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SECTION 1 — CONCEPT

1.1 High Concept
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1.3 Back Story
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SECTION 2 — GAMEPLAY

2.1 Overview
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2.1.4 Combat
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2.3 Core Gameplay Mechanics
2.3.1 Player Movement/Interactions
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2.3.3 Combat/Health/Weapons

2.3.3.1 ATTACKS
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2.3.3.2 PICKUPS/POWERUPS/OBJECTS
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2.3.3.3 DIVINE FAVOR POINT SYSTEM
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2.3.3.4 WEAPONS/ITEMS
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2.3.3.4.4 Runner Mask
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2.3.3.4.5 Guardian Mask
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Section 2 Appendix: System Use Case Scenarios

60 SECONDS OF GAMEPLAY

E | 77%7 77%7 -> 2.
77%7 -0  .@2 +! )&*!
* 2 D* & | 7 *&
(.9 NEL 1w &!
o210+ 1) 9 )
L&l 1) , 2
x kg ( !
+11& ) (- 12!
& & (2 &' 9

E I /12
) 91 ! :
I 2&* + + , 1
( '&*& * 12& *9 ,
G !B (& !
)&+ 1 1+& > ?
ot Hz =, ) (

E 120 1 (1
*9$, 1@ ) * 2*@ +1
P (&, ) |
+1)&¥ 1@ T%TT@!
& A ! (90
1)y *9E , 2(
, W (o
119

I ++&& !, 1))
P& ++, 1 ( ) )
+ &* T* 1, %1 &! 2

E + ol 1&* 2& (
) && ! ! ) A) ! !
< %l , +1)&*!
+ &, & +128&&+! 2
B &@ * :! 2! +&* 9
2+ % ! ) +12
&! 1@ , * ! ! I
0 2& ) * + IF

@ * , V' 77%7
, 2 911
I *10,) O- !
/ && * 1
1&+ & )&* 1 &*
! * I &9
+ ! N,
@ @1 ('@ ! .,
+ * *!
) ++ & 9E
n&* 2 &@ !
2& +*D , 1@
& ) 91 !
* 1 +1)& 9E !
9
1& ) &&, 1)
2&& ,*@ + 1 9
LI +) &*
X9 P (&@*
* (@ )
| *
y( 1) - 7%77

%2, 9E!I*
2 %) )R
1o
* A) E B (&A)
26 ()97 @
9E N, |
*9E: B! 2( @
2& < %l
)& 9E 12& 21&2 0
>H?9 $, 1@ * ! & (

4 | 565



ALTERNATE PATHS
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SHRUNKEN HEAD
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SECTION 3 — CHARACTERS

3.1 Player Characters
3.1.1 Kuulu Kuulu Racer
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3.2 Non-Player Characters

3.2.1 Steve
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SECTION 4 — WORLD LAYOUT

4.1 Game World Overview
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4.2 Level Description

QUICK SUMMARY
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GAMEPLAY OVERVIEW
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SACRIFICE IN PARADISE’S gameplay is all about running fast and agile maneuvering. Players must avoid
periodic attacks from the Uluuk and rival Kuulu Kuulu racers. Additionally, the island itself provides a
cornucopia of challenges, involving temperamental turtles, swift river rapids, and molten pools of lava.
Whatever the challenge, a runner’s goal is always to reach the sacred altars before the competition. If a
player is falling behind in the race, he may follow alternative paths in order to collect shrunken heads that
grant the player additional Divine Favor points. Winning the race brings a great sense of satisfaction,
because every other sprinter (and even the island itself) stood in the way of victory.

4 5 565



Y4 1 $ 0,,+' >

$ ! T7%7 77%7 && ) t&@& 2 + 19 * 1 &*1A) & +!  + 9
? 1 $:%7 & @, ! ! )& @ +1 1 + 9

4 55 565



4.2.1 Technical Overview

MISSION LOCATION
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4.2.2 Technical Details
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4.2.3 Gameplay Details
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LEVEL MAP WITH KEY
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AREA SKETCHES
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4.3 Gameplay Walkthrough/Detailed Map Description
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4.3.1 KUULU KUULU Village
This is the starting point of the race. The Kuulu Kuulu racers spawn behind a giant gate that holds everyone

in the fenced-in village for about 15 seconds until the race starts. During this time, players can orient
themselves to the course and taunt one another. While players can equip masks, they cannot activate their
powers until the gates lower. Five seconds before the race starts, a racer is randomly chosen to be the
Uluuk and the transported to the first spawn point. The gate then lowers, allowing the players to begin the
race.

