.55
1.24 1.61 1.92
64.00 64.00 64.00
128.00 144.00 160.00
96.00 96.00 96.00
45 45 45

doesn't apply.

Lvl 2 Lvl 3

275.00

157.14

1.00 x
1.32 x
275.00
363.00
157.14
207.43

0.40
0.60
0.75
1.75

160.00
208.00

208.00
45

425.00 575.00

193.18 216.98

1.00 x 1.00 x
1.32x 1.32 x
425.00 575.00
561.00 759.00
193.18 216.98
255.00 286.42

0.60 0.80
0.60 0.60
1.00 1.25
2.20 2.65

192.00  336.00
208.00 176.00

208.00 176.00
55 145

Page | 47 of 133

1/24/2009



Hernie Fiosher-1

Hermie Finasher 2

by

| Beirnig Finisher 4

NOTE: Bernie’s basic attack :(not shown) is a projetile. His finishing move clears a width of area in
front.
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CiCi Cici's attacks are slow with longer hit times but hard hitting

Basic Attacks Attack Stages
1 2 3
Damage 150.00 200.00 325.00
Damage for Chain 150.00 350.00 675.00
DPS for Stage 47.62 63.49  103.17
DPS for Chain 47.62 92.11  151.69
Windup 0.40 0.40 0.40
Hit 0.25 0.25 0.25
Cooldown 2.50 2.50 2.50
Total Stage Time 3.15 3.15 3.15
Total Chain Time 3.15 3.80 4.45
Attack Range (X-axis) 300.00 370.00 416.00
Attack Distance (Y-axis) 208.00 208.00  208.00
Attack Radius 208.00 208.00  208.00 <--- does nothing
Attack Degrees (Rounded) 92 126 180
Finishing Attacks Lvl 1 Lvl 2 Lvl 3
Damage 150.00 225.00 300.00
DPS for Stage 103.45 136.36  150.00
Damage Mult for Aaron 1.00 x 1.00 x 1.00 x
Damage Mult for Bernie 0.65 x 0.65 x 0.65 x
Damage for Aaron 150.00 225.00  300.00
Damage for CiCi 97.50 146.25  195.00
DPS for Aaron 103.45 136.36  150.00
DPS for CiCi 67.24 88.64 97.50
Windup 0.50 0.50 0.60
Hit 0.80 1.00 1.20
Cooldown 0.15 0.15 0.20
Total Stage Time 1.45 1.65 2.00
Attack Range (X-axis) 144.00 192.00 256.00
Attack Distance (Y-axis) 144.00 192.00  256.00
Attack Radius 144.00 192.00 256.00
Attack Degrees (Rounded) 360 360 360

NOTE: CiCi's Final attack is an AOE.
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NOTE: CiCi's attack functions like a long-reach mel  ee (e.g. God of War)
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attack is an AOE (circle-sha  ped).

NOTE: CiCi's finishing
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3.3.2 Chains and Combos

3.3.2.1 Chains

Chains are a type of combo described as a seri@srofal attacks that effectively make up a speatiaick.

In Nightmare the player chains attacks with Aaron, CiCi, ormer Each character has a chaining limit,
balanced by the speed and amount of damage inlie&adf the chain. For example, five of Aaron’saaks
cause as much damage as CiCi in ~1.95 seconds €Tihesalt is that Aaron makes more hits than QiGi i
given time, but any single attack deals less dartfzayea single attack by CiCi. With each hit in diain,
the attack damage becomes stronger. Chains alsoesti@ther variables, such as speed, range, angrad
In terms of animation, the character alternates/&en the basic and alternate attacks for each .cAaithe
player progresses towards the end of the chairgrileation is sped up by reducing its frames peorse.
Alternatively, other visual cues can be folded-ithvthe animation (e.g. particles, shaders). Thhajning
provides variance in attacks without requiring ctercontrol schemes or numerous animations. THe tab
below describes the maximum number of hits in anchper character:

Aaron Bernie CiCi
Max Chain, Base AAAA BBB CC
:\t/lear)r(] Chain, w/ Ultimate AAAAA BBBB cce

As the table illustrates, obtaining the Ultimaenitallows the player to extend the character’srchiss the
player makes each hit, an icon appears on the HiHDaw the chain in progress. Se2 HUD for more
information. This reassures the player that heicesssfully executing the chain and informs thgegala
when the maximum chain is reached.

The following diagram illustrates hoMightmarehandles the player’s button presses to executegéesi
character chain combo:
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. Blocking (Right Burmper)
Right Bumper cancels attack hefore the

first frarme of the Mt

Windup
Hit Windup
Cooldown Hit Windup
Cooldown Hit
Cooldown

Each attack has three segments: windup, hit, aolddoovn. If the player presses a valid attack buttaring
the character’s windup or hit animation cycle, ¢fagne executes the second stage of the combo. Howeve
the end of each hit animation lags very slighthttsat the player can continue to attack despiténigav
missed the button timing. By making the actual wivdf opportunity for combos slightly longer thdret
actual attack animations, it makes the playereale skillful. Combos chain until the player reasiige

end of the chain. Characters start off with thditglio do short or medium chains; the player camgthen
chains by attaining the character’s Ultimate Item.

3.3.2.2 Finishing Attacks

The player ends attack chains with different chi@rador a teamwork-in-battle effect. The following
diagram illustrates a two-character combo:
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) Blocking fRigh! Burmper)
Right Bumper cancels attack before the

first frame of the it

Windup
Hit Windup
Cooldown Hit Windup
Cooldown Hit Y
Windup
Cooldown
Finishing Hit
Cooldown

Finishing attacks finish chain sequences and aeialpattacks that only occur under defined circamses
(i.e., these attacks are not mapped to any singter). They can be executed at any point duriegctiain,
but the player must restart the chain after aliinig move. The length of the chain before executing
finishing attack determines the attack’s power @sdal effects.

Aaron Bernie CiCi
LevellL
N AAAB BBA NONE
(1.0x Finishing Attac AAAC BBC (no level 1 combo)
Damage
LeveIZL
N AAAAB BBBA CCA
(1.5x Finishing Attac AAAAC BBBC CCB
Damage
(2.0x FinishinLe,g\/t?L:ch D i cocn
: 9 AAAAAC BBBBC CCcCB
Damage

In reference to the table above, note the following

All finishing moves use the same animations; howevariation is created by speeding up the
animations and/or adding special effects.

Level 1 finishing combos deal a default amountarhdge. They require the shortest chains, but deal
much less damage. With longer chains, the damagjelethe finishing move increases.

The player starts with Levels 1 and 2 of the fimghcombos. To achieve Level 3, the player must
find the character’s Ultimate Item.

The concept of “Levels” is a device to convey tthea to thalevelopment teammat players execute
finishing combos at different grades (“levels”)idtnot necessary to show the player the varying
degrees to which he can execute a combo, anadt ithe intent to make the experience like an RPG.
Players cannot execute a finishing move with treratter that they chain with. For example, CCC

results in CiCi following up a single chain (CC)twa basic attack (C). This results in the follogvin
outcomes:
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o Aaron’s chains are quick and short-ranged. Heligsswith either a powerful beam attack
(Tsunami) or an AOE (Bomb Shell). The player usasoi for close-quarter, frontal combat.
While Aaron is caught up in melee, he uses hisifisfinishing moves to clear multiple
enemies at varying distances or positions reldtvée player.

o Bernie’s chains are neither speedy nor slow, aag'th ranged. He finishes with either a
melee attack or an AOE. The player uses Bernie vehemies start at a distance. During
combat, the distance between enemy and playerestsoats they move towards each other.
Using his friends’ close-quarter finishing movekes care of the vulnerabilities of being a
ranged fighter.

o CiCi’'s chains are slow and powerful. She finds #vamies either rush up close to her or run
away. By using her friends’ finishing moves, sheact them with a melee attack or mows
them down from a distance with a beam attack.

