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[bookmark: _Toc311137948]Concept
[bookmark: _Toc311137949]High Concept
[image: C:\UDK\Art\concepts\AR_Conc_MainConceptImage.jpg]
[bookmark: _Toc311138044]Figure 1 - High Concept Image
Votive, a tiny, clay figurine, uses Magic Leaves to bounce, glide, and swing through the treacherous ruins of the Temple of the Arbor Goddess in order to collect and replant her Sacred Bulbs in plots of Hallowed Soil and restore life to the Temple. 
[bookmark: _GoBack]

[bookmark: _Toc311137950]Game Description
[bookmark: _Toc311137951]Game Goals & Features/ Story Synopsis
Arbor is a gloomy, enchanting, atmospheric 2D side-scrolling puzzle platformer with playable foreground and background zones set within the ruined Temple of the Arbor Goddess.  Whatever civilization once created the massive structure has long since perished.  To rejuvenate her ruined temple, the Goddess brings to life the last of a legion of tiny clay figures carved to serve her.  This humble servant, simply called Votive, must brave the wastes now overrun with Dark Miasma, crumbling architecture, and corrupt creatures.  He must gather and transport Sacred Bulbs to the plots of Hallowed Soil that still remain in the Temple.  Only then can the Bulbs sprout and flourish, and the Goddess restore life to her quickly failing world.
The player accesses each level of the game from the central Hub, and uses platforming and puzzle-solving skills to progress forward through the levels in search of Sacred Bulbs.  Upon finding a Bulb, the player carries or rolls it past more obstacles to a plot of Hallowed Soil.  Planting every Bulb within the level completes the level and restores life to that section of the temple.  
Votive uses the power of the three Magic Leaves that grow in the Temple to platform through the level.  The Bounce Leaf shields Votive’s fragile form from damage when he jumps off the Temple’s stone walls.  With the Glide Leaf, he flies across large gaps and rides up vents of air.  Finally, the Vine Leaf allows Votive to swing up to high ledges and across dangerous pits.  As he explores, Votive collects the Shards of other broken votive figurines so that the Goddess may return them to life someday as well.  
Votive also interacts with the creatures of the Temple.  Dangerous Slugs and Snapdragons kill Votive if he does not avoid them.  Timid Pillbugs curl up when Votive approaches, allowing him to pick up and carry them.  He uses Pillbugs to weigh down Buttons and feed Snapdragons, thus granting him access to new areas.  
Arbor boasts a dark and spooky feel rendered in stylized realism.  The Temple Grounds are enormous and create an intimidating atmosphere.  Players feel alone and overwhelmed by both the sadness of the Temple and the beauty that must once have been.
[image: ]Win condition: The player plants every Sacred Bulb in each level of the game.  Planting the final Bulb teleports the player back to the central hub, where the victory  cutscene displays. 
 (
Figure 
2
 - Votive
)
[bookmark: _Toc311137952]Gameplay Minute
[image: C:\Users\Guildhall\Documents\ARBOR\gp_minute_1.jpg]
[bookmark: _Toc311138046]Figure 3 - Gameplay Minute, Pt. 1
[image: ]
[bookmark: _Toc311138047]Figure 4 - Gameplay Minute, Pt. 2
[bookmark: _Toc311137953]Style and Tone
Arbor takes place in the ruins of the once grand and lush stone Temple of the Arbor Goddess.  The Temple has fallen into ruin for reasons long since forgotten.  The Goddess’s power declined with the gradual demise of the sacred flora that once enthusiastically grew into every corner and crevasse of her splendid temple.  As a result, a deep, gnawing sense of loneliness and loss pervades the Temple.  Players feel alone and overwhelmed by both the sadness of the Temple and the beauty that must once have been.  The fact that the player controls Votive, the last living servant to the Goddess – a small, delicate clay figurine in whom all the Goddess’s hopes now lie – only accentuates these feelings.  
Every aspect of the Temple environment not only compliments but also generates these feelings and emotions in the player.  Both the magnitude of Votive’s task and the small stature of this hero in comparison to his environment further emphasize the sense of a vast, empty world waiting in slumber for its revitalization.  Votive takes advantage of the Goddess’ remaining powers in the form of Magic Leaf pickups -- proving that even in this world of despair, hope still exists.  Additionally, soft lighting cast on organic textures rendered in dark, earthy color tones evokes a mysterious and spooky feel, all rendered in stylized realism.  Both the soundtrack and ambient effects derive from instruments made with “natural” materials such as wood, reed, and bone.  These elements all work together to achieve a cohesively gloomy and atmospheric style and tone for Arbor. 


[bookmark: _Toc311137954]Story
Whatever civilization once created the Temple of the Arbor goddess has long since perished and the Temple has fallen into ruin.  Although these mysterious creators vanished, the Arbor Goddess remains.  However, her power has waned dramatically with the invasion of the Dark Miasma and the decline of her once magnificent Temple. 
To rejuvenate her ruined Temple, the Goddess brought to life a legion of tiny clay figures carved to serve her, and tasked them with planting her Sacred Bulbs in plots of Hallowed Soil.  However, one by one, each of her servants met destruction, falling prey to the evil that invaded the Temple without completing their task of restoring its glory.  The Sacred Bulbs remain unplanted, and for the Goddess, time is running out.  
Yet hope remains.  The Goddess has one last servant, a small clay figurine known simply as Votive.  This humble hero must do what his siblings could not.  He must brave the corrupted ruins and transport Sacred Bulbs to plots of Hallowed Soil found throughout the Temple.  Only then can the Goddess restore life to her quickly failing world.

[image: C:\Users\Guildhall\Documents\ARBOR\Arbor_Concepts\A_Env_GoddessStatue_Modelsheet.jpg]
[bookmark: _Toc311138048]Figure 5 - Arbor Goddess Statue

[bookmark: _Toc311137955]Gameplay
[bookmark: _Toc311137956]Overview
Arbor is a 2-D side-scrolling puzzle platformer with foreground and background playable zones.  Players access each level of the game from the central Hub, and play levels in the order of their choosing.  Upon completing a level, the player may no longer access that level, and the Hub’s visuals evolve to reflect this change.  In each level, the player uses platforming and puzzle-solving skills to the Sacred Bulbs.  He then transports each Bulb to a plot of Hallowed Soil by either rolling or carrying it past more obstacles.  Planting a Bulb in every Hallowed Soil plot within the level completes the level and restores life to that section of the temple.  
Along the way, the player finds and equips Magic Leaves.  These grant Votive special movement powers that allow him to platform to otherwise unreachable areas.  The Bounce Leaf allows Votive to both wall jump and rebound off the ground.  The Glide Leaf acts as a parachute to slow Votive’s falls, and catches streams of air flowing from vents to propel him upward.  Votive shoots the Vine Leaf into special targets called Brambles, where it attaches.  He then either swings on the Vine, or climbs it up or down. 
[image: C:\Users\Guildhall\Pictures\Level Screencaps\Arbor\votiveplants.png]
[bookmark: _Toc311138049]Figure 6 – Votive about to plant the Bulb in the Hallowed Soil
Votive is too fragile to defeat his enemies in the Temple directly, but he has tools to use.  The Sacred Bulb’s heavy weight crushes the Slug.  If Votive tosses a Pillbug across a Snapdragon’s path, the Snapdragon eats the Pillbug and is satiated, thereby allowing Votive to run past unharmed.  

[bookmark: _Toc311137957]Player’s Objective
Primary Objective:
The player’s primary objective is to restore life to the Temple of the Arbor Goddess.  He does so by taking these steps: 
· Find the Sacred Bulb.
· Transport that Bulb to a Hallowed Soil plot and plant it. 
· Repeat the above objectives until every Hallowed Soil in the level contains a Bulb.  This clears the level.
· Return to the temple’s Hub and access a new level.
Secondary Objectives:
The player completes a variety of secondary objectives through the course of Arbor.  Some examples are:
· Pick Bounce Leaf and use to jump up a wall
· Use Glide Leaf to ride an air vent up to a ledge
· Pick up a Pillbug and throw it to a Snapdragon to feed it
· Place a Pillbug on a switch to open a door
· Etc. 

[image: C:\Users\Guildhall\Pictures\Level Screencaps\Arbor\UDK 2011-12-05 14-12-05-52.png]
[bookmark: _Toc311138050]Figure 7 – Temple Hub Level
[bookmark: OLE_LINK1][bookmark: OLE_LINK2][bookmark: _Toc311137958]Core Gameplay Mechanics
A. Votive’s Natural Abilities

	ABILITY
	Description
	Metrics
	Interaction
	Notes

	Run

	Move on horizontal surface
	
	
	

	Jump
	
	Height: 224 UU
	
	
Distance varies based on Votive’s momentum


	Mid-Air Directional Control

	
Votive changes direction while in the air

	
	
	Works anytime Votive is in the air, whether jumping or gliding

	Equip Leaf
	
Votive picks Magic Leaves from Twigs and equips them

	

	Picked from a Twig
	Automatic equip; Replaces previously equipped leaf

	Pick Up/Put Down

	Approach Pillbug or Bulb and press (B) or (X) to pick up; press (B) or (X) to put down
	
While holding the Sacred Bulb, Votive runs at 50% speed and jumps 28 UU

	Only works on Pillbug or Bulb; cannot activate Leaf power while carrying an object
	Put Down places the object in front of Votive in the direction he is facing

	Throw
	Votive tosses the object in the direction he is facing
	
Pillbug: up to 300 UU
Bulb: up to 96 U

	
	Votive’s momentum affects the distance the object flies

	Push Bulb
	
Walk into the Sacred Bulb to roll it across a surface

	Votive’s run speed slowed 40%
	
	


Table 1 – Votive’s Abilities



B. Bulb Mechanics

	ABILITY
	Description
	Metrics
	Interaction
	Notes

	Push

	
The Bulb rolls across a surface

	Votive’s run speed slowed 40%
	Kills the Slug enemy upon contact
	

	Carry
	
Votive carries the bulb above his head
	
Votive runs at 50% speed and jumps 28 UU

	
	

	Miscellaneous

	
Other Sacred Bulb properties

	
	Votive can stand on top of the Bulb
	If destroyed, the Bulb respawns at its original location


Table 2 - Bulb Mechanics
C. Leaf Mechanics

	ABILITY
	Description
	Metrics
	Interaction
	Notes

	Bounce Leaf

	
Causes Votive to bounce off any non-hazardous surface  

	
	Players press (X) or (B) at the time of impact with a surface to bounce off of it
	

	Glide Leaf
	Allows Votive to glide softly through the air while activated
	
Votive descends in a 30° arc while gliding

	Air jets propel Votive upward with the Glide Leaf
	Mid-air directional control retained

	Vine Leaf

	Extends a vine from Votive to the nearest Bramble (target).  
	
	
Votive swings left or right on the vine using the joystick; Deactivation retracts the Vine, and Votive retains any momentum from the swing

	Pressing up or down on the joystick causes the vine to extend or retract, allowing vertical movement on the vine


Table 3 - Leaf Mechanics

[bookmark: _D._Hazards_and]Equipping  Leaves:
1. Magic Leaves grow on Twigs.
a. A Twig grows only one type of Leaf.
b. Each time Votive picks a Leaf from a Twig, that Twig grows a new Leaf of the same type.
2. Votive picks Leaves from Twigs only.
3. Only one Leaf equips at a time.
a. Any leaf Votive currently possesses disappears and is replaced by the new Leaf. 
D. Hazards, Enemies, and Creatures

	ABILITY
	Description
	Metrics
	Interaction

	Slug

	Patrolling enemy
	Patrol distance variable
	
Contact kills Votive; killed by Sacred Bulb


	Pillbug
	Patrolling creature
	The Pillbug automatically rolls into a ball within 300 UU of Votive
	
Weighs down switches; when consumed by the Snapdragon, the Snapdragon is immobilized


	Snapdragon

	
Large monster that snaps forward (towards the screen) to attack

	Eats Votive or the Pillbug when within 268 UU

	Eating Votive kills Votive; eating a Pillbug immobilizes the Snapdragon in the background

	Dark Miasma
	
Clouds of corruption

	Variable size

	
Passing through Miasma causes Votive to lose any Leaf he has equipped


	Thorns

	Stationary hazard
	Variable size
	Kills Votive or the Pillbug instantly on contact

	Toxic Pools
	Stationary hazard
	Variable  size

	Kills Votive or the Pillbug instantly on contact


Table 4 - Hazards and Enemies



E. Foreground Background Transition
1. Doors
a. These signify locations where Votive teleports between the foreground and background.  
2. Movement
a. To move between the two areas, Votive stands in front of a Door and presses “up” on the joystick.
3. Other
a. Votive can carry Pillbugs or the Bulb through Doors. 
F.  Buttons
1. Simple Button
a. Once pressed by Votive, the Bulb, or a Pillbug, these buttons remain pressed.
2. Heavy Button
a. These buttons need constant weight to remain pressed.