There are no obstacles in the Kuulu Kuulu village.

VAl HHEH HHEH* % $
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4.3.2 BIA LANI Beach

The beach is the beginning section of the race and is appropriately enough also the easiest. It begins with
an empty stretch of track that gives players an opportunity to test their abilities and equip a mask of choice.
General obstacles, such as wooden heads and quicksand, appear gradually and are easy to avoid. Since it
is in the open area of the beach, the path is marked through use of environmental objects such as small
pebbles, bamboo fencing, a jungle tree border line, or the ocean. The river in this section of the race is slow
moving and poses no additional danger to the players. A giant statue looms over a section of the track,
showing the players what the Kuulu Kuulus think of their god Steve.

? ( '6H 9

GENERAL OBSTACLES

Wooden Heads
o Players must maneuver around this mundane obstruction. The large wooden heads limit the

players’ use of the speed mask on straight-aways, in addition to looking ominous.
0 Implementation: Static meshes

Quicksand
o Players move slower when running through this obstacle. Players can avoid quicksand by
jumping over it.
o Implementation: Quicksand texture over shallow pit with a default physics volume inside to limit
maximum speed.

Water
o Players move significantly slower when swimming water.
0 Implementation: Water volume.

KEY OBSTACLES

Rickety Bridge
o0 A-rickety wooden bridge stretches over this section of the river. Some of the planks are weak
and fall a moment after a player runs over them. There are no guardrails so players can also
push one another off into the river. Even after all the planks have fallen, there are still enough
for players to leap across. The shrunken head here is underneath the far side of the bridge, and
only accessible to those who have fallen off.
o Implementation: Volumes, movers, and triggers.

Overpass
0 The intersection here is a bridge. Players initially run under it, around the loop, and then pass
over it to continue with the course. Pushing rival players off the bridge can set them back

significantly. Alternatively, players can jump on the platforms on the side of the incline as a
shortcut.

0 Implementation: Static mesh.
Waterfall
o0 A bridge here passes right alongside the rushing waterfall. Several shrunken heads are hidden
at the base of the falls, although it is difficult to return to the path once a player has obtained
these.
o Implementation: Panning textures and particle effects.
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4.3.3 The Jungle
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GENERAL OBSTACLES

Trees and Rocks
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0 Trees and large rocks block the player's movement and divide the path. Both of these help
control the use of the speed mask during quieter sections of the track. Some trees have wooden
platforms on them that players can jump upon.

0 Implementation: Static mesh.

Pits

0 These are open pits covered with large leaves and sticks. This debris is weak, however, and
players that move over it will fall into the pit. Jumping allows players to easily escape (or avoid)
pits. The material over a concealed pit stands out slightly from other objects in the course,
allowing observant players to avoid them entirely. Some pits have tiny spikes on their floor,
preventing players from jumping out (they have to walk).

o0 Implementation: Movers and triggers, with a physics volume for spike pits.

Quicksand

o Players move slower when running through this obstacle. Players can avoid quicksand by
jumping over it. Placing shrunken heads or masks in quicksand can force players to make tough

decisions.

o Implementation: Quicksand texture over a shallow pit with a default physics volume inside to limit

maximum speed.
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KEY OBSTACLES

Treetop Path

0 The path at this section of the course forks to the left and right. However, player can head
straight through this section by jumping on the wooden platforms along the trees. Some
shrunken heads are on out-of-the-way platforms. Falling, however, lands players in a patch
of quicksand that bogs down their movement.

0 Implementation: Static meshes.

Rolling Log

o A large waterwheel floats in the river, forming a bridge between the two sides. The wooden
object is snagged on a pair of rocks (so it doesn't float away) but the water current still
causes it to rotate. Players must carefully run over it American Gladiators-style or fall in the

river.
o0 Implementation: Mover.
Falling Trees

o Collapsing trees line this seemingly quiet section of the track. However, when players get
too close the trees collapse and squash and players they fall upon. Fallen trees block
player's movement, although they can be jumped over. Players using the runner mask can
run fast enough to avoid the falling trees without stopping.

o Implementation: Movers and triggers.