Pressing random buttons, such as ABCB, does nlat tyie synergistic results of a combo. The
player simply strikes at his enemy with basic &sac

Further combos are possible using the same animtitaks as above, and maybe pursued with time
permitting.

CiCi can'’t start a Level 1 finishing attack. Shesnhcomplete her chain (of two hits) to execute a
Level 2 finishing attack. Later, if she has hemodtte item, she can start Level 2 or Level 3 fimmigh
attacks with her chain.

3.3.3 Blocking & Cancellation

Blocking (Right Bumper or the ‘Q’ key) cancels theion if pressed before the first frame of the hit
animation. This pre-hit cancel allows the playedédend himself quickly in battle, making combasiea
and a more fluid experience. Nearly all playerawiinNightmareallow pre-hit cancel, except for running
and context-sensitive actiosightmarehandles running with post-hit cancels, meaning itreatcepts
cancels only after player finishes a run cycle sTdehavior pre-exists in Half-Life 2 and requires n
additional programming. Lastly, players cannot ehicontext-sensitive actions once executed.

3.3.4 Targeting

The player targets attacks by facing Aaron in tineation of attack. Bernie and CiCi aim at the sdarget
as the player (Aaron). If Aaron is stunned (capdurg a Grim Gripper), then Bernie and CiCi attack
enemies near Aaron.

All attacks effectively hit any enemies within thtack’s defined range. Even melee attacks useyasweall
range to detect successful hits. Party memberotburt each other (no “friendly fire”).
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3.4 Dream Dust

As the party roams the world, they encounter flgatron cages that hold dream dust. If the plagtrases
the dream dust using one of the character’s bé#sicks, the dream dust helps the party by magically
creating bridges, ramps, or stairs. The cage, wineken, simply disappears when struck and a srhatie
plays to tell the player that something positive happened.

REFERENCES:

3.5 Savepoints

Players can not save their game at will. The gaameswhen the player reaches a street lamp. When a
player crosses the lamp, a patrticle effect surredhd light bulb as it mysteriously flickers on. &ha
player looses all courage, him and his party resgaat the last street lamp. In nonlinear sectidribeo
game, the player finds street lamps only at sigaift choke points.

The party is safe from attack while under the Idigipt. Also, the party's courage refreshes to fdhen a
player looses all courage, he starts again atriévqus lamp with the inventory, party members, arak
courage that he had when he first crossed the l&ip.means the player can't re-save at a lamp.

These street lamps have a distinctive color ankl bat separates them from the ambient lightsenékel.
They should have look inviting as opposed to cremyark like the rest of the level.

REFERENCES:
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3.6 Pickups

3.6.1 Courage

Players regain courage by defeating monsters. toaiat of courage dropped depends on the difficofity
the monster. Furthermore, monsters drop courage fmeguently when the player’s courage is lower.
Courage does not have physical forniNightmare rather, the dying monster emits a particle thasfinto
Aaron. This particle effect represents how playsns) courage from killing monsters.

3.6.2 Dandelion

General Description

When the red monsters die, they sprout white damael The player collects the dandelion stemsasitey
the white seeds into the air. The seeds catchezbrand fly away—this particle effect plays whem player
picks up the dandelion. This follows the tale tweghes made while blowing on white dandelions come.
The children oNightmareuse these dandelions to wish for more courage. \ilieeplayer collects enough
dandelions, he increases the max courage for tig pa

Levels

The player "levels up" by collecting dandelionseTdmount of dandelions required to graduate tméxe
level increases with each step. For example, thgeplstarts the game at Level 1 (courage: 150). He
graduates to Level 2 (courage: 158), after findirdgandelion. Now, he must find 2 more dandelios--
dandelions total-- to graduate to the Level 3 (ager 166). The amount of max courage rewarded also
increases as the player levels up.

The player begins at Level 1. The average playeulshreach Level 7. The advanced player can discave
hidden area in the park that allows him to reachelL&0.

See Leveling Chart.

Collection
The player collects dandelions in two ways:
1. Placed pickups. These dandelions are entities ¢hliacthe world by a level designer.
2. Red monsters. When players defeat red monstess|ahee behind a dandelion. The red monsters

are placed enemies that do not respawn.

The number of dandelions per area must be stieathgrolled in order to prevent players from bregkine
game.
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Dandelion Gates

Certain gates, as designed and implemented by @ Dmsigner, only grant passage to players who've
collected a specific amount of dandelions. Themnly one dandelion gate in the demo, which reguarge

dandelion to pass.

Concept
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Leveling Chart

Minimum Total # Dandelions to

Level Max Courage Dandelion Next Level Light Radius
Count
1 150 0 1 400
2 158 1 2 420
3 166 3 3 441
4 183 6 4 485
5 201 10 5 534
6 221 15 7 587
7 254 22 9 675
8 292 31 11 776
9 336 42 13 892
10 403 55 n/a 1070
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3.6.3 Trinkets

Monsters sometimes drop collectible trinkets, sagtaseball cards, marbles, box of crayons, &tee..
trinkets are nostalgic pieces of childhood (congleith fun descriptions) that fill up slots in thiayer’'s
pause menu. INightmare the player can collect all 35 trinkets to win ahiagement title. These trinkets
have no affect on gameplay and are not tied tce@oypomy. In-game, they look like glowing orbs utii
player picks it up and checks his pause menu (hete are no 3D representations of trinkets)hénpgause
menu, the trinkets are a 2D icon with text desmiptThe drop rate averages 20%, or 1 out of 5 éxem
Trinkets also appear in the game world, in hiddeas or tough-to-reach spots.

JRasehall |Basthall

PICTURE CARDS PICTURE CARDS
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3.6.4 Ultimate Items

3.6.4.1 Overview

Ultimate Items reward the player for exploring therld and challenge the player with extra combat
encounters. Each child has his or her own Ultinfigi®-- a special toy or object that they value mad#bhen
the player finds an Ultimate Item, it augmentspbevers of the child who owns it by increasing théd's
max chain [for more information about chains, 322 Chains and Combos

Ultimate Items are stored in the player's inventmyg can be seen through the inventory menugs2 In-

game Screeis

Ultimate Items appear in game as a shiny objeayd?$ find them by exploring the world for monster
hideouts. The party must defeat the monsters inbel@ideout in order to obtain the item.
3.6.4.2 Liontron action figure (Aaron)

Aaron's Ultimate Item is his Liontron action figuiée watches theiontron cartoon series every Saturday
morning, so he loves everything Liontron.

pf :-"f- 1
e "4
k)
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3.6.4.3 Super Slippy Watergun (Bernie)

Bernie's Ultimate Item is his Super Slippy watergdis parents bought him the Super Slippy for his
birthday this year. He keeps it under his bed Bedae gets attacked by closet monsters.

3.6.4.4 Binkie (CiCi)

CiCi's Ultimate Item is her "Binkie", which is thdanket that she had ever since she was in a\fidh. her
powerful imagination, she transforms Binkie intg/éaing and everything (e.g., castle, shield, thydn&lge,
etc... ).
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3.7 Use Cases

3.7.1 Use Cases: Movement

You move Aaron forward. He starts off at a walk isusoon running as you hold down the analog stick.
CiCi runs a little distance behind-- but not alway®ctly behind-- Aaron.

Furthest behind is Bernie, who occasionally stagsins to catch up to the party-- behind CiCi.