[image: C:\Users\Guildhall\Documents\ARBOR\Arbor_Concepts\A_Pawn_Slug_Modelsheet.jpg][image: C:\Users\Guildhall\Documents\ARBOR\Arbor_Concepts\A_Pawn_Pillbug_Modelsheet.jpg][image: C:\Users\Guildhall\Documents\ARBOR\Arbor_Concepts\A_Pawn_Snapdragon_Modelsheet.jpg]
 (
Figure 
8
 - Enemy Model Sheets: 
Pillbug
; Slug
;
 Snapdragon
)

[bookmark: _Toc311137959]Camera
Arbor is a 3D game, with a fixed camera that faces perpendicular to the world and scrolls left and right to follow the player.  The camera looks at the levels and Votive from a perpendicular, slightly raised point of view.  This allows Arbor to make use of classic side-scrolling platformer gameplay while still appearing three-dimensional.  Votive only moves on the X- and Y-axes.  The use of 3D assets and both foreground and background areas makes the world feel multi-dimensional to players. 
[image: ]
 (
Figure 
9
 - Camera Mockup
)
[bookmark: _Controls][bookmark: _Toc311137960]Controls
[image: C:\Users\Guildhall\Documents\ARBOR\Arbor_Concepts\AR_UI_Controls2.jpg]
[bookmark: _Toc311138053]Figure 10 - Controls Map


	Control
	Function

	Left Joystick

	Directional control

	A Button

	Jump

	X Button
	Activate equipped Leaf (press and hold); Pick up; Put down; Throw

	B Button

	Activate equipped Leaf (press and hold); Pick up; Put down; Throw

	Start
	Pause



[bookmark: _Toc311138054]Figure 11 - Table of Controls


[bookmark: _Toc311137961]Player Movement & Interactions
	PLAYER INTERACTIONS WITH:
	Movement
	Abilities
	Combat
	Other Interaction

	Foreground/
Background

	Left, Right
Run, Jump
	
	
	

	Platforms

	Left, Right
Run, Jump
	
	
	

	Thorns
	
	
	
	Instant death

	Door/
Archway

	Up (to background),
Down (to foreground)
	
	
	

	Switch
	Stand on to depress
	
	
	Weigh with Bulb or Pillbug

	Air Current
	Uplifts Glide Leaf
	
	
	

	Sacred Bulb

	Roll (pushed by Votive); picked up and put down by Votive
	Shields Votive from Dark Miasma; depress switches
	Squash slugs; cause Pillbugs to roll into ball form
	Pluck from Sacred Tree; Plant in Hallowed Soil

	Bounce Leaf

	Causes Votive to bounce off of any non-hazardous surface
	
	
	Plucked from Twig

	Glide Leaf

	Glide (slows and softens Votive’s fall)
	
	
	Plucked from Twig

	Vine Leaf
	Swing left/right; extend down; retract up
	Attaches to Brambles
	
	Plucked from Twig

	Bramble
	
	
	
	Target for the Vine Leaf

	Slug
	
	
	Jump on top to kill
	Kills Votive

	Pillbug
	Votive picks up, puts down, throws
	Ball form
	Immobilizes Snapdragon when eaten
	Place on switch in ball form

	Snapdragon
	Extends between background and foreground to attack
	
	Feed Pillbug to immobilize;
	Eating Votive or Bulb destroys them.



[bookmark: _Toc311138055]Figure 12 - Player Interactions Table
[bookmark: _Toc311137962]Health System/Checkpoint System
[bookmark: _Health:]Health:
· Lives
· Votive has infinite lives.
· Falling Damage
· Based on a “Terminal Velocity Fall”; i.e., if Votive falls farther than a predetermined distance in Unreal Units, he dies and respawns at the last checkpoint. 
· Falling distance limit: 768 UU
· A fall less than 768 UU does not cause damage to Votive
· Enemy Damage
· Votive dies instantly upon contact with either the Slug or Snapdragon.
· Environmental Damage
· Thorns and toxic pools cause instant death upon contact.
Checkpoints:
Arbor employs a generous checkpoint system.  In addition to the following, invisible checkpoints occur in locations as the level designers see fit:
· A checkpoint triggers each time Votive picks a Bulb from the Sacred Tree.
· A checkpoint triggers each time Votive plants a Bulb in Hallowed Soil.
· A checkpoint triggers at the beginning and conclusion of each level. 
· Votive appears at the most recently triggered checkpoint upon death.
[bookmark: _Toc311137963]Skills System
Votive’s offensive capabilities encompass the following:

	OFFENSIVE ACTION
	Result

	Roll Bulb on Slug

	Slug death

	Throw Pillbug at Snapdragon
	Immobilize Snapdragon



[bookmark: _Toc311138056]Figure 13 - Offensive Skills Table
1. 

[bookmark: OLE_LINK3][bookmark: OLE_LINK4][bookmark: _Toc311137964]Pickups System

1. Bounce Leaf: This leaf surrounds Votive within a protective ball.  While activated, Votive bounces off surfaces. 

2. Vine Leaf: This leaf extends a Vine from Votive which attaches to a special target, called a Bramble.  Votive swings back and forth on the Vine, or climbs up and down.  Deactivating this Leaf causes Votive to fly through the air in the direction of his momentum. 

3. Glide Leaf: The Glide Leaf behaves like a parachute for Votive.  Activating the Glide Leaf at any time while in the air causes Votive to glide slowly and safely back to the ground.  While gliding, Votive retains directional control and thus guides his landing.

4. Pillbug: Technically both an “enemy” and a “pickup,” the Pillbug essentially becomes a pickup after Votive causes damage to it via either a jump or a Bulb roll.  The Pillbug then transforms into a tightly rolled ball form that Votive can pick up, carry around, put down, or throw.

	PICKUP TYPE
	
Properties

	Abilities
	Image

	Bounce Leaf

	
	Votive bounces off of surfaces
	
 

	Vine Leaf

	
	Extend a Vine to a Bramble; swing left or right; extend up or down
	


	Glide Leaf
	Reduce fall speed
	Glide when mid-air
	


	Pillbug 

	Depress Switches; Feed to Snapdragon
	Transform into ball
	[image: C:\UDK\Screen Shots\pillbug.jpg]

	
Shard


	Broken clay pieces from other dead votive dolls
	
Collectible pickup; score tallied on Pause screen

	




[bookmark: _Toc311138057]Figure 14 - Pickups System Table





[bookmark: _Toc311137965]Objects System

1. Hallowed Soil: This is where Votive must plant the Sacred Bulbs.  Rolling or pushing a Bulb onto this special area triggers a checkpoint in the level.  The Bulb sinks into the soil and begins to sprout. 

2. Goddess Vine: the magic Leaves spawn from special Goddess Vine spawn points.  The player approaches the vine and presses (B) while standing in front of a leaf to equip it. 

3. Platform: A staple of platformer games, this is a piece of geometry upon which Votive stands, or often must jump to in order to reach a goal. 

4. Column: This is a decorative item also doubling as an obstacle or puzzle element, depending on the wishes of the level designer.

5. Spikes: These hazardous environmental obstacles cause death to Votive.

6. Toxic Pools: These hazardous environmental obstacles cause death to Votive.

7. Air Current: Jets of air escaping from vents and cracks in the Temple architecture.  These gusts of air propel Votive forward if he enters them; the Glide Leaf catches these currents and carries Votive quite high. 

8. Dark Miasma: Destroys magic Leaves. 

9. Switch: A basic binary switch with two states: pressed and not.  Pressing the switch activates some event of the level designer’s choosing. 

10. Door/Archway: The mechanism by which Votive teleports between the foreground and background zones of the level; the player presses up against a Door while in the foreground and teleports to a corresponding doo in the background, and vice versa. 

11. Bramble: Target node for the Vine Leaf. 







	OBJECT TYPE

	Properties
	Size
	Image

	Hallowed Soil
	Receptacle for Sacred Bulbs
	192 UU
	


	Twig
	Spawn point for Leaves
	128x128 UU
	


	Platform

	Stationary
	Variable; rectangular; basic platform height 112 UU
	


	Column

	Stationary
	Variable height; cylindrical
	


	Thorns

	Kill Votive
	Variable; at least 96 UU
	
[image: C:\Users\Guildhall\Pictures\Level Screencaps\Arbor\thorns.png]

	Toxic Pool

	Kill Votive
	Variable; at least 96 UU
	


	Air Jet

	Propels Votive with Glide leaf
	Variable width and height
	


	Dark Miasma




	Destroys Leaf
	Variable
	


	Switch

	Activates an event
	96 UU wide
	


	Door/Archway

	Transports Votive between foreground and background
	120 UU x 80 UU
	[image: C:\Users\Guildhall\Pictures\Level Screencaps\Arbor\door.png]

	Bramble
	Target node for the Vine Leaf
	62 x 32 UU
	[image: C:\Users\Guildhall\Pictures\Level Screencaps\Arbor\bramble.png]



[bookmark: _Toc311138058]Figure 15 - Objects System Table


[bookmark: _Toc311137966]Sound System
Arbor utilizes music and sound effects to set the mood and to enhance the gameplay experience.  Like the visual aesthetics, the sound effects of Arbor are realistic rather than fanciful.  The musical soundtrack, ambient environmental sounds, and actor sound effects derive mostly from “ethnic” instruments and those constructed from organic materials such as wood, skin, reed, and bone.  The result is an earthy, natural, and low-key sound design that compliments Arbor’s ancient temple setting. 
[bookmark: _Toc263843417][bookmark: _Toc311137967]Sound FX
The following is a list of types of sound required for the game:
	SOUND CATEGORY
	Effect
	Type/Source

	Ambient

	Wind, water, crumbling rock and stone, creaks
	Recordings of actual wind, water, etc.

	Environmental

	Stone impact, creaking waterwheel, column collapse
	Shakers, wood blocks, stone blocks, bell tones, sandpaper, grinders

	Votive Movement
	Jump, run, walk, shatter, glide, shoot vine
	Wood blocks, stone blocks, bell tones, skin drums

	Enemies

	Slug crawl and death; Snapdragon idle and attack; Pillbug patrol
	Guildhall server sounds: crawling flesh sounds, monster squeak, snake hiss and snap, bug crawl

	Objects
	Press switch, door open, drop Pillbug, roll or drop Bulb, plant Bulb, Hallowed Soil, Dark Miasma, collect shard, pick Leaf
	Shakers, rain sticks, wood blocks, stone blocks, bell tones, skin drums, wood flutes, reeds; Guildhall server sounds: magical glow, flash, low synth

	Music

	
Low-key, muted, ambient, exotic

	Licensed music from Guildhall servers; original compositions by team member


Table 5 - Sound FX Table



[bookmark: _Toc311137968]HUD
Arbor conveys all necessary information to the player through Votive’s physical appearance; as a result, there is no traditional HUD in Arbor.  Votive’s current equipped leaf grows from his body, and he shatters upon death. Votive always dies by instant skill, so no health indicator is required. 
[image: ]
[bookmark: _Toc311138059]Figure 16 – Votive with nothing equipped
[image: ]
[bookmark: _Toc311138060]Figure 17 - Votive with Bounce Leaf equipped

[image: ]
[bookmark: _Toc311138061]Figure 18 - Votive with Vine Leaf equipped
[image: ]
[bookmark: _Toc311138062]Figure 19 - Votive shatters when killed
[bookmark: _Toc311137969]
Characters
[bookmark: _Toc311137970]Main Character

[bookmark: _Toc295760389][image: C:\Users\Guildhall\Pictures\Level Screencaps\Arbor\votive.png]
[bookmark: _Toc311138063]Figure 20 - Votive
· Votive
· Age: Several Millennia	
· Gender: Gender neutral	
· Height: 12” (96 UU)
· Eye Color: Inset holes	
· Hair Color: N/A		
· Race/Nationality: Clay
· Currently Living At: The Arbor Goddess’s Temple
· Job Title: Votive Figurine, servant to the Goddess
· Powers and Abilities: Votive can jump, run, throw, push and roll Bulbs, and use Leaves to enhance his powers. 
· Goal: Votive strives to be loyal to the Arbor Goddess and must work to keep her appeased.  She tasks him with traversing the Temple, planting Sacred Bulbs in Hallowed Soil to replace the Sacred Plants that once flowered in the temple.
· Why This Goal is Important: The creators of the Temple carved Votive to intercede with the Goddess on their behalf.  As a votive figure, he represents the idea of perfect loyalty and embodies absolute dedication.  Votive’s adoration of the Goddess compels him on his dangerous quest.
· Events in the Past: The temple has been slowly dying for ages, ever since a great disaster swept the land.  While Sacred Plants were once plentiful, they are now quite rare.  Without these Sacred Plants, the Goddess grows weak.
· Talents: Votive accesses the magic in the Leaves growing around the temple.  By using these Leaves, Votive is able to jump higher, lift heavy objects, and weigh down levers and buttons.
[bookmark: _Toc311137971]Enemy 1: Slug

