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1. Game Overview

1.1 Game Concept

The Walk Out (WT) is an improvisational theater production directed by Prof. Sylke Rene Meyer
(Television, Film, and Media Studies). It takes the reality-based, biographical spaces of the Lincoln
Heights High School, and the Church of the Epiphany in Lincoln Heights as a starting point to
investigate and reveal power structures inherent in space, social structure, its actors, and objects. This
project will adapt and situate the East L.A., 1968: "Walkout!' in the context of current academic
institutions. The project will improvise all story segments based on the real events and translate this
specific spatial and linguistic framework, that employs projection technology, into improve theater, and
game play. The computer sciences team would contribute to the theater play by adding a digital
component to the production concerning artificial intelligence as a co-creating actor. This Al actor is
capable of interacting with human actors, and that makes independent decisions and learns while in use.

1.2 Game Genre
Action-Adventure and Survival

1.3 Target Audience
Teens 13 and older (T). Contains cartoon, fantasy, mild violence, mild language and/or minimal
suggestive themes

1.4 Game Flow Summary

The game will have a sense of urgency due to the main enemy constantly chasing the player. The player
will be forced to go through a door to temporarily escape the enemy. Upon opening a door, a random
room will spawn. Within each room, the player will have to complete an objective in a limited amount
of time. Each room will also generate a random condition that will either work against the player or
assist them. The condition applied to the room will be applied at random, which will make the gameplay
unpredictable.

1.5 Look and Feel

In this game the player will find themselves trapped in a world like we know it today but not quite.
Having the work your way out of the infinite Alleyway and finding different challenges along the way.
Every new challenge will present itself as a room or new level letting the player progress to the next
challenge. This will continue until arriving at the final boss battle to finally escape this infinite alleyway.

2. Gameplay and Mechanics
2.1 Gameplay

2.1.1 Game Progression
The game shall begin in a long hallway. The player will have to explore rooms in order to make progress
in the game. Within each room, the player shall complete an objective and meet the NPC that resides in
that room. Once the objective is complete, the player shall interact with the NPC. The NPC shall award
the player with an object or an ability that will be required for the final encounter against the Machine.
2.1.2 Room / Challenge Structure
Each room shall contain the following mechanics:

- A single objective

- A random condition



- Minimum of 1 NPC
An objective shall be assigned to each room. The player will have to complete the objective by a certain
amount of time. If the player fails the objective, they are sent back to the hallway and their progress will
be reset.
A random condition shall be generated and applied when the player enters the room. Each condition is
designed to either hinder the player’s movement or facilitate the player’s objective. These conditions
shall not create scenarios where progression is impossible.
An NPC shall be present in each room. The NPC shall award the player with either an object or an
ability once the objective is completed. The NPC shall disappear from the room once the objective is
completed.
2.1.3 Objectives
Each room shall contain an objective. The objective will be listed on the players Heads Up Display
(HUD) on the lower (direction) of the screen. The objective will be in the form of a riddle. The riddle
will give enough information for the player to figure out the objective.

2.2 Mechanics
2.2.1 Physics
The player, NPCs, and machine shall use Unity’s (Game Engine) default physics. Gravity can only be
adjusted by a condition or level. The player, NPCs, and the Machine shall not be able to go through
objects that are defined as solid. The player, NPCs, and the Machine shall also slide on a surface that has
no friction, such as ice.
2.2.2 Movement
The game will take place in a 3-Dimensional space and shall be in a first-person perspective.
I. Player
The player shall have the ability to walk, run, crouch, and jump on various 3D generated environments
and objects. The player’s abilities shall be implemented with the following mechanics:

e Walk — The player shall have the ability to move at a standard rate of speed
Sprint — The player shall have the ability to move at a faster rate of speed
Crouch — The player shall have the ability to become smaller
Jump — The player shall have the ability to jump and drift towards a direction while in the air.
The jump mechanic will have a standard rate of gravity applied to it.
Aside from the previously mentioned mechanics, the player will also have a life bar. This life bar will
begin with a count of 100. When the player takes damage, the life bar will be reduced by a certain
amount of points. The player will also have access to recovery items that will enable the player’s life bar
to recover by a certain amount. The recovery items will have no effect if the player’s life bar is full. The
amount of recovery/damage a player receives will vary by object.
The Player’s movement will use the following controls:

Key Movement
A Left

D Right

W Forward

S Backward
Spacebar Jump

Shift + (A, D, or W) Sprint
CTRL Crouch




| Left-Click | Use Weapon |

I1. Machine (Enemy)
The enemy will be able to walk, run, imitate, swing, and shoot. The enemy’s abilities shall be
implemented with the following mechanics:
e Walk — The machine shall have the ability to move at a standard rate of speed
¢ Run — The machine shall have the ability to move at a faster rate of speed
e Jump — The player shall have the ability to jump and drift towards a direction while in the air.
The jump mechanic will have a standard rate of gravity applied to it.
Swing — The machine shall have the ability to use an appendage to damage the player .
Shoot — The machine shall have the ability to shoot projectiles

Front facing view of current Machine implementation

Rear view of current Machine implementation



The machine will also have a health bar. The machine will not be able to recover any of its health, it will
only be able to take damage. When the machine receives damage, its health bar shall be reduced. The
amount of points that will reduce the Machine’s health shall depend on the object that is being used
against it
I11. Non-Playable Character (NPC)
There will be 10 NPCs scattered throughout the rooms. Each room shall contain at least one NPC. Each
NPC will have the ability to walk, run, and jump. Each NPC’s abilities shall be implemented with the
following mechanics:

e Walk — The NPC shall have the ability to move at a standard rate of speed

e Run - The NPC shall have the ability to move at a faster rate of speed

e Jump — The NPC shall have the ability to jump and drift towards a direction while in the air. The

jump mechanic will have a standard rate of gravity applied to it.

Each NPC will also have a Friendship Meter. The Friendship Meter shall be filled once the player
fulfills the objective in the level.
2.2.3 Objects
The player shall be able to pick up various objects throughout the game. The player’s heads up display
will notify the player if an object is interactable by displaying an icon. The alert icon shall appear once a
player is near an interactable object. The icon will disappear when the player moves away from the
object.
Doors shall be objects that the player can interact with. The player shall be able to open and close doors.
The player will be able to go through a door only if the door is open.



Recovery Items

For future updates we will add items that might help the player to progress through the game including;
change condition power up, health pack, or slowness for the cop.

Weapons

For future updates we will add weapons that can be collected along each challenge. These weapons will
be hidden to the player for additional difficulty and can be used in the final boss level.

2.2.4 Actions

Player & NPC Interaction — The player shall have the ability to interact with the NPC once the objective
is cleared in the room. The player must approach the NPC and use the right-clicker on the mouse to
interact with them. The NPC will award the player with an item or ability once they are finished
interacting.

Player & Machine Interaction — The player will be able to interact with the machine once they are able
to gain access to the boss room. The player will use the right-clicker to interact with the Machine.

2.2.5 Combat

Player vs Machine

The player will never be able to hurt the Machine until the final boss level. This will be the only time
where the player can finally stop running and defeat the machine.

2.2.6 Screen Flow

The game will be in a first-person perspective. The camera will only allow the player to see what is in
front. The player will have to rotate to view what is around them.

2.2.6 Conditions

Each room shall have a condition applied to it when the player initially walks into the room and the door
closes. The conditions shall only be applied to rooms and will not be applied to the hallway.

List of Conditions

Name Effect

The Floor is Lava The room’s floor asset shall change to a lava asset
and shall deal damage to the player. The game
shall spawn rocks on the floor such that the player
may traverse through the room and still be able to
complete their objective.