You encounter an enemy and press X to begin Aaattask. CiCi and Bernie move into their combat
positions. Bernie moves to Aaron's right side. G&Pnains behind the boys, positioning herself & th
middle. While Aaron makes his attack, Bernie an@i@emain in their battle-ready idles until youlagbon
them.

During battle, you block an enemy attack with thghiRbumper. Aaron, CiCi, and Bernie all block ttug.

3.7.2 Use Cases: Combat

3.7.2.1 Basic Attacks & Multi-Character Attacks (NoCombo)

You move Aaron around the park. CiCi trails behimakscreen. In the distance you see a Fear Critter
wandering near a tree. You move in closer to gétimrange.

From a short distance, you press X and Aaron bdgmattack. Combat music begins to play. CiCi pass
herself and stands in battle-ready idle mode. A®Aavinds up, he starts to glow (as though he'klimg
up power). He follows this up with a motion, someghlike a kid pretending to be a lion; meanwhde,
translucent lion paw extends out of his arm an#ledrat the enemy.

While the hit occurs, you press A and CiCi windshep attack. Like Aaron, she starts to glows as she
charges up her imaginative powers.

The enemy, struck by Aaron's Dream Creature, bt (in pain) and bellows. Quickly, CiCi strik&he
extends her arms in front of her and does a hartbm¢see Video Clip #1, below, for a possible epéan
A greenish-breeze winds around her and jets oluomt of her-- this 'breeze’ is a small streamuofi¢s that
pelt an enemy at short-medium range.

The enemy bellows and folds over in deeper pai@;j Git him hard. He makes an attack on the childned

strikes CiCi. The group's courage dips a little @@i cowers in fear. You can't command her tocktiantil
she finishes cowering (which goes on for a secoYid). press X to have Aaron attack in the meanwhile.
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Video Clip #1

[Available on the wiki on]y

Caption: ABOVE: CiCi Attack inspiration. Guy doasgtle-like hand gestures from time 1:55 to 2:0%.01ge
the rest.. it's garbage.
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3.7.2.2 Combos and Finishing Attacks

You are already engaged in battle with Aaron, Berand CiCi in your party against two Fear Crittéfsu
move Aaron back a little distance, CiCi and Beffollow you. Since the party's under attack (tarddig
enemies), it immediately moves into battle formatiBach party member stands in their battle-redibgi

From this distance, you press B to attack the Eeiters with Bernie. He winds up, glowing with
accumulated power. Bernie looks like he's imitaangpitting walrus. His Dream Creature emergesaiat g
walrus head rises behind Bernie and spits a dddgeice projectile (at a downward angle) called the
Bolt.

While the Walrus Dream Creature hits the Fear @ritith the Ice Bolt, you press B again. This cause
Bernie to skip his cool down and start winding apthe Walrus to spit another Ice Bolt. Thanksht® ¢hain
effect, he spits the second bolt more quickly.

Before the Walrus finishes spitting the secondBo#, you press B again. After the Walrus throws th
second Ice Bolt, he hits the enemy with a thirdBod#t. The third bolt deals greater damage tharfiteetwo
hits, at a speed slightly slower than the second hi

Bernie does not have his ultimate item yet, so tegished the end of his chain. Since you chainedi®s
attacks quickly, the enemy didn't have a chanatrike back but did manage to inch towards theypart

You press B the forth time. Since you already fiei$ a chain with Bernie, Bernie makes a normalcbasi
attack. In between the time that Bernie cools dérm the chain and winds up the new attack, thengne
reaches the party and attacks.

It strikes Bernie. The party's courage drops, Beoowers, and Bernie doesn't make his attack.

While Bernie is briefly down, you start a chain hwAaron by pressing the X button. Aaron's chailomger
(4 strikes) and quicker than Bernie's. Near the@nlaron's chain, the enemy dies. Some couragesel
from the dead body in the form of red, shiny péesand fly to Aaron. This recharges part of theugts
courage.

The enemy gets close enough, so you strike it dd@tton's last hit in the chain and immediately préds
command CiCi to attack.

Since you reached the end of a chain, CiCi doe$imishing move instead of a basic attack. She wimgol a
big attack by squatting down, shaking a bit, anthga@ng her imagination. A huge, translucent tustiell
rains down above the party and hits the groundugt dng expands outward, damaging all enemiesinvith
the ring.

The last enemy falls to his death and short victougic plays. When it dies, it releases some moueage
and a white dandelion sprouts out of its dead b¥aw run to collect the dandelion. When you do,hatev
particle swirls around you like dandelion seedthmair. Above the party a message draws on the HUD
verifying that you collected a dandelion
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Video Clip #2

[Available on the wiki only

Caption: ABOVE: Bernie Attack Inspiration. Walruees a jig at ~2:00, and 5:30. At around 4:45, his rol
around.

Video Clip #3
[Available on the wiki only
Caption: ABOVE: Video of kids, "play"-fighting.

Video Clip #4

[Available on the wiki only
Caption: ABOVE: Amazing little dancer. Reference ¥actory dance after mini-boss battle?
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|Section 4: Controls

4.1 Keyboard and Mouse

Action

PC Controls

Move

W,A,S,D and arrow keys

Aaron's Attack

Left Mouse Button, U

Bernie's Attack

Center Mouse Button, K

CiCi's Attack Right Mouse Button, H
Adjust Camera Center Mouse Scroll
Block QE
Inventory Menu Esc
4.2 Xbox 360
Action Xbox 360 Controls
Move Left Analog Stick, D-pad

Aaron's Attack A
Bernie's Attack B
CiCi's Attack X
Adjust Camera Right Analog Stick
Block Left & Right Bumpers and Triggers

Inventory Menu

Start

|Section 5: Interface

5.1 Camera

5.1.1 Standard View

The camera ilNightmarefollows behind the player, over-the-shoulder vatitved zooming. The standard
camera view is behind Aaron, slightly raised. Thayer sees the character's whole bodies, whichupke
about a quarter of the screen's height.
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ABOVE: Standard camera view

Camera Following & Auto-adjustments

The camera adjusts automatically-- moving alongsfiime-- to keep Aaron in view. The camera always
must face the direction that Aaron faces, sinceoAardirection determines the partysget In Non-
Combat Mode, the other party members may move foutsoally behind) the camera, due to their
movement behavior®uring Combat Mode, the camera should see aktbharacters the screen most of
the time. If theGrim Grabbeicatches a party member (CiCi or Bernie) and thggslmoves away from
battle, then &lUD markerappears on the screen.

Camera Movements

The camera moves along an inverted, half-hemisphigheits pivot centered on Aaron's neck. In tigfie
below, you can see the camera zooms in (A) orBuag well as swivels around to either side of Aa(G,
D). The game adjusts the camera long these splmesldition, the player can move the camera ufing
right analog stick.
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5.1.2 Alternate Views

During mini-bossandbossbattles, the game takes control of the camera th@ays Quick Time Events
(QTE). When the player successfully completes thplayed button pattern, the game coordinates aamer
movement with an action sequence. Then, cameraatoeturns to the standard view.

The alternate views will be accurately listed aedatibed as the mini-boss and boss battles aresticaut.

5.1.3 Player-Controllable Options

The player can adjust the camera using the RiglatagnStick (or mouse scroll). After 2 seconds,dhmera
automatically resets to the standard view (direlstizind Aaron and slightly up). The player can distul-
down the Right Analog stick to reset the cameralqyi
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5.2 HUD
5.2.1 Worldview

5.2.2 Status Information

5.2.2.1 Courage and Fear

The courage meter is a simple bar in the top-l@fber of the screen. It shows the player how muchage
the party has. When the party loses all couragepldyer restarts from the last checkpoint.