[image: C:\Users\Guildhall\Pictures\Level Screencaps\Arbor\slug.png]
[bookmark: _Toc311138064]Figure 21 - Slug
· Age: Unknown
· Gender: Indeterminable
· Height: 84 UU
· Eye Color: Red
· Hair Color: Hairless
· Race/Nationality: Grubs
· Currently Living At: Arbor Temple Ruins
· Job Title: Toxic minion of corruption
· Powers and Abilities:  Slow movement; toxic
· Major goal/reason for being:  As a slug, its brain is not highly developed.  It mostly just “exists.”  It lives at the Temple as a result of the Temple’s corruption. 
· Why is this goal so important to this character?:  It has basic survival instincts.
· Significant past events: Its birth from the Dark Miasma
· Talents: Being slimy and toxic


[bookmark: _Toc311137972]Enemy 2:  Pillbug

[image: C:\UDK\Art\concepts\AR_Pawn_Pillbug_Concept.jpg]
[bookmark: _Toc311138065]Figure 22 - Pillbug
· Age: Unknown
· Gender: Indeterminable
· Height: 84 UU
· Eye Color: Red
· Hair Color: Hairless
· Race/Nationality: Grubs
· Currently Living At: Arbor Temple Ruins
· Job Title: Little bug that crawls around
· Powers and Abilities:  Slow movement; curls into ball form when attacked
· Major goal/reason for being: Smaller and less imposing than the slug, these creatures enjoyed sneaking around the Temple through dark tunnels and crevasses.  Although they possess spikes, they are timid, and so curl into a ball when anything larger than them ventures near.
· Why is this goal so important to this character?:  Although a victim of the Dark Miasma’s corruption itself, the Pillbug is still vulnerable to death by the other creatures in the Temple, so it protects itself.
· Significant past events: None; its life is brutal and short  
· Talents: Rolling up into a little ball 


[bookmark: _Toc311137973]Enemy 3: Snapdragon

[image: C:\Users\Guildhall\Pictures\Level Screencaps\Arbor\snapdragon.png]
[bookmark: _Toc311138066]Figure 23 - Snapdragon
· Age: Unknown
· Gender: Indeterminable
· Height: 84 UU
· Eye Color: Red
· Hair Color: Hairless
· Genus: Pillbugophagus horrifica
· Currently Living At: Arbor Temple Ruins
· Job Title: Guard an area
· Powers and Abilities:  Swallow creatures within 268 UU
· Major goal/reason for being: The Dark Miasma’s corruption transformed it from a normal Venus Fly Trap plant into a monster that eats any living thing small enough to fit in its mouth.
· Why is this goal so important to this character?:  It is part of the evil force corrupting the Temple.
· Significant past events: None, it has lived at the Temple all its life.
· Talents: Swallowing things whole 


[bookmark: _Toc311137974]World Layout
[bookmark: _Toc311137975]Game World Overview
Arbor is a game about the Arbor Goddess’s efforts, through her loyal servant Votive, to restore life to her Temple.  This Temple comprises the entire game world, consisting of a tutorial level and three full levels connected by a central Hub.  Each level includes a variable amount of Hallowed Soils to plant with a Sacred Bulb.  Upon arriving in any level, the player understands his goals: navigate obstacles to find a Bulb, and then safely transport it to a Hallowed Soil.  
The player returns to the Hub after restoring life to each level, where he witnesses visual rewards in the form of new, green plant growth – simultaneously rewarding the player’s efforts, reinforcing his mission and goal, and unifying the theme and underlying story of the game all at once.  
[image: ]
[bookmark: _Toc311138067]Figure 24 - Level Layout Chart


[bookmark: _Toc311137976]Level Descriptions

[bookmark: _Toc301725840][bookmark: _Toc311137977]Level Descriptions
[bookmark: _Toc263843405][bookmark: _Toc311137978]Narthex
[bookmark: _Toc301725842][bookmark: _Toc311137979]Quick Summary
[image: C:\UDK\Art\concepts\AR_Env_Garden_Concept.jpg]
[bookmark: _Toc301725928][bookmark: _Toc311138068]Figure 1 - Narthex Concept Art

The Narthex introduces all of the major game mechanics and transitions into the Hub.  The Narthex is a tutorial level where the player learns about the dangers and delight of the world of Arbor.  Here, the player, taking on the role of Votive, learns to jump, bounce, glide, and swing on a vine.  The player also discovers buttons, Pillbugs, Snapdragons and the Sacred Bulb and Hallowed Soil interaction.

[bookmark: _Toc263843406][bookmark: _Toc301725843][bookmark: _Toc311137980]Gameplay Overview

The gameplay in the tutorial level makes use of all three Leaves -- the Bounce, Glide, and Vine -- and introduces the major mechanics of the game.  The player must make use of the Sacred Bulb to squash Slugs, carry it to the lower level, and move it into the Hallowed Soil.  Upon completion of this task, access to the Hub becomes available. 
[bookmark: _Toc263843407][bookmark: _Toc301725844][bookmark: _Toc311137981]General Game Flow

[image: C:\Users\Guildhall\Desktop\Narthex1.jpg]
[bookmark: _Toc301725929][bookmark: _Toc311138069]Figure 2 – Narthex Section 1 Overview Map
[image: C:\Users\Guildhall\Desktop\Narthex2.jpg]
[bookmark: _Toc311138070]Figure 3 - Narthex Section 2 Overview Map
[image: C:\Users\Guildhall\Desktop\Narthex3.jpg]
[bookmark: _Toc311138071]Figure 4 - Narthex Section 3 Overview Map
[image: C:\Users\Guildhall\Desktop\Narthex4.jpg]
[bookmark: _Toc311138072]Figure 5 - Narthex Section 4 Overview Map
[image: C:\Users\Guildhall\Desktop\Narthex5.jpg]
[bookmark: _Toc311138073]Figure 6 - Narthex Section 5 Overview Map
[image: C:\Users\Guildhall\Desktop\Narthex6.jpg]
[bookmark: _Toc311138074]Figure 7 - Narthex Section 6 Overview Map
[image: C:\Users\Guildhall\Desktop\Narthex7.jpg]
[bookmark: _Toc311138075]Figure 8 - Narthex Section 7 Overview Map
[image: C:\Users\Guildhall\Desktop\Narthex8.jpg]
[bookmark: _Toc311138076]Figure 9 - Narthex Section 8 Overview Map


[image: ]
[bookmark: _Toc311138077]Figure 10 - Narthex Section 9 Overview Map




[bookmark: _Toc263843408]

[bookmark: _Toc301725845][bookmark: _Toc311137982]Major Elements

Major features
· Introduction of main mechanics and game goals
· Simple puzzles involving all three ability Leaves
        

Cool elements
· Initial use of Bounce, Glide, and Vine leaves makes for a fun introduction
· First encounter with the deadly Snapdragon
· Player sees the Sacred Bulb for the first time

Hooks
· The tutorial allows players to quickly figure out the game
· The player remembers this as their first Arbor experience

Wow moments
· A stunning background vista stands out as the central feature of the tutorial level
· The player squashes a slug with the Bulb for the first time
· Solving puzzles with the different Leaves

Story beats  
· Votive learns that he has the ability to harness the power of special Leaves
· Votive discovers the Sacred Bulb and Hallowed Soil

[bookmark: _Toc263843409][bookmark: _Toc301725846][bookmark: _Toc311137983]Objective Summary

· Jump across gap
· Jump across gap with thorns below
· Door transition to background
· Door transition to foreground
· Pick up Bounce leaf
· Wall bounce up the walls
· Enter Miasma, lose leaf power
· Pick up Glide leaf
· Glide over toxic pool
· Ride air jet current up
· Pick up Vine leaf
· Swing across pit with Vine leaf
· Transition for foreground to background and back via doors
· Encounter Pillbug
· Use Pillbug to weigh down button to unlock a Door
· Encounter Snapdragon
· Feed Pillbug to the Snapdragon
· Pick up Bounce leaf, wall bounce up
· Discover Sacred Bulb
· Squash Slug with Sacred bulb
· Push Sacred bulb to door
· Enter door with Sacred Bulb 
· Plant Sacred Bulb in Hallowed Soil

[bookmark: _Toc263843410][bookmark: _Toc301725847]
[bookmark: _Toc311137984]Technical Overview
[bookmark: _Toc263843411]Campaign

· [bookmark: _Toc263843412]Name:  Arbor 
· Level Position in Campaign: The Narthex level occurs first.  Votive learns the power of the three magic Leaves and arrives ready to rebuild his shattered world. After completing the Narthex, the player enters the Hub. 
Mission Location

· [bookmark: _Toc263843413]Theme:      Tutorial level – pathway to the Hub
· Mood:        Bleak and lifeless
· Setting:      A dead forest
· Time:         Early morning
· Season:     Summer 
· Weather:  Clear 
Mission Difficulty

[bookmark: _Toc263843414]On a scale of 1 to 10, with 1 being the least difficult and 10 being the most difficult:
· Starting:  2, Must learn jump, and bounce
· Middle:   3, Must learn Glide and Vine leaves, must use Pillbug on Snapdragon
· Ending:  2, Must push Sacred Bulb to Hallowed Soil
Mission Metrics

· Play Time:  Approximately  6 minutes
· Physical Length (units): 22,528 Unreal Units
· Physical Area (units):    22,528 Unreal Units wide by 5,120 Unreal Units tall 
      by 384 Unreal Units deep 
· Max New Characters:
· Votive (main character)
· Sacred Bulb
· Slug (Enemy)
· Pillbug(enemy)
· Max Visual Themes:  (1) Decaying entryway to the Hub


[bookmark: _Toc263843415][bookmark: _Toc301725848][bookmark: _Toc311137985]Technical Details
[bookmark: _Toc263843416]Level Atmosphere/Mood

The Narthex level brings the player into a world that is sick and dying.  Players enter a decaying Narthex and feel the bleakness of the landscape.  

Textures, lights, and sounds combine to transport the player to a place of desolation where trees stand as petrified statues of what once was a mighty forest.  Textures such as crumbling stone and cold dry ground serve to illustrate the point of desolation.  Light streaks through an overcast sky to shed light on important game features and aide in the mood of the tutorial level.  Stark sounds play an ominous and dark theme as Votive makes his way to the Hub.

Story
· [bookmark: _Toc263843418]Introduction – The Goddess brings to life the last of a legion of tiny clay figures carved serve her.  This humble servant, simply called Votive, must brave the regions outside the Hub.  Votive starts in the Narthex, the tutorial and pathway to the Hub.

· In-Game – Votive ventures out into the world.  He finds various magic Leaves along the way uses the to navigate the harsh world.  Votive finds and plants a Sacred Bulb. Upon completing his objectives, he enters the Hub.

· Extro – Votive walks in to the Hub and discovers doors to other levels.