Turtles

o Several large turtles swim against the current along the river. These turtles function like
platforms, but when they are jumped upon they drift downstream, plunge underwater, or roll
onto their side. Players must be fast to get past this obstacle.

o Implementation: Movers and vertex-animated meshes.
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4.3.4 AHI'LUNA Volcano
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GENERAL OBSTACLES

Rocks
0 Rocks block the player's movement and line of sight. Rocks can also help control the use of the
speed mask during quieter sections of the track.
0 Implementation: Static mesh.
Platforms
0 These stone platforms jut out of the bubbling lava. Players can jump on them to transverse
dangerous sections of the track. Some platforms slowly sink when a player lands on them, so be
careful.
o0 Implementation: Static mesh, possibly as a mover.
Cliffs
0 The steep paths along the volcano track are extremely hazardous. The path here is very
uneven, and careless players can fall (or be shoved off) the edge. They may fall down to lower
sections of the spiral path or may even fall to their doom
o Implementation: Terrain editing and falling (kill) volumes.

Steam Vents
o Scalding steam hisses from cracks near the top of the volcano. Players that run over a steam
vent are shot into the air and may go flying off the track or into other hazards. In some
instances, players can use steam vents to reach normally inaccessible sections of the tracks,
leading to shortcuts or shrunken heads.
o0 Implementation: Physics volume and particle emitters.

Lava
o Pools of lava are scattered along the volcano section of the track. Players who fall into the lava
die instantly.
o Implementation: Lava volumes.
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KEY OBSTACLES

Pillars
0 Several stone pillars jut out of a river of magma, with a large stone structure at the center. A pair
of long narrow platforms extends from its center and rotates around it in opposite directions.
Players can cross by jumping across the pillar or riding along the platforms. However, the pillars
slowly sink into the lava when a player lands on them. Additionally, the upper totem pole
platform can push players off the lower platform when they intersect.
o0 Implementation: Movers, lava volume.
Bridge
o0 A narrow stone bridge stretches over a river of magma. There are no guardrails so players can
be shoved off of it. Additionally, players can leap off the bridge to access the deadly lava path,
described below.
o0 Implementation: Static mesh.
Lava Path
0 To pass this exceptionally deadly alternate route, players must jump along a series of sinking
platform up a river of lava. A steam vent launches players to the caldera.
Leap of Faith
0 The path ends over a huge chasm of bubbling lava. The course continues at the other end of
the lava sea, but at an even higher elevation. The jump appears to be impossible, but three
large steam vents emit powerful updrafts that players float on. Players must jump and float on
the geyser currents until they are at a high-enough elevation to float to the next updraft. Runners
that miss fall to their doom. Small stone platforms with shrunken heads rest near the base of the
geysers, as a reward for adventurous players. Alternatively, players can take the giant macaws
to cross instead, as described below.
o Implementation: Physics volumes, particle emitters.
Giant Macaw
0 Home to the Kuulu Kuulu's island is the elusive giant macaw. These birds fly around the volcano
(as denoted by the blue path) carrying simple woven baskets. Players can jump on the baskets
to let the colorful birds take them to a different part of the map. Players can avoid the leap of
faith, or take all three macaws to arrive near the volcano’s caldera. However, the strong winds at
this elevation can push players off of the bird before they arrive.
o Implementation: Movers with vertex-animated meshes attached, with physics volumes for the
wind.
Caldera
0 The volcano’s caldera is the finish line of the course. Players must leap into it to conclude the
race. Updrafts slow the player’s decent and make their fall seem especially dramatic.
o Implementation: Lava volume, physics volume, game completion trigger.
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Section 5 — User Interface

5.1 Game Screens
5.1.1 Game Screen and HUD Mockup
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5.1.2 Game Title and Option Screen
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5.1.3 Win Screen
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5.1.4 HUD Elements

5.1.4.1 DIVINE FAVOR POINTS INDICATOR

1 ! L)&*
Y1 8 11+ 19
)& * | & & + !
) I &*l &
(1 +)! '($ 9/

| & & + N

)& & + 1($ 9

Y -1, ),

5.1.4.2 PLACEMENT INDICATOR
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5.1.4.3 MASK SELECTION INDICATOR
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5.1.4.4 NAVIGATION INDICATOR
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5.2 Controls
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5.2.1 Xbox 360 Controller Configuration
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5.2.2 Keyboard and Mouse Configuration
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