In-game, there is a light surrounding the party samicates how much courage the party (as a whak) h
When a player is low on courage, the radius of @geiis small. When the player kills enemies andgjai
courage, the radius enlarges.

To reinforce the Courage/health system, the coumagfer pops up when the player takes or receives
damage. After a few seconds, it fades away urdiplayer takes or receive damage again.

ABOVE: Mockup of the party with low courage. Theucage radius is small.

ABOVE: Mockup of the party with increased couragke courage radius is larger.
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The courage meter is available in the inventory unterreinforce the concept of courage and proviee t
player with an alternative view of courage if neddehis is a simple a simple health-bar.

ABOVE: When the player gains courage, the portion bcourage gained glows slightly.

ABOVE: When the player loses courage, the portionfccourage lost dissolves.
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5.2.3 Pop Up Display
5.2.3.1 Courage and Fear

A standard health-bar pops onto the top-left coafi¢he screen whenever the player gains or looses

courage.
The courage meter shows the player how much cothegearty has.
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5.2.3.2 Dandelion
After an enemy dies, a dandelion sprouts fromeddbody. When the player runs to pick up the dade

the pickup emits seed particles that wisp intoaineThe dandelion counter appears in the top-righter of
the HUD to briefly show the player how many danaiedi he collected.

The counter is a simple 2D icon with a symbol foe dandelion and a number.
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5.2.3.3 Chalin progress

As the player progresses through a chain, the nupfldgts within the chain is displayed on the batt
middle of the screen. With each button pressed;@nof the player fades in. When the max chain is
reached, the icons highlight in yellow. The hightigignifies that the player can select anotheraattar for
the finishing move.

When the player selects the finishing move, anatter fades in at the end of the chain. After aptewf

seconds, the icons erase.
1 button

5 buttons, fifth button
fades in.

Max chain highlighted

Finishing Move

The icons themselves are 2D images that show t@cter's portrait over a round background thathest
the color of the Xbox360 button. Please check Witlstion 4: Controlso make sure the color coordinate
with any button changes.
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ABOVE: Close-ups of combo icons. The backgrounaicof the icons matches the colors of their
corresponding Xbox360 controller buttons.
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5.2.3.4 Damage

When the player hits an enemy, a particle spawimmdct. The amount of damage affects how many
particles spray out. For reinforcing feedback,damaged character plays a damage animation arrédnju
grunt.

5.2.4 Dialog Windows

Dialog windows appear at the bottom of the screentered. The window includes an expressive 2Drgbrt
of the speaking character to the left. The charactkalog appears in the text box to the righteTh
background color of the dialog is translucent grey.
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5.3 Menus

5.3.1 Start Menu Screens

5.3.2.3 Main Menu

Nightmareuses the standatdialf-Life 2 menu, which includes:
New Game
Load Game
Options
Exit

The menu options are self-explanatory. Within titi@ns page, all the standasalf-Life 2 options are
available, including Key Bindings. Difficult settis do not affect the difficulty dflightmare

In the background of the Menu is a simple 2D imagh “Nightmare” on it. This image is also used the
loading screen.
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5.3.2 In-game Screens

5.3.2.1 Pause Screen
When the player presses start (or Esc on keybdaedjccesses the pause overlay.
The word "Paused” appears in the top of the scigelow it, the player sees:

his current courage level,

his current dandelion count,

his inventory of ultimate weapons, and

his inventory of trinkets.

Due to the fact that source disables the Xbox 38froller in the pause menu, the pause menu ddegve
the player any options.
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5.3.3 End Game Screens

5.3.3.1 Victory Screen

The Victory Screen appears after the player firsshe demo (i.e., after the final boss battle ardirg cut-
scene). It simply confirms the player won and trsahikn/her for playing the game.

5.3.3.2 Credits Screen
The Credits map appears after the victory screérieAn members and external members are credited o

our game. The player can wander around with Ciileathe credits play. To exit, the player walkeoto
an area marked with an EXIT sign. Exiting resttessgame to Neighborhood 1.
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|Section 7: Detailed Level Descriptions

Quick Summary

Raspberry Hill is the introductory level of Nightnea Raspberry Hill is a rural small town in norisgern
USA. Its houses are built in a craftsman style thedtown features Victorian flourishes, such a®imnate
fences and lampposts. Raspberry Hill is a timdlesstion, appearing as it could exist anytime frih
1950’s onwards. However, the further players vienftom home the more twisted and surreal the once-
familiar town becomes. Players even encounter mbhsonsters that they must defeat by using each
child’s unique attacks and combination moves.

Gameplay

Nightmare’s gameplay primary revolves around begatip groups of monsters, though the pace is braken
with the occasional puzzle, platforming sequencéoss fight. The player controls only Aaron astfiand
begins the game just outside his house. He enemu@iCi, whose helpful advice teaches the player to
play. After Aaron combats a small group of morst&iCi joins the team. The two of them battletigh

an increasingly-dangerous downtown before finalgking reaching the park.

At the Raspberry Hill park, the two of them encaura grief-stricken Bernie. When Bernie tells Aatbat

he will soon be moving away, he suddenly transfamttsa monstrous walrus. This battle is the ganfiest
boss fight; if the player is victorious, Berniensithe team. With Bernie’s help, the player exgddhe park
and combat several more batches of enemies befnaing to the neighborhood.

When the three of them return to downtown, howethey find the town ever darker and more dangerous
than before. Here they battle larger groups of fme their way back home. But once they returey find
the terrible King of Monsters, the final boss of fevel. The player must use all of his three abtiars
unique abilities to triumph over this harrowing foe

Objective Summary

Go to CiCi

Get a dandelion to pass the first courage gate

Go to the park

Fight Bernie

Get more dandelions to pass the second courage gate
Go back home

Fight the King of Monsters
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Overview
Campaign

Name: Nightmare
Level Position in Campaign:
o Starting level of campaign
o In later levels, Aaron, Bernie, and CiCi ventureler into the nightmare world in search of
the other missing children . . . and for a way blacke.

Mission Location

Theme: dangerous journey through a twisted neididuat
Mood: spooky and eerie

Setting: nightmarish downtown and park

Time: Dusk

Season: Fall

Weather: Overcast, with a light fog

Mission Difficulty

Start: Easy (1/5)
Middle: Moderately challenging (2/5)
End: Challenging (3/5)

Mission Metrics

Play Time: about 15 minutes
Max New Characters: 8

o Aaron
Bernie
CiCi
Echo mole
Grim grabber
Smileys
Dire walrus

o King of the Monsters
Max Visual Themes: 2

o Neighborhood

o Park

O 0O O0OO0OO0Oo
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Level Details

Level Atmosphere/Mood

Raspberry Hill is normally a peaceful small towrrumal America, but in the world of Nightmare iés
eerily different place. Even through the air ifl,dtushes rustle and barren tree branches witikleeclawed
hands. Structures are twisted into strange prigp@t Bizarre sounds, some distinctly nonhumampie in
the distance. Fog and inky darkness claim muc¢hetown in its dark shroud. And the further avirayn
his house Aaron ventures, the scarier and morecagnézable his hometown becomes . . .

STORY

Introduction

Aaron is moving away tomorrow and all his friends sad. Later that night, he looks out his window
to see Bernie sneaking out of his house. Intriqaretia little worried, Aaron pursues Bernie. He
climbs out his window and as he starts headinggmig’s direction, CiCi chases after him. She was
curious when she saw Bernie leave, but when sheAsa@n leave she didn’t want to be left out.
Despite his better judgment, Aaron decides to i€ &g along.