[bookmark: _Toc301725849][bookmark: _Toc311137986]Map Objectives

· [bookmark: _Toc263843419]Primary:      Grasp the main game mechanics; Plant the Sacred Bulb
· Secondary: Open the door to the Hub
· Bonus:        None
· Hidden:      None
[bookmark: _Toc301725850][bookmark: _Toc311137987]Challenge Highlights

· [bookmark: _Toc263843420]Combat:  Crush slugs
· Stealth:    None
· Puzzles:    Light jumping, bouncing, gliding, and vine use puzzles; introduction to main mechanics
· Conversation:  None
· Boss Battles:  None
[bookmark: _Toc301725851][bookmark: _Toc311137988]Water Cooler Moments

· Area 1.1: Desolation and bleakness stuns players
· Areas 1.2, 1.3, 1.4:  Initial use of mechanics exciting leaving players wanting more
[bookmark: _Toc263843421][bookmark: _Toc301725852][bookmark: _Toc311137989]User Interface
· Pre-Game Information
· Briefing: A cinematic tells the tale of the Goddess and Votive’s role
· In-Game Information
· Introduction:  Tapestries inform the player of leaf power and use upon pick up 
· Conclusion:  The player gains access to the Hub
· Post-Game Information
· Debriefing:  None
· Stats:   None
[bookmark: _Toc263843422][bookmark: _Toc301725853]





[bookmark: _Toc311137990]Gameplay Details
[bookmark: _Toc263843423]Gameplay Mechanics
[bookmark: _Toc263843424]
· Prerequisite Skills:
· None
· Skills Learned:
· Run
· Jump
· Acquire Leaf Power
· Avoid/kill enemies
· Avoid environmental hazards
· Bounce 
· Glide
· Vine
· Pick up Pillbug
· Feed Pillbug to snapdragon
· Push Sacred Bulb
· Pick up Sacred Bulb
· Plant Sacred Bulb
[bookmark: _Toc301725854]

Level Progression Charts[image: C:\Users\Guildhall\Desktop\Narthex LPC.jpg]
[bookmark: _Toc257112822][bookmark: _Toc301725930][bookmark: _Toc311138078]Figure 11:  Level Progression Chart for Narthex

[bookmark: _Toc263843425][bookmark: _Toc301725855]
[bookmark: _Toc301725872]

[bookmark: _Toc311137991]Map Key	

[image: C:\Users\Guildhall\Desktop\Key.jpg]
[bookmark: _Toc301725932][bookmark: _Toc311138079]Figure 12 - Key
[bookmark: _Toc263843426][bookmark: _Toc301725856]










[bookmark: _Toc311137992]Area Walkthroughs/Detailed Map Descriptions
Narthex 1.1

[image: C:\Users\Guildhall\Desktop\Narthex1.jpg]

[bookmark: _Toc301725934][bookmark: _Toc311138080]Figure 13 – Narthex 1.1
[bookmark: _Toc263843428][bookmark: _Toc296469564]
Gameplay
· Start
· Run to the right
· Jump small gap
[bookmark: _Toc296469565]Dialog
N/A


[bookmark: _Toc263843430]Narthex 1.2

[image: C:\Users\Guildhall\Desktop\Narthex2.jpg]
[bookmark: _Toc301725935][bookmark: _Toc311138081]Figure 14 - Narthex 1.2

[bookmark: _Toc296469567]Gameplay
· Jump gap with thorns
· Door  -  transition to background 
· Door  -  transition to foreground 
[bookmark: _Toc296469568]Dialog
N/A


Narthex 1.3

[image: C:\Users\Guildhall\Desktop\Narthex3.jpg]
[bookmark: _Toc311138082]Figure 15 - Narthex 1.3

Gameplay
· Obtain Bounce leaf
· Wall jump upwards
· Pass through  Miasma, lose leaf power
Dialog
N/A


Narthex 1.4

[image: C:\Users\Guildhall\Desktop\Narthex4.jpg]
[bookmark: _Toc311138083]Figure 16 - Narthex 1.4

Gameplay
· Obtain Glide leaf
· Glide downwards
· Glide upwards using Air Jet
· Land on platform
· Obtain Vine leaf
· Swing across pit using vines
Dialog
N/A

Narthex 1.5

[image: C:\Users\Guildhall\Desktop\Narthex5.jpg]
[bookmark: _Toc311138084]Figure 17 - Narthex 1.5

Gameplay
· Door  - transition to background 
· Door  - transition to foreground

Dialog
N/A

Narthex 1.6

[image: C:\Users\Guildhall\Desktop\Narthex6.jpg]
[bookmark: _Toc311138085]Figure 18 - Narthex 1.6

Gameplay
· Door (background) – to door (foreground)
· Grab Pillbug
· Place Pillbug on button to open door

Dialog
N/A
Narthex 1.7

[image: C:\Users\Guildhall\Desktop\Narthex7.jpg]
[bookmark: _Toc311138086]Figure 19 - Narthex 1.7

Gameplay
· Feed Pillbug to Snapdragon
· Pick up Bounce leaf
· Wall jump up 
· Discover Sacred Bulb

Dialog
N/A
Narthex 1.8

[image: C:\Users\Guildhall\Desktop\Narthex8.jpg]
[bookmark: _Toc311138087]Figure 20 - Narthex 1.8

Gameplay
· Crush Slug with Sacred Bulb
· Pick up Glide leaf
· Push bulb to the right
· Glide up to press button
· Pick up Sacred Bulb
· Enter door

Dialog
N/A

Narthex 1.9
[image: ]
[bookmark: _Toc311138088]Figure 21 - Narthex 1.8

Gameplay
· Push Sacred Bulb into Hallowed Soil
· Complete the level – enter the Hub

Dialog
N/A 

[bookmark: _Toc311137993]Asset List
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[bookmark: _Toc311137994]Hub
[bookmark: _Toc311137995]Quick Summary
[image: ]
[bookmark: _Toc311138089]Figure 1 - Goddess Chamber Concept Art
The Hub houses the statue of the Arbor Goddess and it is the central location for connecting all levels via doors.  Votive returns to the Hub after successful completion of each level.  The door to each completed level closes upon Votive’s return to the Hub. The Hub serves a marker for game progress.

[bookmark: _Toc311137996]Gameplay Overview

No major gameplay occurs within the Hub.  The player enters these doors to access the other two game levels.  This level serves as a hub connecting all game levels.






[bookmark: _Toc311137997]General Game Flow
[image: ]
[bookmark: _Toc311138090]Figure 2 - Hub section 1 Overview Map

[image: ]
[bookmark: _Toc311138091]Figure 3 - Hub section 2 Overview Map


[bookmark: _Toc311137998]Major Elements

Major features
· Central hub connecting all game levels
· Statue of the Arbor Goddess

Cool elements
· Large statue of the Goddess as a centerpiece
· Light rays gleaming through the windows

Wow moments
· The large Goddess statue presents a visually stunning wow moment

Story beats
· Upon completion of a level, a gate closes over the level’s door.
· Votive restores life to the world and completes the game

[bookmark: _Toc311137999]Objective Summary

· Enter door to Cloister
· Enter door to Gardens









[bookmark: _Toc311138000]Technical Overview
Campaign
· Name:  Arbor 
· Level Position in Campaign: After completing the Narthex (tutorial), the player enters the Hub, which serves as the central location for all levels. 
Mission Location
· Theme:      Temple of the Goddess; a Temple built around the Arbor Goddess, in disrepair
· Mood:        Bleak and decaying
· Setting:      Inside of the Goddess Temple
· Time:         Early morning
· Season:     Summer 
· Weather:  Clear 
Mission Difficulty

On a scale of 1 to 10, with 1 being the least difficult and 10 being the most difficult:
· Starting:  1, no challenge
· Middle:   1, no challenge
· Ending:  1, no challenge
Mission Metrics
· Play Time:  Not timed
· Physical Length (units): 8192 Unreal Units
· Physical Area (units):    6144 Unreal Units wide by 1536 Unreal Units tall 
      by 384 Unreal Units deep 
· Max New Characters:
· None
· Max Visual Themes:  (1) Arbor Temple

[bookmark: _Toc311138001]Technical Details
Level Atmosphere/Mood

The theme of the Hub centers on the Arbor Goddess and serves as a central area that connects all game levels.  The player feels small in comparison to the large Goddess statue, conveyed with physical player size in relation to the statue size.  A calming mood allows the player to feel at home in the Hub.  The player easily navigates the level as the level intent serves only to connect all game levels.  

Textures, lights, and sounds convey the theme by combining to form an atmosphere of a natural space with crafted elements.  Textures such as carved and wrought stone convey a sense of created and contrived space mixed with a natural setting.  Lighting expresses the mood by casting bright lights on the door objectives while keeping unimportant areas of the map in shadow.  Ambient sounds calm the player giving them a sense of safety and serenity in the Temple of the Goddess.  
Story
· Introduction
Humans have long since vanished and only the Goddess remains.  To rejuvenate her ruined temple, the Goddess brings to life the last of a legion of tiny clay figures carved serve her.  This humble servant, simply called Votive, must brave the regions outside the Hub.  The Hub serves as Votive’s home base where he returns after each journey.
· In-Game
Votive exits the Hub door to venture out into the world.  He finds Sacred Bulbs along the way and plants them in the Hallowed Soil.  Upon completing his objectives, he returns to the Hub.  Votive repeats this process for all levels and ultimately restores life to the Temple of the Goddess.
· Extro
Votive’s quest is successful and restores natural life to the Temple of the Arbor Goddess.


[bookmark: _Toc311138002]Map Objectives
· Primary:      Enter the doors to the levels
· Secondary: Return life to the Temple by completing levels
· Bonus:        None
· Hidden:      None
[bookmark: _Toc311138003]Challenge Highlights
· Combat:   None
· Stealth:    None
· Puzzles:    None
· Conversation:  None
· Boss Battles:  None
[bookmark: _Toc311138004]Water Cooler Moments
· Goddess Statue serves as a visual Wow
[bookmark: _Toc311138005]User Interface
· Pre-Game Information
· Briefing: None
· In-Game Information
· Introduction:  None 
· Conclusion:  The player wins the game and gets a win screen as a reward
· Post-Game Information
· Debriefing:  Upon completing a level, a gate closes over the door to that level barring further access and serving as a representation of completion
· Stats:   New Votive figurines appear if the player has collected enough Shards
[bookmark: _Toc311138006]Gameplay Details
Gameplay Mechanics
· Prerequisite Skills:
· Walk
· Use Doors
· Skills Learned:
· Doors take player to levels
· Completed levels earn player new Votive statues
· Hub layout
[bookmark: _Toc311138007]Level Progression Charts




[bookmark: _Toc301725931][bookmark: _Toc311138092]Figure 4: Level Progression Chart for Hub


[bookmark: _Toc311138008]Map Key
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[bookmark: _Toc311138009]Area Walkthroughs/Detailed Map Descriptions
Hub 1.1

[image: C:\Users\Guildhall\Desktop\HubMap1.jpg]
[bookmark: _Toc311138093]Figure 5: Hub 1.1

Gameplay
· Start
· See any earned Votive statues
Dialog
N/A
Hub 1.2

[image: C:\Users\Guildhall\Desktop\HubMap2.jpg]
[bookmark: _Toc311138094]Figure 6: Hub 1.2

Gameplay
· View Arbor Goddess
· Enter doors to other levels
Dialog
N/A
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[bookmark: _Toc301725874][bookmark: _Toc311138010]Cloister
[bookmark: _Toc301725875][bookmark: _Toc311138011]Quick Summary

[image: ]
[bookmark: _Toc301725948][bookmark: _Toc311138095]Figure 1 - Cloister Concept
The Ruined Cloister, crumbling in its decay, presents the player with series of progressively difficult gameplay challenges and makes the player feel like they are inside of a dilapidated chapel of former glory.  Challenges begin with simple hazard avoidance and enemy encounters, and move towards rewarding and challenging puzzles using the various leaves in Arbor.  Within the level, a Sacred Bulb serves as the goal.  The player must push, carry, and plant the bulb into sacred soil in order to proceed.  By planting the Sacred Bulb, the player returns to the Hub.