Camera Flip The player’s camera will become inverted every
5-10 seconds. The player will still retain their
normal controls.

Shrink The player will become smaller, but the level and
objects will remain the same.

Super Speed The player’s movement speed will be increased
significantly.

Super Strength The player shall be able to pick up heavier objects

Foggy Fog will appear throughout the entire room which

will hinder the player’s visibility.

Example of floor is lava condition in testing room

2.3 Game Options
The game shall contain a pause, resume, and quit options. The options will be available using the
following controls:

Event Key
Pause (Freezes game state) P
Resume (In pause interface) P
Quit (Prompt quit menu) ESC
Quit Game (In quick menu) ESC

2.4 Replaying and Saving

Replaying — Once the game is beaten, the player will have the option to continue. If the player chooses
to continue, the game will reset, but the player will be able to keep all items and abilities. Everything in
the game will be the same, except that the number of conditions applied to each room will increase by 1.



Meaning, that if the game is beat once successfully, then 2 conditions will be applied to each room. If
the game is beaten twice, then 3 conditions will be applied to each room and so on until the player quits,
fails an objective, or dies.

3. Story, Setting and Character

The back alley world of RAM looks like American back alley. The world of the middle and upper class
however appears to be incomprehensible. It is hard for the player to understand what to do and how to fit
in. Everything is absurd and doesn’t make sense. The rooms are super weird but in some way desirable.
The player feels constant stress and uncertainty. NPCs in the privileged world use language that the
player cannot clearly understand. They are frying massively. In the surreal world of the privileged
there’s always FOX news running on TV. You can turn off the TV, but the FOX NEW image is burned
into the screen as the still and stays.

3.1 Story and Narrative

Race against the Machine (RAM) takes place in a very surreal version of our world. The protagonist is
one of many, trying for their pursuit of happiness in a world of economic inequality, structural racism
and sexism. The player starts their life in the back alley of our societies. Life is a long walk in the behind
where you never get to see how the people live that use the front door of life. The player’s goal is
‘upward social mobility’. If the player manages to make it to the middle class or higher, the cops will be
nice, sometimes funny and of service. And they will not kill you. You will live but there’s a price to pay.

3.2 Game World

In this game world the player will be presented with puzzles and placed in a stressful environment.
Achieving new challenges within each door yet learning what is the cop purpose and why is the player
stuck in suck world.
3.2.1 General look and Feel of World
Every place can have a different feel to it, these might be the main ones
e Main Alleyway: Distant from society and hopeless
illusion room: Confused and disoriented
kitchen: safe but under pressure
cat room: being watched
campfire/water scene: The fear of the unknown
o home sweet home: horror or on edge
3.2.2 Areas
Areas available to the player:
e Main Alleyway
illusion room
kitchen
cat room
campfire/water scene
home sweet home

3.3 Characters

Main protagonist the player, and the antagonist the cop.
Some NPCs for future updates are:



4.

A Chicanx/indigenous maid who speaks Spanish and helps the player getting their task done

A rich lady with a lot of plastic surgery. She’s somehow erotizing the player and tries to get (too)
close. If the player doesn’t manage to keep her off, she will kiss you and then call the cops
accusing the player of harassment. If the player tells a good joke, she will laugh hard, and her
plastic surgery seams will burst. In this case the player won the room.

A Chef is a fat white dude with an AK 47 to shoot meat to cook. Meat may include the player.
The player needs to kill the chef first, and cook him.

A fat cat with no empathy but playing fair games

A liberal lefty presenting college professor who pretends to be on the players side, but in reality
pulls the chairs under their feet. The player has to dust off their regalia so that the dust and dirt
blindsides the professor and the player can quickly climb up.

A prepper bunny who wants to hear absurd conspiracy theories from the player on a campfire.