As they explore the neighborhood, the peacefuéttref Raspberry Hill twist into something more
sinister. Aaron can’t explain it, but CiCi seemdaave all the answers. It's an unrecognizable world
that they can’t seem to escape . . .

In-Game

Aaron creeps outside his house and walks out @ameighborhood streets. The sun sets in the
distance—it’s getting dark out. Out of the coroéhis eye he sees a shadow dart from one tree to
the next. He carefully goes across the streetihgolor Bernie. More shapes move around him, their
forms concealed by the darkness. Aaron looks arocamd suddenly a swarm of tiny wire creatures
crawl out from the shadows, ready to attack!

Aaron and CiCi cautiously walk through the townlkpadooking for their friend. They see Bernie
standing alone in the old baseball diamond, teaeaisiing down his cheeks. Bernie tells them that
he will be moving away tomorrow morning, and thallmever see his friends again. Bernie starts
crying and then suddenly transforms into a monstrealrus.

Reunited, Aaron, Bernie, and CiCi return to theghborhood. It much darker now, and large
footsteps are visible in the pavement. The foltbem, fearing where they may lead.

The trio of children returns back to the cul-de-satside their homes. Standing outside is a giant
crimson monster wearing a golden crown; surroundirggan army of other menacing creatures.
“I'm glad you've returned, young ones. You're dreashall be mine!” With a wave of its hand, the
King of Monsters commands its minions to attacksofiaand his friends.

Extro
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With a roar, the King of Monsters vanishes in denmo of flames. Aaron and his friends rejoice at
their accomplishment. Suddenly, they find theighborhood changed back to normal. The streets
are quiet, save for the gently chirping of crickeBernie is still sad that he’s moving, but even
through he’ll be far away, he knows the three ehthwill always be friends.

Major Areas/Visual Themes

Raspberry Hill

Text Description:

Raspberry Hill is a rural town that could exist etmgre in the northeastern United States. Manhef t
houses here are a century old; they are all budini American craftsman or Victorian architect@tsle.
Many of the objects in the town, such as the feneedlboxes, and streetlights feature ornate wroirgin
designs. Rivers intersect the town at severaltpoiRight now, Raspberry hill is very dark—only tight
from the old streetlamps and the moon provide ilhation.

Visual References
Terrain / Vegetation

Raspberry hill is dense with vegetation.
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The town’s trees are old and gnarly.
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This unusually-colored weeping willow adds to theimnment’s otherworldliness.
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Models

Many of the towns structures, such as this mankao&eprnately decorated.

An interesting Victorian-styled lamp.
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An ornate mailbox.
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A classy stop sign / road sign combination. Nbeinteresting shape of the pole.

Architecture

An example of an American craftsman-style house.
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Some of the buildings have been refitted to fill meles, like this pub / firehouse.

The further Aaron and his friends go from home,rttege nightmarish downtown becomes.
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A good visual reference for the downtown section.

Another set of older shops.
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Reference picture of a post office.

Textures/Lighting

Purple-tinged lighting sets the eerie mood.
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A thick fog hangs in the air.

Lights inside of buildings provide little illumiriah for the children outside.
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Aaron’s adventure starts at dusk.

Characters/Vehicles
o N/A.
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The Park

Text Description:

The park shares many of the same characteristiteeasral Raspberry Hill. However, being so famt
home it's even darker and scarier.

Visual References
Terrain/Vegetation

The park pond at night, complete with some firsflie
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These bright purple flowers can add a splash obictd the scene.
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An outdoor stairwell, complete with decorative idoand rails.

A dirt path through a wooded section of the park.
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The park trees are even more gnarly and intimidatin

Models
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A fountain serves as the centerpiece of the park.
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Iron fences mark the park’s perimeter.

Architecture
o N/A.

Textures/Lighting

QOutdoor lights illuminate the spooky baseball diautho
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Night has fallen by the time the player has readhedpark.

Like the neighborhood, fog hangs the park’s codtian air.
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A few lamps provide for minimal outdoor illuminatio

Characters/Vehicles
o N/A.
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Level Objectives

Primary: Rescue Bernie and defeat the King of Mensst
Secondary: Collect dandelions.
Bonus: Collect the three ultimate items.

Challenge Highlights

Combat
Fight the grim grabbers lurking in the alleyway.

Conversation

Conversation with CiCi.
Conversation with Bernie.
Conversation of the King of Monsters.

Boss Battles

Defeat the Dire Walrus.
Defeat the King of Monsters.

WOW Moments

The Nightmare World (Both): As the player ventuaggay from home, the level becomes more and
more creepy. The subtle change to an eerie atreosghould some as a pleasant surprise to the

player.

Bernie Boss Battle (Park): In the park, the playest battle Bernie’s out-of-control spirit animal.
This is a difficult battle, and because the fat@&afon’s best friend hangs in the balance makes it

memorable.

King of Monsters Boss Battle (Neighborhood): Thienelx of the game, the King of Monsters battle
requires the player to combat not only the Kinggetf) but dozens of his loyal subjects. The
Frogger-esque tactics requires to defeat him vénegameplay from what the player is used to.
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Gameplay Details
Actors

Player

Model(s): Aaron.
Start Location: Aaron’s house.
Motives/Objectives: Find Bernie, and determine whapset him.

Key Actors

Bernie

Model(s): Berne.
Motives/Objectives: Run away from his troubles.
Starting Location: Baseball diamond.

CiCi
Model(s): CiCi.

Motives/Objectives: Find out what upset Bernie.
Starting Location: CiCi's house.

Supporting Actors

The Smileys
Model(s): The Smileys.
Motives/Objectives: Attack the player.
Uses Within Level: A weak enemy that attacks iigéagroups; can fit through small spaces.

Grim Grabber
Model(s): Grim Grabber
Motives/Objectives: Attack the player.

Uses Within Level: A tough enemy that tries to astbplayers. Grab attacks holds characters still,
so the player cannot use their attacks.

Echo Mole

Model(s): Echo Mole.
Motives/Objectives: Attack the player.
Uses Within Level: A large, tough enemy with a mbteinged attack.

Dire Walrus

Model(s): Dire Walrus.
Motives/Objectives: Attack the player.
Uses Within Level: Boss monster that the playertrdegeat in order for Bernie to join the team.
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King of Monsters

Model(s): King of Monsters.
Motives/Objectives: Steal the dreams from the chitdof Raspberry Hill.
Uses Within Level: The final boss that players ndefeat to beat the game.
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User Interface

Pre-Game Information
Into cutscene: Storybook tells players about Aawd his friends, shows Bernie leavings house at
night, sets up first level.

In-Game Information
CiCi tells player about Bernie running off, intraxis him to basic game mechanics.
CiCi joins the team and the two search for Bernie.
Aaron and CiCi encounter Bernie; he transforms th&odire walrus.
Bernie joins the team; the three of them head backe.
Aaron, Bernie, and CiCi encounter the King of M@nst they prepare for battle.
The King of Monsters is defeated and the town resio normal.

Post Game Information
Final Cutscene: Storybook shows Bernie and Aarah@i giving their farewells.
Credits screen.

HUD Elements

Normal Elements Used
o Status Information
o Pause Screen
Special Elements Required
o N/A.
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Gameplay Mechanics

Prerequisite Skills:
Experience using an Xbox 360 controller.

Skills Learned

Basic player movement
Chains attacks
Combination attacks

Blocking.
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Area 1: The Neighborhood
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Description

Start: The player begins the game controlling dxayon, starting outside of Aaron’s home. While
there are no immediate battles, the player encasistveral spooky events. The player hears some
strange noises. A pile of garbage abruptly fallsro A mysterious creature darts through the
shadows before disappearing. The player getsseshat something is wrong with the town.