[bookmark: _Toc301725876][bookmark: _Toc311138012]Gameplay Overview

The gameplay in The Cloister consists of elements such as using special leaves to navigate the world, making skill jumps, avoiding environmental hazards, solving timing puzzles, and finally, steering the bulb toward the sacred soil.  The leaves: bounce, glide, and vine, aide Votive on his journey and play a major role in the Cloister level and Arbor as a whole.  The leaves enable votive to complete skill jumps and navigate around the various environmental hazards in the Cloister.  Without the leaves, Votive ends up as shards of clay upon the ground.  Several timing puzzles stand in the Cloister waiting to trap votive.  The player must act quickly and correctly to navigate the timing puzzles.  Votive ultimately encounters the Sacred Bulb.  The player must clear obstacles for the bulbs path and ultimately plant the bulb in the Sacred Soil to complete the level.
[bookmark: _Toc301725877][bookmark: _Toc311138013]General Game Flow
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[bookmark: _Toc311138096]Figure 2: Cloister Section 1 Overview Map
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[bookmark: _Toc311138097]Figure 3: Cloister Section 2 Overview Map
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[bookmark: _Toc311138098]Figure 4: Cloister Section 3 Overview Map
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[bookmark: _Toc311138099]Figure 5: Cloister Section 4 Overview Map
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[bookmark: _Toc311138100]Figure 6: Cloister Section 5 Overview Map
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[bookmark: _Toc311138101]Figure 7: Cloister Section 6 Overview Map
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[bookmark: _Toc311138102]Figure 8: Cloister Section 7 Overview Map
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[bookmark: _Toc311138103]Figure 9: Cloister Section 8 Overview Map
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[bookmark: _Toc311138104]Figure 10: Cloister Section 9 Overview Map
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[bookmark: _Toc311138105]Figure 11: Cloister Section 10 Overview Map
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[bookmark: _Toc311138106]Figure 12: Cloister Section 11 Overview Map
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[bookmark: _Toc311138107]Figure 13: Cloister Section 12 Overview Map


[bookmark: _Toc301725878]

[bookmark: _Toc311138014]Major Elements

Major features 
· Aesthetics provide a feeling of tight enclosure in a ruined Cloister
· The Cloister engages the player with foreground and background interaction 
· The player feels empowered when using the leaf abilities to overcome obstacles

Cool elements
· The player has a chance to bounce around picking up clay shards in a bonus section of the level
· The Sacred Bulb rolls down a hill evoking a sense of panic in the player 
· A large waterwheel turns around and adds an element of fun for the player

Hooks 
· The Cloister hooks players with its decaying and desolate space that falls apart as the player progresses
· A major hook involves a number of thorn populated vertical shafts that the player must navigate through

WOW moments
· The player sees a spiral staircase in the distance leading to further reaches of the Temple
· The player jumps across pillars as the ceiling collapses, toppling the pillars


Story Beats
· Votive enters the Cloister determined to restore life to the ruined space
· Votive successfully plants the Sacred Bulb in the cloister and returns to the Temple
[bookmark: _Toc301725879][bookmark: _Toc311138015]Objective Summary

· Discover the first Bulb
· Get the first Bulb to the Hallowed Soil
· Discover to the second Bulb
· Get the second Bulb to the Hallowed Soil
· Reach the end of the level and return to the Temple



[bookmark: _Toc301725880][bookmark: _Toc311138016]Technical Overview
Campaign

· Name:  Arbor 
· Level Position in Campaign: The Cloister is accessible at any point after the player completes the Narthex and enters the Hub. Votive harness the power of the three leaves and begins his journey by choosing one of the doors.
Mission Location

· Theme:     The Cloister; an area of contemplation for worshipper of the Arbor Goddess, now 
    broken down and home to Pillbugs, slugs, thorns, and toxic water where Votive must       
    traverse the ruins and restore it to life
· Mood:       A sense of despair with an underlying feeling of hope and renewal
· Setting:     A cloister of former glory, now ruined and in disrepair
· Time:         Morning, sunrise
· Season:     Summer
· Weather:  Sunny and bright, but dark and gloomy inside the Cloister
Mission Difficulty

On a scale of 1 to 10, with 1 being the least difficult and 10 being the most difficult:
· Starting:   5, Several challenging encounters and jumping puzzles pose a threat to players
· Middle:    7, Increasingly difficult areas containing environmental hazards challenge the player
· Ending:    8, The player must care for the bulb as well as themselves and avoid enemies and 
        traps in the final section of the Cloister
Mission Metrics

· Play Time:    Approximately 11 minutes
· Physical Length (units):  35,000 Unreal Units
· Physical Area (units):  22,000 Unreal Units wide by 2,000 Unreal Units tall 
           by 384 Unreal Units deep
· Max New Characters: None
· Max Visual Themes:  (1)  Cloister


[bookmark: _Toc301725881][bookmark: _Toc311138017]Technical Details
Level Atmosphere/Mood

The Ruined Cloister marks a battle between the vigilant forces of nature and the decay of time.  The level places the player into the ruins of what was once a great Cloister.  The mountainous stone blocks that strengthen the base of this monument have all but fallen.  The green grass has begun to fade, and noxious thorns have overrun the interior providing a home for bugs, slugs, and other nasty creatures.

Textures, lights, and sounds convey the theme by combining to form an atmosphere of a natural space of crafted elements.  Textures such as carved and wrought stone convey a sense of created and contrived space.  Living creatures, albeit hazardous, populate the area and live amongst deadly plants evoking a feeling that this place has a spark of life, however twisted.  Lighting expresses the mood by casting bright lights on objectives through cracks in the exterior, while keeping unimportant areas of the map in shadow.  Ambient sounds calm the player giving them a sense of safety and serenity in the Temple of the Goddess.  

Story
· Introduction
The Ruined Cloister, once part of the glorious sanctuary built to the Arbor Goddess, now stands in ruins.  The ruins that remain stand as a shadow of their former selves.  Brick and stone clutter the temple walls.  This cloister once served to house the worshipers of the Arbor Goddess.  This Cloister demands rebirth to restore the Arbor Goddess to her former glory.  It remains for Votive, the last servant of the Goddess, to restore this place to its former glory.

· In-Game
Votive enters the Cloister from the Hub.  Votive must harness the leaf powers to master the abilities of Bounce, Glide, and Vine to restore the Cloister to its former glory.  In order to obtain and plant the Sacred Bulb, Votive must use the blessed abilities and ventures past poisonous Slugs and vicious Snapdragons to the inner sanctum of the Cloister where the Hallowed Soil awaits. 

· Extro 
With the Sacred Bulb planted, and healing process of the ruined Cloister underway, Votive returns to the Temple to find a new spark of life has sprouted from the ruins.
Map Objectives

· Primary:      Plant the Sacred Bulb
· Secondary:  Defeat the creatures and navigate the obstacles
· Bonus:          Several bonus areas contain shards of clay pickups for the player to find
· Hidden:        None
Challenge Highlights

· Combat:  Jump on the heads of slugs or crush them with the Sacred Bulb
   Feed Pillbugs to the snapdragons
· Stealth:    None
· Puzzles:    Jumping puzzles involving navigating thorns with the bounce leaf
  		   Jumping puzzles involving navigating toxic pools and thorns with the glide leaf
		   Timing puzzle involving a large waterwheel
 		   Timing puzzle involving a closing door and the vine leaf
   		   Navigational puzzles involving making a path for the bulb by opening doors

· Conversation:  None

· Boss Battles:  None
Water Cooler Moments

· Area 2.3/2.4: The player jumps across pillars as the ceiling collapses, toppling the pillars


User Interface
· Pre-Game Information
· Briefing: A splash screen tells the tale of the Goddess and Votive’s role.  In the Hub, The player sees the doors to the various levels and may choose which level to enter.

· In-Game Information
· Introduction:  Short intro matinee
· Conclusion:  The player completes the level and sees a new tree grow in the Hub

· Post-Game Information
· Debriefing:  Upon completing a level, a tree grows over the door to that level barring 
        further access and serving as a representation of completion
· Stats:   A Tree grows over the Cloister door in the Hub
             Number of shards collected


[bookmark: _Toc301725882][bookmark: _Toc311138018]Gameplay Details
Gameplay Mechanics
· Prerequisite Skills
· Run
· Jump
· Acquire Leaf Power
· Avoid/kill enemies
· Avoid environmental hazards
· Bounce 
· Glide
· Vine
· Pick up Pillbug
· Use Pillbug to press down buttons
· Feed Pillbug to Snapdragon
· Push Sacred Bulb
· Pick up Sacred Bulb
· Plant Sacred Bulb

· Skills Learned
· Cloister Layout
· Cloister Puzzle Solutions

















[bookmark: _Toc301725883][bookmark: _Toc311138019]Level Progression Chart
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[bookmark: _Toc301725950][bookmark: _Toc311138108]Figure 14 - Level Progression for Cloister



[bookmark: _Toc311138020]Map Key
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[bookmark: _Toc301725951][bookmark: _Toc311138109]Figure 15 - Key
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[bookmark: _Toc311138021]Area Walkthroughs/Detailed Map Descriptions
Cloister 1.1

[image: C:\Users\Guildhall\Desktop\Cloiser Map\Cloiser1.jpg]
[bookmark: _Toc301725953][bookmark: _Toc311138110]Figure 16 - Cloister 1.1

Gameplay
· Take the high or low road to get to the Pillbug
· Feed the Pillbug to the Snapdragon
· Proceed right
Dialog
N/A


Cloister 1.2

[image: C:\Users\Guildhall\Desktop\Cloiser Map\Cloiser2.jpg]
[bookmark: _Toc301725954][bookmark: _Toc311138111]Figure 17 - Cloister 1.2
Gameplay
· Pick up the Vine Leaf
· Go through Door
· Get Pillbug and place on button to activate Air Currents
· Use the Glide Leaf to safely cross the toxic pool
Dialog
N/A
· 

Cloister 1.3

[image: C:\Users\Guildhall\Desktop\Cloiser LDD Stuf\Cloister3.jpg]
[bookmark: _Toc301725955][bookmark: _Toc311138112]Figure 18 - Cloister 1.3
Gameplay
· Proceed right, avoiding the Slug
· Backtracking: Swing across ceiling to get extra shards
Dialog
N/A


Cloister 1.4

[image: C:\Users\Guildhall\Desktop\Cloiser LDD Stuf\Cloister4.jpg]
[bookmark: _Toc301725956][bookmark: _Toc311138113]Figure 19 - Cloister 1.4

Gameplay
· Go through Door and get Pillbug
· Put Pillbug on button to activate Air Current
· Use Glide Leaf to proceed
· Alternate path: Use Vine Leaf to get to upper path and proceed left to collect shards
Dialog
N/A



Cloister 1.5

[image: C:\Users\Guildhall\Desktop\Cloiser LDD Stuf\Cloister4.jpg]
[bookmark: _Toc311138114]Figure 20 - Cloister 1.5

Gameplay
· Enter Door
· Find Sacred Bulb
· Use Glide Leaf to use Air Current to reach Pillbug
· Feed Pillbug to Snapdragon
· Take Bulb right
Dialog
N/A


Cloister 1.6

[image: C:\Users\Guildhall\Desktop\Cloiser LDD Stuf\Cloister4.jpg]
[bookmark: _Toc311138115]Figure 21 - Cloister 1.6

Gameplay
· The path is blocked, Bounce higher
· Descend other side and press button, opening path
· Go through Door and take Bulb to Soil
· Plant Bulb, open gate, proceed
Dialog
N/A


Cloister 2.1

[image: C:\Users\Guildhall\Desktop\Cloiser LDD Stuf\Cloister4.jpg]
[bookmark: _Toc311138116]Figure 22 - Cloister 2.1

Gameplay
· Go through Door and pass through hallway, avoiding Slug. Go through next Door
· Press button, break column, opening a new path and activating Air Current
· Use Glide or Vine leaves to reach upper levels and retrieve Pillbug
· Take Pillbug through Door
· Toss Pillbug over ramp
· Go to other Doors to pick Pillbug up again
Dialog
N/A





Cloister 2.2

[image: C:\Users\Guildhall\Desktop\Cloiser LDD Stuf\Cloister4.jpg]
[bookmark: _Toc311138117]Figure 23 - Cloister 2.2

Gameplay
· Critical path: Feed Pillbug to Snapdragon
· Alternate route: Feed Pillbug to Snapdragon (earns more shards)
· Proceed right
Dialog
N/A


Cloister 2.3

[image: C:\Users\Guildhall\Desktop\Cloiser LDD Stuf\Cloister4.jpg]
[bookmark: _Toc311138118]Figure 24 - Cloister 2.3

Gameplay
· Proceed right, cross chasm
· Columns begin to crumble and fall (WOW)
Dialog
N/A


Cloister 2.4

[image: C:\Users\Guildhall\Desktop\Cloiser LDD Stuf\Cloister4.jpg]
[bookmark: _Toc311138119]Figure 25 - Cloister 2.4

Gameplay
· Finish crossing columns
· Proceed right, avoiding Slug
Dialog
N/A




Cloister 3.1

[image: C:\Users\Guildhall\Desktop\Cloiser LDD Stuf\Cloister4.jpg]
[bookmark: _Toc311138120]Figure 26 - Cloister 3.1

Gameplay
· Part 1
· Use Bounce Leaf to ascend wall, avoiding Thorns
· Use Glide leaf to descend, avoiding Thorns
· Part 2
· Press button to activate Water Wheel
· Collect Sacred Bulb
· Either take Bulb back along high route or down through doors
Dialog
N/A


Cloister 3.2

[image: C:\Users\Guildhall\Desktop\Cloiser LDD Stuf\Cloister4.jpg]
[bookmark: _Toc311138121]Figure 27 - Cloister 3.2

Gameplay
· Part 1
· Cross pit and press button to raise bridge
· Go up and left
· (See part 2 on previous page)
· Part 2
· If taking the high route back, use Bulb to press one button while holding down the other
· Take Bulb down and plant in Hallowed Soil, completing level
· If taking low route, take Bulb across bridge and plant in the Soil
Dialog
N/A
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LDD\GardensLDD.docx
[bookmark: _Toc301725863][bookmark: _Toc311138024]Quick Summary
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[bookmark: _Toc301725939][bookmark: _Toc311138122]Figure 1 - Gardens Concept
The Gardens are the crumbling remnants of the Temple’s hanging gardens and water parks. They have fallen into decay and feature treacherous gaps, crumbling platforms, and corrosive waters. Votive also makes his way through the thorn-choked interior gardens, which deadly enemies have made their home. Votive’s ultimate goal lies on the ruined rooftops of the temple’s garden and he must find a way to ascend. Votive faces a combination of challenges that include puzzles and enemy encounters. He must plant all the Sacred Bulbs to complete the level.