Levels

4.1 Hallway

The hallway will be the main area of the game. The player will have to explore the contents of the
hallway in order to make progress in the game. The machine shall chase the player through the hallways
and force them to go through a door. The hallway shall include the following mechanics:

Mechanic Description

Generate random obstacles Random objects will spawn as the player

progresses further in the hallway. These obstacles
will slow down the player.

Randomly spawn doors Doors will randomly appear in the hallway as the

player progresses. The player will be able to go
through the doors that are generated.

Change direction The path of the hallway shall change randomly.

The hallway may generate a path to their left or
right direction.

Fog

There will be a dense fog at the end of the
hallway. This mechanic will allow the game to
generate a random path. This also prevents the
player from predicting the path.

Concept art for Hallway design



The following images show an early implementation of Hallway design




Current implementation of Hallway design

Example on the randomly generated path



4.2 Rooms

Rooms will be areas in which the player will be able to explore. Rooms shall have a single point of entry
from the hallway. Rooms shall keep the player enclosed within its area until the player successfully

completes the objective.
The following is a list of rooms:

Name

Type

Description

Training Room

Indoor

An indoor facility room where the player will start
in. There shall be an Athletic Area where the player
learns the basic movements, Marksman Area where
the player learns how to throw objects, and the
Sparring Area where the player can freely play in.

Cat Room

Indoor

A room that is heavily focused on cats. Various cats
litter the room for the player to interact with.

Kitchen Room

Indoor

A classroom that is outfitted to teach students basic
cooking skills. This room is fitted with counters,
ovens, fridges, food produce, and lots of cheese. In
the back corner is the freezer room where there is
more fridges and food in storage.

Water Zoo

Outdoor

An outdoor world surrounding a murky pond
featuring a cat wearing a Brown Beret and a shark in
the water.

Illusion Room

Indoor

An enclosed room with an obstacle course in the
center. The obstacle course in the center of the will
be composed of various school related objects such as
chairs, tables, beakers, pencils, etc. It also uses




disorienting patterns that are applied to the floor and
ceiling.

Home Sweet Home Indoor This room simulates a regular household with a killer
chasing the player. The player’s objective is to find a
way to stop the kill and escape safely. This shows us

how our privacy can be invaded and how individuals

that took part in the protest felt after arriving home.

Implementation of Training Room design

Implementation of Cat Room design

Implementation of Kitchen Room design



Implementation of Water Zoo design

Implementation of Illusion room design



Concept art for Home Sweet Home and top down view of current implementation
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Tentative implementation of Home Sweet Home room design

4.2 Room Objectives




Each room will contain an objective. Each objective will be catered to the design of the room. The
objective will be displayed as text on the player’s HUD. It will be in the form of a riddle, as the player
will need to figure out the clues given to successfully complete the objective. Upon completing the
objective, the door to the room shall open and will allow the player to continue.

Room Name

Objective

Cat Room

[Tentative Objective]

Home Sweet Home

The player will have to look for notepads that will
be scattered throughout the room. The notepads
will contain clues to a code which the player will
need in order to unlock the door and save the
NPC.

Illusion Room

The player will have to collect 5 books within a
timeframe. The books will be placed on top of
platforms which the player must traverse in order
to complete the objective successfully. Upon
completion, the door will open and allow the
player to continue.

Training Room

The player must complete the athletic and
marksman tests. The athletic test will guide the
player on the controls available. The marksman
test will guide the player on how to use a
tool/weapon. Upon completing both tests, the
player will be able to play the main game.




S. Interface
[Heads Up Display Image Here]
5.1 Heads Up Display (HUD)

The Heads Up Display shall notify the player of their health status, contain a visual timer, an active
condition, and it will display the objective. The player’s health status shall be a number, which will be
displayed as text in the bottom-left corner. The timer will be at the top-center of the screen. The
condition and objective will be displayed as text in the bottom-right corner of the screen. The condition
and objective text will only appear within the rooms.

5.2 Audio

The audio components will consist of music and sound effects. There will be 1 music track which will
be available throughout the entire game.