CiCi: The player encounters CiCi. She tells Aatiwait Bernie ran from his house and then down the
street, towards the park. Tutorial messages alkthe player how to play. CiCi follows the playe
but is not yet playable at this point.

First Battle: A group of swarm monsters attacksgdlager. They only attack in small groups to keep
the fight at easy as possible. This combat isgthesi to ease the player so he feels comfortable
tackling the later challenges.

CiCi Joins: CiCi becomes a playable character.

G1: The player cannot pass through this gate hatflrst collects a dandelion.

Treehouse Puzzle: Sitting on the roof of a housedandelion, just out of the player’'s reach. Ngar
is a cloud of dream dust, trapped in a cage. Tageplattacks the cage to release the dream motes
which thank the player by forming a bridge leadupgto the dandelion. Touching the dandelion
increases the player's maximum health and allowsdbhm to bypass the first courage gate. This
encounter teaches the player about several gamgygégms: jumping, dream dust, dandelions, and
courage gates.

Alley: Getting to the park requires the player &sp through a narrow alleyway. Lurking in this
confined area are several grim grabbers, who atteargmbush the children once the pass by.

The player follows the road to a tunnel that takies to the baseball park.
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Area 2: The Park
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Description

Baseball Diamond: Bernie stands alone in the ceritdre baseball diamond. A brief cutscene show
a distraught Bernie telling Aaron and CiCi that tonow his family moves away from Raspberry

Hill. Bernie then transforms into the dire walrtfse first boss. A barrier rises out of the ground
trapping the player in the baseball diamond.

o For a detailed description of this battle, seeBbes Battles section.

0 After the battle Bernie returns to normal. Hegdllaron about the powerful monster he saw
back near his house.

o0 Bernie joins the player.

o The barrier around the baseball diamond is stitking the player. However, just outside of
the barrier is a light orb. It's too far away fOrCi to hit it with her attacks, but Bernie can
strike it with his ice bolts. Break the orb relesishe dream motes, which form a bridge over
the barrier. This simple puzzle teaches the plapeut Bernie’s ranged attacks.
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Area 3: Return to the Neighborhood
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Description

The player returns to the neighborhood to find the#n more monsters are terrorizing the streets. He
battles his way back to his house on the cul-de\84en he makes it there, he’s greeted by the Kfng
Monsters.

Final Battle: Aaron, Bernie, and CiCi confront tkimg of Monsters, who is standing outside their
homes. The King of Monsters is stealing the dreahtise other children of the neighborhood and only
the player can stop him.

o For a detailed description of this battle, seeBbss Battles section.

o0 Beating the King of Monsters triggers the endingeanatic. The King of Monsters perishes and
the neighborhood returns back to normal. Aarompieand CiCi all rejoice at their victory.
However, their celebration ends once Bernie remesnhell still be moving tomorrow. He’s
still sad, but Bernie tells him that even thoughl e moving away, they'll always be friends.

o The player sees the credits after the final battle.
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Boss Battles

The Dire Walrus Battle

Map
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Gameplay

Dire Walrus Attacks
o Attack 1: the dire walrus fires water projectisshe player, which travels at an arc towards the
player and causes AoE damage upon impact.
0 Attack 2: The dire walrus does a 360 degree turibewiiring a water beam projectile attack,
which deals heavy damage to anyone it hits.
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The King of Monsters Battle

Map
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Gameplay

King of Monsters Stage 1

o

(0]

0]
(0]

The King of Monsters spawns many enemies to attaelplayer, including smileys, echo moles,
and grim grabbers.

Dialog: Throughout the fight, the King of Monsteasints the player, saying his minions are
enough to defeat them.

During this stage, the King of Monsters is invubige.

This stage ends once the player has slain enougkters.

King of Monsters Stage 2

0]
(0]

0]

(0]

o

The King of Monsters breaks into four parts, eadvimg to a separate wall.

Dialog: At this point, the King of Monsters saysreeognizes the children’s abilities and will
deal with them himself.

The parts on opposite walls travel across the efitfee wall as a pair, sending projectiles
between one another. These projectiles do heamaga if they strike the player.

Only one pair fires projectiles at a time; durihgsttime, the other pair becomes vulnerable to
attack. Once both parts of this pair are damagedgh, the pair that is firing switches, and the
other pair becomes vulnerable to attack.

This stage ends once each pair has been damaged twi

King of Monsters Stage 3

0]
0]

o

Stage 3 is a combination of stage one and two.

Dialog: The King of Monsters says its time for thearface his true form. He menacingly rips
off his fake mustache.

This stage follows the same rules as Stage 2, exoepsters spawn during the encounter and
the King of Monster parts move faster.
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|Section 8: Cutscenes

General Description

Cutscenes ilNightmareare 2D, storybook-style drawings with text. Thescehes are presented as though
Aaron is writing a story. The text resembles clatds handwriting (albeitegible), with drawings at the top
and/or intermittent drawings in-text.

References:

8.1 Expository Scene

8.1.1 List of Characters

n/a

8.1.2 Setting

Raspberry Hill neighborhood

8.1.3 Script

My name is Aaron Tarbutton. This is Raspberry.HRlhspberry Hill is where | lived with my best figs. We
lived here since we were little. After school waypbutside and fight monsters with our spirit afsna

One day, my mom said we’re moving away. | told mgrfds and we were all sad.

At night it was dark. | was in my room. | lookedtdbie window and saw Bernie running away! | waitedil
my mom kissed me good night and turned off thetligfhen | snuck out of the house and ran into CiCi...
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8.2 End Scene

8.2.1 List of Characters

n/a

8.2.2 Setting

Raspberry Hill neighborhood

8.2.3 Script

After defeating the King of Monsters with Bernieda@iCi, | went back to my house. My mom yelled a.m
Mom: “Aaron, where have you been! And | thoughdld you to throw those old PJs away, mister!”

| went to sleep very tired.

The next morning, | helped my dad load the car.dA&e away. That was the last time | saw Rasphitty
But | felt good. The King of Monsters is dead ang Imest friends are still there. We will meet agaimmeday.

The End
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|Section 10: Sound and Music

10.1 Music

[NOTE: This section is written as a reference for composer]

10.1.1 Menu Music

10.1.1.1 Main Menu

o Should setup the dream/nightmare-scape of the gsllysterious and a bit spooky-- but still be
somewhat inviting. Could play on the charming niggtavs. scary nightmare juxtaposition.
Music should last at least 1.0-1.5 minutes befooping.

o Something to suit these images:

o Piano:Beethoven Sonata No. 14, C# minor, Op 27 "Moonl$imata”
Slow, dreamy. Has build-up. Perhaps too slow.
o Piano:Schubert, Op. 90 No. 4
See youtube video (link above), time 2:18 to 5:18
Suspenseful, much more action than Moonlight. Résime of a windy night with
violent bouts. A little too heavy on crescendodar title music.
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o ElectronicaiYha Hamaraa, Kuu Lohduttaa Huolestuneita (Amazte press play button)

Has a haunting sound.. actually the whole albuns:deaavoharju

10.1.1.2 Inventory Menu

o The plan, for now, is to just use whatever musglaying in the background (i.e., have no
inventory menu music)

10.1.1.3 Credits Screen

o Music playing during the rolling credits that plafter the player finishes the demo (not the
credits screen available through the main menu).
o Doesn't have to loop (if it's long enough: ~2-3 nins
o No real requirements for this, though somethingtisoothing/relaxing might go nice after the
happy victory music
examples:
Chopin, Berceuse in D Flat Major, Op. 57
Glass, String Quartet No. 3 Mishima/Closifpgess grey play button next to title)
Please Believe in M&0s/60s-ish