[bookmark: _Toc301725864][bookmark: _Toc311138025]Gameplay Overview

The primary focus for this level involves performing skill jumps and solving fairly simply environmental puzzles including moving between the foreground and background in order to retrieve the three Bulbs and return them to the Hallowed Soil.
[bookmark: _Toc301725865][bookmark: _Toc311138026]General Game Flow
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[bookmark: _Toc311138123]Figure 2: Gardens Section 1 Overview Map
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[bookmark: _Toc311138124]Figure 3: Gardens Section 2 Overview Map
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[bookmark: _Toc311138125]Figure 4: Gardens Section 3 Overview Map
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[bookmark: _Toc311138126]Figure 5: Gardens Section 4 Overview Map
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[bookmark: _Toc311138127]Figure 6: Gardens Section 5 Overview Map
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[bookmark: _Toc301725940][bookmark: _Toc311138128]Figure 7 – Gardens Section 6 Overview Map
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[bookmark: _Toc311138129]Figure 8 – Gardens Section 7 Overview Map
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[bookmark: _Toc311138130]Figure 9 – Gardens Section 8 Overview Map
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[bookmark: _Toc311138131]Figure 10 – Gardens Section 9 Overview Map
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[bookmark: _Toc311138132]Figure 11 – Gardens Section X Overview Map
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[bookmark: _Toc311138133]Figure 12 – Gardens Section 11 Overview Map
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[bookmark: _Toc311138134]Figure 13 – Gardens Section 12 Overview Map
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[bookmark: _Toc311138135]Figure 14 – Gardens Section 13 Overview Map
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[bookmark: _Toc311138136]Figure 15 – Gardens Section 14 Overview Map
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[bookmark: _Toc311138137]Figure 16 – Gardens Section 15 Overview Map
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[bookmark: _Toc311138138]Figure 17 – Gardens Section 16 Overview Map
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[bookmark: _Toc311138139]Figure 18 – Gardens Section 17 Overview Map

[bookmark: _Toc301725866][bookmark: _Toc311138027]Major Elements

Major features
· Gaps
· Platforms
· Leaves
· Enemies
· Doorways between foreground and background

Cool elements
· Crumbling architecture creates interesting platforms
· Sunlight streams in through windows and breaks in the walls

Hooks
· Player must move between foreground and background to solve puzzle.  Player can see both on the screen at the same time.
· Bramble field
· Thorn maze
· Air Currents

WOW moments
· The player reaches a field of Brambles to swing on
· The player throws the Pillbug at a Snapdragon to pass by
· The player navigates a Thorn maze
· The player rides a massive Air Current far above the level 

Story beats
· Votive discovers the Gardens
· Votive restores life to the Gardens after successfully planting the Sacred Bulbs
[bookmark: _Toc301725867][bookmark: _Toc311138028]Objective Summary

· Discover the first Bulb
· Get the first Bulb to the Hallowed Soil
· Discover to the second Bulb
· Get the second Bulb to the Hallowed Soil
· Discover the third Bulb
· Get the third Bulb to the Hallowed Soil
· Reach the end of the level and return to the Temple


[bookmark: _Toc301725868][bookmark: _Toc311138029]Technical Overview
Campaign

· Name:  Arbor 
· Level Position in Campaign: The Gardens are accessible at any point after the player completes the Narthex and enters the Temple. Votive harnesses the power of the three leaves and begins his journey by choosing one of the doors.
Mission Location

· Theme:    The fragility of once glorious and now failing gardens lies in ruins.  The theme 
   speaks of Votive and the last hope of the Arbor Goddess
· Mood:      A sense of desolation and ruin with a faint spark of hope
· Setting:    A ruined garden
· Time:        Midday
· Season:    Summer
· Weather: Cloudy
Mission Difficulty

On a scale of 1 to 10, with 1 being the least difficult and 10 being the most difficult:
· Starting:  5, Bramble field, jumping puzzles
· Middle:  7,  Thorn maze, numerous Snapdragons
· Ending :  8, Jumping puzzles, enemies, timing puzzles
Mission Metrics

· Play Time:  Approximately 14 minutes 
· Physical Length (units):  48,128 Unreal Units (includes backtracking)  
· Physical Area (units):      24,576 Unreal Units wide by 10,240 Unreal Units tall 
               by 384 Unreal Units deep
· Max New Characters: None
· Max Visual Themes:  (2)  Aqueducts, Rooftops



[bookmark: _Toc301725869][bookmark: _Toc311138030]Technical Details
Level Atmosphere/Mood

The emotion the Gardens intend to invoke is gloomy and a little sad with a slight ray of hope.  The level conveys this feeling by dim light, dirty materials, crumbling meshes, and dark orchestral music in the background.  An occasional ray of light shines through encouraging the player along and serving the dual purpose of highlighting objectives as well as conveying a sense of remaining hope.  
The theme of the level is fragility, which the level conveys with collapsing elements, tall drops, and bouncing puzzles.  The fragile nature of Votive (a clay figurine) combines with the mood of the level to produce feelings of imminent decay.  The player feels that they are the last hope for this decrepit world.
Story
· Introduction
Votive enters the Aqueducts from the Temple
· In-Game
Votive reaches the first Bulb.
Votive places the first Bulb in the Hallowed Soil.
Votive reaches the second Bulb.
Votive places the second Bulb in the Hallowed Soil.
Votive reaches the third Bulb.
Votive places the third Bulb in the Hallowed Soil.
Votive reaches the end of the level.
· Extro
Votive returns to the Temple.
Map Objectives
· Primary:       Return the Sacred Bulbs to the Hallowed Soil
· Secondary:  Collect Shards
· Bonus:          None
· Hidden:        None
Challenge Highlights
· Combat:  Votive faces one Slug, one Pillbug, and one snapdragon
· Stealth:    None
· Puzzles:    Reach the first Bulb
                  Get the first Bulb to the Hallowed Soil
    Reach the second Bulb
    Get the second Bulb to the Hallowed Soil
    Reach the third Bulb
 		    Get the third Bulb to the Hallowed Soil

· Conversation:  None
· Boss Battles:    None
Water Cooler Moments

· Section 2:  Player reaches a field of Brambles.
· Section 5:  Player bypasses a Snapdragon to snatch Shards.
· Sections 5-7: Player navigates the Thorn maze.
· Sections 12-14:  Player rides an Air Current until they are far above the level.
· Section 18: Player collapses unstable platforms to make a bridge for the Bulb.
User Interface
· Pre-Game Information
· Briefing: A splash screen tells the tale of the Goddess and Votive’s role.  In the Temple, The player sees the doors to the various levels and may choose which level to enter.

· In-Game Information
· Introduction:  Short intro matinee
· Conclusion:  The player completes the level and sees new Votive statues in the Temple

· Post-Game Information
· Debriefing:  Upon completing a level, a gate closes over the door to that level barring 
        further access and serving as a representation of completion
· Stats:   Number of shards collected; Number of Sacred Bulbs planted





[bookmark: _Toc301725870][bookmark: _Toc311138031]Gameplay Details
Gameplay Mechanics
· Prerequisite Skills
· Run
· Jump
· Acquire Leaf Power
· Avoid/kill enemies
· Avoid environmental hazards
· Bounce 
· Glide
· Vine
· Pick up Pillbug
· Use Pillbug to press down buttons
· Feed Pillbug to Snapdragon
· Push Sacred Bulb
· Pick up Sacred Bulb
· Plant Sacred Bulb

· Skills Learned
· Gardens Layout
· Gardens Puzzle Solutions
[bookmark: _Toc301725871]

[bookmark: _Toc311138032]Level Progression Chart




[bookmark: _Toc301725941][bookmark: _Toc311138140]Figure 20:  Gardens level Progression Chart
[bookmark: _Toc301725873][bookmark: _Toc311138033]
Area Walkthroughs/Detailed Map Descriptions
[bookmark: _Toc263843427]Gardens 1.1
[image: ]
[bookmark: _Toc301725944][bookmark: _Toc311138141]Figure 22 - Gardens 1.1

Gameplay
· Pick up Vine Leaf
· Enter Bramble field
[bookmark: _Toc263843429]Dialog
N/A
Gardens 1.2
[image: ]
[bookmark: _Toc301725945][bookmark: _Toc311138142]Figure 23  - Gardens 1.2
[bookmark: _Toc263843431]Gameplay
· [bookmark: _Toc263843432]Cross Bramble field (WOW)
· Bypass Snapdragon
Dialog
N/A


Gardens 1.3
[image: ]

[bookmark: _Toc301725946][bookmark: _Toc311138143]Figure 24 - Gardens 1.3
[bookmark: _Toc263843434]Gameplay
· [bookmark: _Toc263843435]Collect Shards
· Evade Slug
· Travel through Doors
Dialog
N/A
Gardens 1.4
[image: ]
[bookmark: _Toc301725947][bookmark: _Toc311138144]Figure 25 - Gardens 1.4
Gameplay
· Enter interior
· Evade Slugs
Dialog
N/A

Gardens 2.1
[image: ]
[bookmark: _Toc311138145]Figure 26 - Gardens 2.1
Gameplay
· Grab Glide Leaf
· Use Air Currents to float through Thorn maze
· Evade Thorns
· Collect Shards from Snapdragon (WOW)
Dialog
N/A

Gardens 2.2
[image: ]
[bookmark: _Toc311138146]Figure 27 - Gardens 2.2
Gameplay
· Navigate Thorn maze (WOW)
· Collect Shards
Dialog
N/A


Gardens 2.3
[image: ]
[bookmark: _Toc311138147]Figure 28 - Gardens 2.3
Gameplay
· Complete Thorn maze
· Take Bounce Leaf
· Begin vertical ascent
· Placate Snapdragon
Dialog
N/A





Gardens 2.4
[image: ]
[bookmark: _Toc311138148]Figure 29 - Gardens 2.4
Gameplay
· Ascend
· Jump over Snapdragon
· Find First Bulb
Dialog
N/A





Gardens 2.5
[image: ]
[bookmark: _Toc311138149]Figure 30 - Gardens 2.5
Gameplay
· Press button to remove obstacle
· Roll Bulb forward, crush Slug
· Roll Bulb down ramp
· Use Vine to cross over
Dialog
N/A





















Gardens 2.6
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[bookmark: _Toc311138150]Figure 31 - Gardens 2.6
Gameplay
· Keep rollin’ that Bulb
· Collect Shards
Dialog
N/A






Gardens 2.7
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[bookmark: _Toc311138151]Figure 32 - Gardens 2.7
Gameplay
· Roll Bulb through hole in wall to plant it
· Once tree sprouts, Glide down
Dialog
N/A
















Gardens 2.8
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[bookmark: _Toc311138152]Figure 33 - Gardens 2.8
Gameplay
· Use Glide Leaf to ascend on now active Air Current
Dialog
N/A



Gardens 3.1[image: ]
[bookmark: _Toc311138153]Figure 34 - Gardens 3.1
Gameplay
· Ascend
Dialog
N/A


Gardens 3.2
[image: ]
[bookmark: _Toc311138154]Figure 35 - Gardens 3.2
Gameplay
· Reach highest point of Air Current (WOW)
· Collect Shards
· Grab Bounce Leaf
· Bounce up wall
Dialog
N/A


Gardens 3.3
[image: ]
[bookmark: _Toc311138155]Figure 36 - Gardens 3.3
Gameplay
· Find Second Bulb
· Hit button to activate Bramble
· Cross chasm to hit second button which lowers bridge
· Roll Bulb across bridge and carry through Door
· Plant Bulb
· Proceed through gate
Dialog
N/A


Gardens 3.4
[image: ]
[bookmark: _Toc311138156]Figure 37 - Gardens 3.4
Gameplay
· Use Pillbugs to bypass Snapdragons
· Collect Shards
· Cross Waterwheel
Dialog
N/A


Gardens 3.5
[image: ]
[bookmark: _Toc311138157]Figure 38 - Gardens 3.5
Gameplay
· Cross second Waterwheel
· Locate Third Bulb
· Cross Thorn pit
Dialog
N/A