5.2.1 Music

One music track will be available throughout the entire game. It will continuously loop until the player
pauses the game or the player is eliminated. The game will also contain an additional audio track that
will be played when the player loses the game.

5.2.2 Sound Effects

Sound effects will be applied to player actions and interactions in the game. Player movement, such as
running and jumping, will have their corresponding sound effects that will trigger on action. Interactable
objects and NPCs will also contain their corresponding sound effects that will trigger upon interaction.

6. Technical

6.1 Game Architecture
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6.2 Target Hardware

The main hardware will be steam PC gamers.

6.3 Development Hardware and Software and Game Engine

The game is being developed using the Unity game engine. The version that is being used is 2019.2.2f1



& unity

7. Game Art and Assets

All game art and assets are from the Unity Asset Store and Maximo. The game uses the following asset

packs:

Name

Description

Link

School Scene

Includes various prefabs related to a
school setting such as classrooms,
chairs, benches, trees, desks, etc.

https://assetstore.unity.com/packages/3d/en
vironments/urban/school-scene-66006

Low Poly An asset pack that contains low poly | https://assetstore.unity.com/packages/3d/pro
Ultimate Pack | graphic prefabs. Prefabs include ps/low-poly-ultimate-pack-54733

rocks, terrains, animals, vehicles,

and plants.
Realistic Various furniture prefabs https://assetstore.unity.com/packages/3d/pro
Furniture and ps/furniture/realistic-furniture-and-interior-p
Interior Props rops-pack-120379
Pack
Standard Assets | This collection of assets, scripts, and | https://assetstore.unity.com/packages/essent
(for Unity example scenes can be used to 1als/asset-packs/standard-assets-for-unity-20
2017.3) kickstart your Unity learning or be 17-3-32351



https://assetstore.unity.com/packages/3d/environments/urban/school-scene-66006
https://assetstore.unity.com/packages/3d/environments/urban/school-scene-66006
https://assetstore.unity.com/packages/3d/props/low-poly-ultimate-pack-54733
https://assetstore.unity.com/packages/3d/props/low-poly-ultimate-pack-54733
https://assetstore.unity.com/packages/3d/props/furniture/realistic-furniture-and-interior-props-pack-120379
https://assetstore.unity.com/packages/3d/props/furniture/realistic-furniture-and-interior-props-pack-120379
https://assetstore.unity.com/packages/3d/props/furniture/realistic-furniture-and-interior-props-pack-120379
https://assetstore.unity.com/packages/essentials/asset-packs/standard-assets-for-unity-2017-3-32351
https://assetstore.unity.com/packages/essentials/asset-packs/standard-assets-for-unity-2017-3-32351
https://assetstore.unity.com/packages/essentials/asset-packs/standard-assets-for-unity-2017-3-32351

used as the basis for your own
projects.

Low Poly Street | Includes various low poly prefabs https://assetstore.unity.com/packages/3d/en

Pack with “Street” themed objects. vironments/urban/low-poly-street-pack-674
75

Robotic Robotic tyrannosaurus 3D model https://assetstore.unity.com/packages/3d/cha

Tyrannosaurus racters/robots/robotic-tyrannosaurus-64595

Swat guy 3D A swat officer 3D model https://www.mixamo.com/#/?page=1&quer

model y=swat&type=Character



https://assetstore.unity.com/packages/3d/environments/urban/low-poly-street-pack-67475
https://assetstore.unity.com/packages/3d/environments/urban/low-poly-street-pack-67475
https://assetstore.unity.com/packages/3d/environments/urban/low-poly-street-pack-67475
https://assetstore.unity.com/packages/3d/characters/robots/robotic-tyrannosaurus-64595
https://assetstore.unity.com/packages/3d/characters/robots/robotic-tyrannosaurus-64595
https://www.mixamo.com/#/?page=1&query=swat&type=Character
https://www.mixamo.com/#/?page=1&query=swat&type=Character