10.1.2 In-Game Music

10.1.2.1 Ambient

o Plays (loops) when the player is wandering aro&@tabuld be long enough so that it's not
obnoxiously repetitive when it loops-- 2+ mins? @anbe annoying in any way and shouldn't be
overly-expressive (i.e., overly dramatic, sad, hyampc...).

o Music Box:http://www.sounddogs.com/previews/3993/mp3/5972T9USDDOGS __ wo.mp3

Music boxes have a certain, dreamy surrealistindou
o Music Box:http://www.sounddogs.com/previews/3993/mp3/5970&2JSDDOGS __ ki.mp3
This clip is trippy; not 100% on it but there's sething quirky about it that | like
o SymphonyBeethoven Symphony No. 7 in A, Op. 92, #2
See youtube video, from time 0:00
| like the melody; catchy; quiet, surreal (to me);
great build, starting at 1:50
o ElectronicaRatatat, Shiller
reminds me of the x-files
o ElectronicaRatatat, Shempi
like the midi feel to it, very retro
feels very free, eccentric
o Electronica: Air, Night Sight
It's the song that plays when you visit their albaebsite:http://www.pocket-
symphony.com/
not very dark but.. feels like you're wanderinguand outside at night
o ElectronicaExplosions in the Sky, First Breath After Coma
| like the beat in beginning.. like a pulse
adventurous, open, free with a certain amounted@hess/dream-quality to it
o 7?7 :Hirasawa Susum8hizuku Ippai no Kioku (Paprika Original Soundtrack
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overall, a bit too overpowering to be the main aanbsong
however it has a phantom-parade theme that's catalgirt be another direction the
ambient music could go

10.1.2.2 Action

o Plays (loops) during battle sequences. Shouldgeretrand convey a sense of danger and
challenge. Could be shorter than the ambient mustg- minute.
o Piano:Schubert, Op. 142 No 4
Staccato, melody in minor; dramatic trills
o Strings:Kronos Quartet performs Phillip Glass, String QeiaNo. 2, || Amazon preview; must
press the tiny grey play button to hear)
dramatic; build up. Strings feel energetic.
o ElectronicaRatatat, Gettysburg
Not stressful, but still 'anxious'
Wouldn't mind having to listen to this loop
o ??: Hirasawa SusumKairou no Shikaku (Paprika Original Soundtrack)
Reminds me of final fantasy battle sequences.

10.1.2.3 Victory Loop

o Victory song plays at the end of the demo, wherptager finishes the game. Should sound
rewarding-- upbeat, happy

o Music Box:http://www.sounddogs.com/previews/3551/mp3/242681IUNDDOGS Mu.mp3

o Music Box:http://www.sounddogs.com/previews/3551/mp3/2441TUNDDOGS Mu.mp3

o Music Box:http://www.sounddogs.com/previews/3551/mp3/2441THJNDDOGS Mu.mp3

10.1.2.4 Defeat Loops

o Defeat loop should be brief-- covering at lease&amds. Would be looped until the player
presses a button to continue. The player 'loodeshvwhe party runs out of courage; consumed
by fear.

o Piano:Schubert, Op. 90 No. 1

See youtube video, time 0:00 to 2:25
the guy's face is funny.
single-hand bits are depressing, lonely, hollowetju

o 7?7 :Hirasawa Susum@u Mono (Paprika Original Soundtrack)

spooky, scary

10.1.2.5 Suspenseful Ambient

o Loops. Variation of the ambient with additional eme suspense and/or "spookiness". Played
when player returns to the neighborhood, onlynd that it's been overrun by the King of
Monsters. This music builds suspense up to theepgncounter with the final boss of the
demo.

Electronica: Daedelus, Our Last Stand
Too upbeat for the game but has great energy;rfpatsed bpm and great build
Particularly like the sound that trickles in at ~2:1
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10.2 Sound Effects

10.2.1 Menu Sounds

For main menu and pause menu.

Nightmare

Location Description Filename
Menu button selection| small ‘click’ menu_select.wav
Menu button press .

. chime menu_press.wav
(activate) _
Menu back reverse click or chime menu_back.wa

10.2.2 In-Game Sound

10.2.2.1 Character Sounds

Location

Description

Filename

Aaron's Paw Swipe

lion attack growl; powerful swgmeind

a_swipe.wav

Aaron's Pounce

lion pounce growl

a_pounce.wav

CiCi's Shell Strike

heavy hail

c_shellstrike.wav

CiCl's Bomb Shell

'lift off' heavy rocket sound, followed by bomb-ting and
hard impact. Impact sounds less like a bomb, mbkeea
heavy boulder landing.

c_bombshell.wav

Bernie's Ice Bolt

blowgun sound; a bit heavier to reflect heavinddb®ice
bolt

b_icebolt.wav

Bernie's Tsunami

giant wave rising and falling, followed by rapidiyshing
river and some splashes

b_tsunami.wav

Enemy impact 1

monster bellow (for all enemies)

neyebellowl.wav

Enemy impact 2

monster deeper bellow (for all emsni

enemy_bellow2.wa

Enemy impact 3

monster higher bellow (for all eneshi

enemy_bellow3.wa

Enemy dead

monster dying sound (for all enemies)

emgndeath.wav

Grim Gripper aggro

war cry, roar for tk&im Gripper

enemy_roarl.wav

Swarm aggro

war cry, roar for tievarm

enemy_roar2.wav

Boss aggro

war cry, roar fofid and theKing of Monstergbosses)

boss_roar.wav

Echo Mole shoot

"sonic" attack; monster breathemith shoots a sonic wave

from theEcho Mole'smouth

mole_shoot.wav
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10.2.2.2 Object Sounds

Location Description Filename
Courage pickup short series of ‘powerup’ chimes ragmiwav
Dandelion pickup light, airy chime like a cool bzee dandelion.wav
Trinket pickup small chime like picking up coins inkket.wav
Streetlight pn switch sound streetlight.wav
Dream Dust cage opened sound of a metal or iroe begpking open ddcage.wav
Dream Dust released "magic sound" like fairies mrdxchimes ddrelease.wav

10.2.2.3 Ambient Sounds

Location Description Filename

Park, shrubbery cricket chirps (loop) ambient_cricket.wav
Park, pond frog croaks (loop) ambient_frogs.wav

Park, pond Almost-still water ambient_pond.wav
Neighborhood, house dog barking ambient_dogbark.wav
Neighborhood, house cat meow ambient_catmeow.way
Neighborhood, house cat screech ambient_catscreech.wgv
Neighborhood, house junk falling, like a trash Gdn ambient_junkfall.wav
Neighborhood, house junk moving (like a rodent inagh can) ambient_junkmove.w|av
Neighborhood, house sprinkler ambient_sprinkler.wav
General Light wind ambient_wind.wav
General Water drip ambient_waterdrip.wa
General Heavy monster footsteps steps_heavy.wav
General Light monster footsteps steps_light.wav
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10.3 Voice

Nightmare Dialog & Screen Text

"no VO" means there is no voice over. In other words, just screen text.
"Specific" means the dialog relates to

specific event or not.