Gardens 3.6
[image: ]
[bookmark: _Toc311138158]Figure 39 - Gardens 3.6
Gameplay
· Press switch to collapse platforms and form bridge (WOW)
· Roll Bulb across bridge
· Plant Bulb
· Exit level (complete)
Dialog
N/A
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[bookmark: _Toc311138163]Figure 134 - Guildhall Splash Screen
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[bookmark: _Toc311138164]Figure 135 - Team Logo Splash
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Arbor contains two in-game movies:
1) An Introduction movie plays at the start of a new game.  The Goddess narrates the video, giving an overview of the backstory and describing Votive’s mission.
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[bookmark: _Toc311138166]Figure 138 - Introduction Still
2) A movie plays when the player wins the game.  It shows the temple Hub revived with green plant life after Votive has replanted every Bulb.
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[bookmark: _Toc311138167]Figure 139 - Still of the Hub with green plants
[bookmark: _Toc311138040]Options Screen
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[bookmark: _Toc311138168]Figure 137 - Options Screen
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None.
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[bookmark: _Toc311138169]Figure 140 - Pause Screen
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1.00 Arbor SkyGate| 7/5/2011
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Thumbnail Asset Name Description Dim. (HxWxD)*File Size* File Name Game Local
SKELETAL MESHES
Pillbug
Export Model Base mesh for Pillbug(UDK import ready) fbox 20x20x40 units [110KB  |AR_Pawn_PillBug.fox
Slug
Export Model Base mesh for Slug (UDK import ready) fbox 20x20x40 units [110KB  |AR_Pawn_Slug.fbx
Snapdragon
Export Model Base mesh for Snapdragon (UDK import ready) fbox 20x20x40 units [110KB  |AR_Pawn_Snapdragon.fbx
Vine
Export Model Base mesh for Vine(UDK import ready) fbox 20x20x40 units [110KB  |AR Pawn_Vine.fox
Votive
Export Model Base mesh for Votive (UDK import ready) fbox 20x20x 96 units [110KB  |AR_Pawn_Votive.fox
STATIC MESHES
Arch
Export Model Export mesh for Arch fbx 200 x 200 x 60 uni{150 KB AR _Env_Arch.fbx
Block
Export Model Export mesh for Block fbx 50x 24 x 18 units (150 KB AR_Env_Block.fbx
Bounce Leaf
Export Model Base mesh for Bounce Leaf (UDK import ready) fbox 20x20x40 units [110KB  |AR Weap_BounceLeaf.fbx
Bounce Plant
Export Model Export mesh for Bounce Plant fbx 5x30x 5 units 150 KB AR_Env_BouncePlant.fbx
Column
Export Model Export mesh for Column fbx 30x30x 15 units (150 KB AR_Env_Column.fbx
Dead Tree
Export Model Export mesh for Dead Tree fbx 25x25x 90 units (150 KB AR _Env_DeadTree.fbx
Fountain
Export Model Export mesh for Fountain fbx 80x70x 18 units (150 KB AR _Env_Fountain.fbx
Goddess Statue
Export Model Export mesh for Goddess Statue fbx 30 x 30 x 200 units| 150 KB AR_Env_Goddess Statue.fbx
Miasma
Export Model Export mesh for Miasma fbx 5x30x 5 units 150 KB AR_Env_Miasma.fbx
Sacred Bulb
Export Model Base mesh for Sacred Bulb (UDK import ready) fbox 120x120x120un|110KB  |AR Weap_SacredBulb.fbx
Shelf
Export Model Export mesh for Shelf fbx 168 x 168 x 24 uni{150 KB AR_Env_Shelf.fbx
Spike Hazard
Export Model Export mesh for Spike fbox 15x15x 15 units [150KB  |AR_Env_Spikefbx
Switch
Export Model Export mesh for Switch fbx 30x35x 10 units (150 KB AR_Env_Switch.fbx
Vine Leaf
Export Model Base mesh for Vine Leaf (UDK import ready) fbox 20x20x40 units [110KB  |AR Weap_VineLeaf.fbx
Vine Node
Export Model Export mesh for Vine Node fbx 5x30x 5 units 150 KB AR_Env_VineNode.fbx
Vine Plant
Export Model Export mesh for Vine Plant fbx 5x30x 5 units 150 KB AR _Env_VinePlant.fbx
Wing Leaf
Export Model Base mesh for Wing Leaf (UDK import ready) fbox 20x20x40 units [110KB  |AR Weap_WingLeaf.fox
'Wing Plant
Export Model Export mesh for Wing Plant fbox 15x15x 15 units [150KB  |AR_Env_WingPlantfbx
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MATERIALS

Arch Material

Diffuse Diffuse map for Arch psd 1024 px X 1024 px|20 MB AR_Env_Arch_Diffuse.psd

Spec Spec map for Arch psd 1024 px X 1024 px|20 MB AR_Env_Arch_Spec.psd

Normal Map Normal map for Arch psd 1024 px X 1024 px|20 MB AR_Env_Arch_Normal.psd

Block Material

Diffuse Diffuse map for Block psd 1024 px X 1024 px|20 MB AR_Env_Block Diffuse.psd

Normal Normal Map for Block psd 1024 px X 1024 px|20 MB AR_Env_Block Normal.psd

Spec Level Spec Level Map for Block psd 1024 px X 1024 px|20 MB AR_Env_Block_Spec_Level.psd
Bounce Leaf Material

Diffuse Map. Diffuse map for Bounce Leaf tga 2048x2048px |16 MB AR_Weap_BounceLeaf Diffuse.tga
Spec Level Map Specular Level map for Bounce Leaf tga 2048x2048px |16 MB AR_Weap_BounceLeaf_Spec_Level.tga
Emissive Map Emissive Map for Bounce Leaf tga 2048x2048px |16 MB AR_Weap_BounceLeaf Emissive.tga
Normal Map Normal Map for Bounce Leaf tga 2048x2048px |16 MB AR_Weap_BounceLeaf Normal.tga
Bounce Plant Material

Diffuse Diffuse map for Bounce Plant psd 1024 px X 1024 px|20 MB AR_Env_BouncePlant_Diffuse.psd
Normal Normal Map for Bounce Plant psd 1024 px X 1024 px|20 MB AR_Env_BouncePlant_ Normal.psd
Spec Level Spec Level Map for Bounce Plant psd 1024 px X 1024 px|20 MB AR_Env_BouncePlant_Spec_Level.psd
Emissive Emissive Map for Bounce Plant psd 1024 px X 1024 px|20 MB AR_Env_BouncePlant_Emissive.psd
Column Material

Diffuse Diffuse map for Column psd 1024 px X 1024 px|20 MB AR_Env_Window_Diffuse.psd
Normal Normal Map for Column psd 1024 px X 1024 px|20 MB AR_Env_Window_Normal.psd

Spec Level Spec Level Map for Column psd 1024 px X 1024 px|20 MB AR_Env_Window_Spec_Level.psd
Dead Tree Material

Diffuse Diffuse map for Dead Tree psd 1024 px X 1024 px|20 MB AR_Env_DeadTree_Diffuse.psd
Normal Normal Map for Dead Tree psd 1024 px X 1024 px|20 MB AR_Env_DeadTree_Normal.psd

Spec Level Spec Level Map for Dead Tree psd 1024 px X 1024 px|20 MB AR_Env_DeadTree_Spec_Level.psd
Fountain Material

Diffuse Diffuse map for Fountain psd 1024 px X 1024 px|20 MB AR_Env_Fountain_Diffuse.psd
Normal Normal Map for Fountain psd 1024 px X 1024 px|20 MB AR_Env_Fountain_Normal.psd

Spec Level Spec Level Map for Fountain psd 1024 px X 1024 px|20 MB AR_Env_Fountain_Spec_Level.psd
Goddess Statue Material

Diffuse Diffuse map for Goddess Statue psd 1024 px X 1024 px|20 MB AR_Env_Goddess Statue_Diffuse.psd
Normal Normal Map for Goddess Statue psd 1024 px X 1024 px|20 MB AR_Env_Goddess Statue_Normal.psd
Spec Level Spec Level Map for Goddess Statue psd 1024 px X 1024 px|20 MB AR_Env_Goddess Statue_Spec_Level.psd
Miasma Material

Diffuse Diffuse map for Miasma psd 512pxX512px |20 MB AR_Env_Miasma_Diffuse.psd
Normal Normal Map for Miasma psd 512pxX512px |20 MB AR_Env_Miasma_Normal.psd

Spec Level Spec Level Map for Miasma psd 512pxX512px |20 MB AR_Env_Miasma_SpecLevel.psd
Pillbug Material

Diffuse Map. Diffuse map for Pillbug tga 2048x2048px |16 MB AR_Pawn_PillBug Diffuse.tga

Spec Level Map Specular Level map for Pillbug tga 2048x2048px |16 MB AR_Pawn_PillBug_Spec_Level.tga
Bump Map Bump Map for Pillbug tga 2048x2048px |16 MB AR_Pawn_PillBug_Bump.tga

Normal Map Normal Map for Pillbug tga 2048x2048px |16 MB AR_Pawn_PillBug_Normal.tga
Sacred Bulb Leaf Material

Diffuse Map. Diffuse map for Sacred Bulb tga 2048x2048px |16 MB AR_Weap_SacredBulb_Diffuse.tga
Spec Level Map Specular Level map for Sacred Bulb tga 2048x2048px |16 MB AR_Weap_SacredBulb_Spec_Level.tga
Emissive Map Emissive Map for Sacred Bulb tga 2048x2048px |16 MB AR_Weap_SacredBulb_Emissive.tga
Normal Map Normal Map for Sacred Bulb tga 2048x2048px |16 MB AR_Weap_SacredBulb_Normal.tga
Shelf Material

Diffuse Diffuse map for Shelf psd 1024 px X 1024 px|20 MB AR_Env_Shelf_Diffuse.psd

Normal Normal Map for Shelf psd 1024 px X 1024 px|20 MB AR_Env_Shelf Normal.psd

Spec Level Spec Level Map for Shelf psd 1024 px X 1024 px|20 MB AR_Env_Shelf_Spec_Level.psd

Slug Material

Diffuse Map. Diffuse map for Slug tga 2048x2048px |16 MB AR_Pawn_Slug Diffuse.tga

Spec Level Map Specular Level map for Slug tga 2048x2048px |16 MB AR_Pawn_Slug_Spec_Level.tga
Bump Map Bump Map for Slug tga 2048x2048px |16 MB AR_Pawn_Slug_Bump.tga

Normal Map Normal Map for Slug tga 2048x2048px |16 MB AR_Pawn_Slug Normal.tga
Snapdragon Material

Diffuse Map. Diffuse map for Snapdragon tga 2048x2048px |16 MB AR_Pawn_Snapdragon_Diffuse.tga
Spec Level Map Specular Level map for Snapdragon tga 2048x2048px |16 MB AR_Pawn_Snapdragon_Spec_Level.tga
Bump Map Bump Map for Snapdragon tga 2048x2048px |16 MB AR_Pawn_Snapdragon_Bump.tga
Normal Map Normal Map for Snapdragon tga 2048x2048px |16 MB AR_Pawn_Snapdragon_Normal.tga
Spike Hazard Material

Diffuse Diffuse map for Spike Hazard psd 512pxX512px |20 MB AR_Env_Spike_Diffuse.psd

Normal Normal Map for Spike Hazard psd 512pxX512px |20 MB AR_Env_Spike_Normal.psd

Spec Level Spec Level Map for Spike Hazard psd 512pxX512px |20 MB AR_Env_Spike_SpecLevel.psd
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Switch Material

Diffuse Diffuse map for Switch psd 1024 px X 1024 px|20 MB AR_Env_Switch_Diffuse.psd

Normal Normal Map for Switch psd 1024 px X 1024 px|20 MB AR_Env_Switch_Normal.psd

Spec Level Spec Level Map for Switch psd 1024 px X 1024 px|20 MB AR_Env_Switch_Spec_Level.psd

Vine Material

Diffuse Map. Diffuse map for Vine tga 2048x2048px |16 MB AR_Weap_Vine_Diffuse.tga

Spec Level Map Specular Level map for Vine tga 2048x2048px |16 MB AR_Weap_Vine_Spec_Level.tga

Normal Map Normal Map for Vine tga 2048x2048px |16 MB AR_Weap_Vine_Normal.tga

Vine Leaf Material

Diffuse Map. Diffuse map for Vine Leaf tga 2048x2048px |16 MB AR_Weap_VineLeaf Diffuse.tga

Spec Level Map Specular Level map for Vine Leaf tga 2048x2048px |16 MB AR_Weap_VineLeaf Spec_Level.tga