Nightmare

Event

Speaker

Dialogue

Caption?

entity name
When player first sees CiCi CiCi Eek! Monsters! Help me, Aaron! Yes tut01_01
Tutorial Text no VO To move, use the left analog stick or Yes tut01_02
WASD.
Tutorial Text no VO To attack, face your target and press ‘A’ Yes tut01_03
or click the left mouse button.
Tutorial Text no VO To chain an attack with Aaron, use his Yes tutol_04
attack multiple times. Aaron's max chain
is 4 hits.
After CiCi's tutorial; repeated | CiCi | saw Bernie head towards the park. Let's | Yes plot01_01
when player heads the wrong go find him!
way.
Tutorial Text no VO CiCi joined your party. To make CiCi Yes tut02_01
attack your target, press 'X' or click the
right mouse button.
Tutorial Text no VO To chain an attack with CiCi, use her Yes tut02_02
attack multiple times. CiCi's max chain is
2 hits.
Tutorial Text no VO You can now use Finishing Moves. To Yes tut02_03
create a powerful attack, chain an attack
with Aaron or CiCi. When you reached
the end of the chain, use your friend's
attack to finish your enemies.
When player encounters a CiCi We're not brave enough to go in there Yes gate
gate but isn't strong enough yet. Let's find some more dandelions!
yet
First red monster CiCi Oh no! That's a red monster. They're Yes tut03_01
really tough.
Trinket discovery CiCi Ooo! It dropped a toy! Yay! Yes tut03_02
First glowing orb CiCi Look up! It's a dandelion. We can'treach | Yes tut04_01
it from here.
First glowing orb CiCi But wait, | think | see Dream Dust up Yes tut04_02
here. Looks like it's trapped in the iron
cage.
First glowing orb CiCi If we hit the cage, | bet we could set it Yes tut04_03
free.
First glowing orb CiCi Maybe you can jump on these to reach it? | Yes tut04_03
First dandelion CiCi This is a dandelion. If we find enough of Yes tut05_01
these, we can wish for more courage!

First grabber CiCi Monster-- watch out! It's trying to grab us. | Yes tuto6_01
Treehouse puzzle CiCi Look! There's another one of those iron Yes hint01_01
cages in the treehouse.

Treehouse puzzle CiCi Let's use that bridge to cross over the Yes hint01_02

fence.
Player meets Bernie, pre- Aaron Bernie? What are you doing out here? Yes plot02_01
Walrus Mid
Player meets Bernie, pre- Bernie [SNIFF] I don't want to leave Raspberry Yes plot02_02
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Walrus Mid Hill!
Player meets Bernie, pre- Aaron It's dangerous out here. Let's go back Yes plot02_03
Walrus Mid home.
Player meets Bernie, pre- CiCi Aaron, I'm scared! Yes plot02_04
Walrus Mid
Player meets Bernie, pre- Bernie NO! [SNIFF SNIFF] ... I'm running away! | Yes plot02_05
Walrus Mid
Player meets Bernie, pre- Aaron Bernie, no! Yes plot02_06
Walrus Mid
Bernie transforms into CiCi What's happening?! Bernie's a... a Yes plot02_07
Walrus Mid monster!
Bernie transforms into Aaron Quick, CiCi! We have to save him! Yes plot02_08
Walrus Mid
Walrus Mid defeated; Bernie | CiCi You ok, Bernie? Yes plot03_01
returns to normal
Walrus Mid defeated; Bernie | Bernie How did you guys get here? Yes plot03_02
returns to normal
Walrus Mid defeated; Bernie | Aaron We followed you into the baseball Yes plot03_03
returns to normal diamond. Then you turned into this huge
monster!
Walrus Mid defeated; Bernie | Bernie The King of Monsters told me | could hide | Yes plot03_03
returns to normal here...
Walrus Mid defeated; Bernie | CiCi King of Monsters? Yes plot03_04
returns to normal
Walrus Mid defeated; Bernie | Bernie He.. said | didn't have to move away! Yes plot03_05
returns to normal
Walrus Mid defeated; Bernie | Aaron Bernie, it's not safe here. We have to go Yes plot03_06
returns to normal back.
Walrus Mid defeated; Bernie | Bernie No.. The King of Monsters is there. Yes plot03_07
returns to normal
Walrus Mid defeated; Bernie | Aaron What are you talking about? Yes plot03_08
returns to normal
Walrus Mid defeated; Bernie | Bernie He's going to take over Raspberry Hill... Yes plot03_09
returns to normal
Walrus Mid defeated; Bernie | CiCi Mommy! Daddy! Yes plot03_10
returns to normal
Walrus Mid defeated; Bernie | Aaron We have to save Raspberry Hill! Yes plot03_11
returns to normal
Walrus Mid defeated; Bernie | Bernie He's too powerful! We'll loose for sure! Yes plot03_12
returns to normal
Walrus Mid defeated; Bernie | Aaron Not if we find more dandelions. How do Yes plot03_13
returns to normal we get out of here?
Walrus Mid defeated; Bernie | CiCi Aaron, Bernie... look! There's an iron Yes plot03_13
returns to normal cage up there.
Walrus Mid defeated; Bernie | Aaron There's nothing to jump on... | can't reach | Yes plot03_13
returns to normal it.
Walrus Mid defeated; Bernie | Bernie Maybe I can... Yes plot03_13
returns to normal
Tutorial Text no VO Bernie joined your party. To make Bernie | Yes tut07_01
attack your target, press 'B' or click the
middle mouse button.
Tutorial Text no VO To chain an attack with Bernie, use his Yes tut07_02
attack multiple times. Bernie's max chain
is 3 hits.
escape from baseball CiCi Look! The Dream Dust made a bridge. Yes hint02_01
diamond hint
First mole Bernie [Screams] No tut08_01
First mole CiCi Bernie's such a sissy. It's just a mole. Yes tut08_02
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First mole Aaron Careful guys-- he looks dangerous. Yes tut08_03
Aaron finds his Ultimate Iltem | Aaron My Liontron action figure! | thought I lost Yes ultimate_aaron

this!

Aaron's Ultimate Item; no VO You found Aaron's Ultimate Item! Aaron's | Yes ultimate_aaron_txt
displayed after dialogue max chain increased to 5.
CiCi finds her Ultimate Item CiCi We found my Binkie! Yes ultimate_CiCi
CiCi's Ultimate Item; no VO You found CiCi's Ultimate Item! CiCi's Yes ultimate_CiCi_txt
displayed after dialogue max chain increased to 3.
Bernie finds his Ultimate Item | Bernie All right! My Super Slippy watergun! Yes ultimate_Bernie
Bernie's Ultimate Item; no VO You found Bernie's Ultimate Item! Yes ultimate_Bernie_txt
displayed after dialogue Bernie's max chain increased to 4.
Aaron's "woot" for woot Aaron Awesome! No woot_aaron
occassions
CiCi's "woot" for woot CiCi Yippie! No woot_cici
occassions
Bernie's "woot" for woot Bernie Hooray! No woot_bernie
occassions
Aaron's hurt sound Aaron ow! No hurt_aaron
CiCi's hurt sound CiCi Owie! No hurt_cici
Bernie's hurt sound Bernie Omph! No hurt_bernie
Aaron's attack sound Aaron Take that! No attack aaron
CiCi's attack sound CiCi Pew pew pew! No attack_cici
Bernie's attack sound Bernie Pow! No attack bernie
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|Section 12: Technical Summary

12.1 System Requirements

12.1.1 Minimum Requirements

Processor: Intel Pentium 4 1700 MHz

Display Card!: DirectX 8 compatible graphics card
Memory: 512MB

Free Disk Space: 5GB

Operating System: Microsoft Windows 2000/XP/Vista

12.1.2 Recommended Requirements

Processor: Intel Pentium 4 3000 MHz

Display Card!: DirectX 9 compatible graphics card
Memory: 1024MB

Free Disk Space: 5GB

Operating System: Microsoft Windows 2000/XP/Vista
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