Emissive Map Emissive Map for Vine Leaf tga 2048x2048px |16 MB AR Weap_VineLeaf Emissive.tga

Normal Map Normal Map for Vine Leaf tga 2048x2048px |16 MB AR_Weap_VineLeaf Normal.tga

Vine Node Material

Diffuse Diffuse map for Vine Node psd 512pxX512px |20 MB AR_Env_Vine Node_Diffuse.psd

Normal Normal Map for Vine Node psd 512pxX512px |20 MB AR_Env_Vine Node_Normal.psd

Spec Level Spec Level Map for Vine Node psd 512pxX512px |20 MB AR_Env_Vine Node_SpecLevel.psd

Vine Plant Material

Diffuse Diffuse map for Vine Plant psd 1024 px X 1024 px|20 MB AR_Env_VinePlant Diffuse.psd

Normal Normal Map for Vine Plant psd 1024 px X 1024 px|20 MB AR_Env_VinePlant_Normal.psd

Spec Level Spec Level Map for Vine Plant psd 1024 px X 1024 px|20 MB AR_Env_VinePlant_Spec_Level.psd

Emissive Emissive Map for Vine Plant psd 1025 px X 1024 px|20 MB AR_Env_VinePlant_Emissive.psd

Votive Material

Diffuse Map. Diffuse map for Votive tga 2048x2048px |16 MB AR_Pawn_Votive_Diffuse.tga

Spec Level Map Specular Level map for Votive tga 2048x2048px |16 MB AR_Pawn_Votive_Spec_Level.tga

Bump Map Bump Map for Votive tga 2048x2048px |16 MB AR_Pawn_Votive_Bump.tga

Normal Map Normal Map for Votive tga 2048x2048px |16 MB AR_Pawn_Votive_Normal.tga

'Wing Leaf Material

Diffuse Map. Diffuse map for Wing Leaf tga 2048x2048px |16 MB AR_Weap_WingLeaf Diffuse.tga

Spec Level Map Specular Level map for Wing Leaf tga 2048x2048px |16 MB AR Weap_WingLeaf Spec_Level.tga

Emissive Map Emissive Map for Wing Leaf tga 2048x2048px |16 MB AR_Weap_WingLeaf Emissive.tga

Normal Map Normal Map for Wing Leaf tga 2048x2048px |16 MB AR Weap_WingLeaf Normal.tga

Emissive Emissive Map for Switch psd 1025 px X 1024 px|20 MB AR_Env_Switch_Emissive.psd

'Wing Plant Material

Diffuse Diffuse map for Wing Plant psd 1024 px X 1024 px|20 MB AR_Env_WingPlant_Diffuse.psd

Normal Normal Map for Wing Plant psd 1024 px X 1024 px|20 MB AR_Env_WingPlant_Normal.psd

Spec Level Spec Level Map for Wing Plant psd 1024 px X 1024 px|20 MB AR_Env_WingPlant_Spec_Level.psd

Emissive Emissive Map for Wing Plant psd 1024 px X 1024 px|20 MB AR_Env_WingPlant_Emissive.psd
BSP TEXTURES

Corridor Wall

Diffuse Diffuse map for Corridor Wall psd 1024 px X 1024 px|20 MB AR_Env_CorridorWall_Diffuse.psd

Normal Normal Map for Corridor Wall psd 1024 px X 1024 px|20 MB AR_Env_CorridorWall_Normal.psd

Spec Level Spec Level Map for Corridor Wall psd 1024 px X 1024 px|20 MB AR_Env_CorridorWall_Spec_Level.psd

Ceiling Tile

Diffuse Diffuse map for Ceiling Tile psd 512pxX512px |20 MB AR_Env_CeilingTile_Diffuse.psd

Normal Normal Map for Ceiling Tile psd 512pxX512px |20 MB AR_Env_CeilingTile_Normal.psd

Reflect Reflect Map for Ceiling Tile psd 512pxX512px |20 MB AR_Env_CeilingTile_Reflect.psd

Muck Tile

Diffuse Diffuse map for Muck Tile psd 512pxX512px |20 MB AR_Env_Muck_Diffuse.psd

[Alpha ‘Alpha map for Muck Tile psd 512pxX512px |20 MB AR_Env_Muck_Alpha.psd

Water Tile

Diffuse Diffuse map for Water Tile psd 512pxX512px |20 MB AR_Env_Water_Diffuse.psd

|Alpha Alpha map for Water Tile psd 512pxX512px |20 MB AR_Env_Water_Alpha.psd

'Wall Tile

Diffuse Diffuse map for Wall Tile psd 512pxX512px |20 MB AR_Env_WallTile_Diffuse.psd

Normal Normal Map for Wall Tile psd 512pxX512px |20 MB AR_Env_WallTile_Normal.psd

Spec Level Spec Level Map for Wall Tile psd 512pxX512px |20 MB AR_Env_WallTile_SpecLevel.psd

'Wall Tile (Alternate)

Diffuse Diffuse map for Wall Tile (Alternate) psd 512pxX512px |20 MB AR_Env_WallTileAlternate_Diffuse.psd

Normal Normal Map for Wall Tile (Alternate) psd 512pxX512px |20 MB AR_Env_WallTileAlternate_Normal.psd

Spec Level Spec Level Map for Wall Tile (Alternate) psd 512pxX512px |20 MB AR_Env_WallTileAlternate_SpecLevel.psd
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ANIMATIONS & RIGGING

Bounce Leaf Mesh / Animations
Rigged Model Base mesh for Bounce Leaf (rigged and animated) _max 20x20x40 units [600KB  |AR_Weap_BounceLeaf Rigged.max
Tdle Idle Animation psk - AR_Weap_BounceLeaf Idle.ani
Pillbug Mesh / Animations
Rigged Model Base mesh for PillBug (rigged and animated) _max 20x20x 40 units [600KB  |AR_Pawn_PillBug Rigged.max
Tdle Idle Animation psk - - AR_Pawn_PillBug Idle.ani
Walk Walk Animation psk - - AR_Pawn_PillBug Idle.ani
Curl Curl Animation psk - AR_Pawn_PillBug_Curl.ani
Uncurl Uncurl Animation psk - - AR_Pawn_PillBug_Uncurl.ani
Sacred Bulb Mesh / Animations
Rigged Model Base mesh for Sacred Bulb (rigged and animated) _max 20x20x 40 units [600KB  |AR Weap_SacredBulb_Rigged.max
Tdle Idle Animation psk - AR_Weap_SacredBulb_Idle.ani
Slug Mesh / Animations
Rigged Model Base mesh for Slug (rigged and animated) _max 20x20 x40 units [600KB  |AR_Pawn_Slug Rigged.max
Tdle Idle Animation psk - - AR_Pawn_Slug_Idle.ani
Move Move Animation psk - - AR_Pawn_Slug_Move.ani
Death Death Animation psk - - AR_Pawn_Slug_Run.ani
Snapdragon Mesh / Animations
Rigged Model Base mesh for Snapdragon (rigged and animated) _max 20x20x40 units [600KB  |AR_Pawn_Snapdragon_Rigged.max
Tdle Idle Animation psk - - AR_Pawn_Snapdragon_ldle.ani
Eat Eat Animation psk - - AR_Pawn_Snapdragon_Eatani
Hold Bulb Hold Bulb Animation psk = = AR_Pawn_Snapdragon_Hold Bulb.ani
Death Death Animation psk - - AR_Pawn_Snapdragon_Death.ani
Vine Leaf Mesh / Animations
Rigged Model Base mesh for Vine Leaf (rigged and animated) _max 20x20 x40 units [600KB  |AR_Weap_VineLeaf Rigged.max
Tdle Idle Animation psk - AR Weap_LevitateLeaf_Idle.ani
VineMesh / Animations
Rigged Model Base mesh for Vine (rigged and animated) _max 20x20x 40 units [600KB  |AR_Weap_Vine.max
Tdle Idle Animation psk - AR Weap_Vine_Idle.ani
Extended Extended vine animation psk - AR Weap_VIne_Extend.ani
Swing Vine swing animation psk AR Weap_VIne_Swing.ani
Votive Mesh / Animations
Rigged Model Base mesh for Votive (rigged and animated) _max 20x20x 96 units [600KB  |AR_Pawn_Votive_Rigged.max
Idle Idle Animation psk - - AR_Pawn_Votive_Idle.ani
Walk 'Walk Animation psk - - AR_Pawn_Votive Walk.ani
Run Run Animation psk - - AR_Pawn_Votive_Run.ani
Jump. Jump Animation psk - - AR_Pawn_Votive_jump.ani
Push Push Animation psk - - AR_Pawn_Votive_Push.ani
Pull Pull Animation psk - - AR_Pawn_Votive_Pull.ani
Grab Grab Animation psk - - AR_Pawn_Votive_Grab.ani
Pick Leaf Pick Leaf Animation psk - - AR_Pawn_Votive_Pickani
Discard Leaf Discard Leaf Animation psk - - AR_Pawn_Votive_Discard.ani
Carry Carry Object Animation psk - - AR_Pawn_Votive_Carry.ani
Death Death Animation psk - - AR_Pawn_Votive_Death.ani
'Wing Leaf Mesh / Animations
Rigged Model Base mesh for Wing Leaf (rigged and animated) _max 20x20x40 units [600KB  |AR_Weap_WingLeaf Rigged.max
Tdle Idle Animation psk - AR Weap_WingLeaf Idle.ani
UI/HUD
N/A N/A N/A N/A N/A N/A N/A N/A
PARTICLE EFFECTS
N/A N/A N/A N/A N/A N/A N/A N/A
Mmusic
Tutorial / Hub Music Background music for the Tutorial / Hub level .wav. 5MB AR_Music_Hub.wav
Cloyster Music Background music for the Cloyster Level -wav 5MB AR Music_ Lvll.wav
Aquaducts Music Background music for the Aquaducts Level .wav. 5MB AR_Music_ Lvl2.wav
Rooftops Music Background music for the Rooftops Level -wav 5MB AR Music_ Lvl3.wav
Main Menu Music Background music for the Main Menu, Options screen, etq.wav 5MB AR Music_Main.wav
Win Music Background music plays when player wins the game wav 5MB AR Music_Win.wav
End Credits Music Background music plays when Credits roll at the end -wav 5MB AR Music_ Credits.wav
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SOUNDS

Votive Walking Votive's footsteps on the ground / rocks/ leaves/ etc. __|.wav 500KB  |AR Sound Votive Walkwav
Votive Jump Votive's jumping sound effect wav, 500 KB AR _Sound_Votive Jump.wav
Votive Land Votive's landing sound effect wav 500 KB AR _Sound_Votive Land.wav
Votive Breaks Votive breaking / Death sound effect .wav. 500 KB AR_Sound _Votive_Break wav
Votive Damage Votive taking damage sound effect .wav. 500 KB AR_Sound_Votive_Damage.wav.
Votive Leaf Swap Votive swapping between leaf abilities sound effect -wav 500 KB AR Sound Votive_Swap.wav
Votive Bounce Votive bouncing with the bounce leaf sound effect wav 500 KB AR_Sound_Votive_Bounce.wav
Votive Glide Votive gliding with the glide leaf sound effect wav 500KB _|AR Sound Votive Glide.wav
Votive Vine Extends Votive using the vine leaf ability sound effect -wav 500 KB AR Sound Vine_Extend.wav
Vine Attach The Vine Leaf vine attaching to a surface wav 500 KB AR _Sound_Vine_Attach.wav.
Vine Detach The vine Leaf vine detaching from a surface wav 500 KB AR _Sound_Vine_Detach.wav
Sacred Bulb Spawn Sacred Bulb Spawning sound effect way 500KB __|AR Sound Bulb_Spawn.wav
Sacred Bulb Planted Sacred Bulb being planted into sacred soil sound fx wav, 500 KB AR _Sound_Bulb_Planted.wav
Ball Rolling Rolling sound for Bulb, Pillbug wav 500KB _|AR Sound Bulb_Rolling.wav
Sacred Bulb Thud The Sacred Bulb hitting the ground from a short fall wav, 500 KB AR _Sound_Bulb_Thud.wav
Hallowed Soil Sounds The Hallowed Soil mystical sound effects -wav 500 KB AR Sound Soil Fx.wav
Collectable Pickup Sound effects when collecting a collectable wav, 500 KB AR_Sound_Collect Fx.wav
Slug Squish A slug squishing sound effect wav 500KB  |AR Sound Slug Squish.wav
Snapdragon Extends The sound effect for when a Snapdragon extends -wav 500 KB AR Sound Snap_Extends.wav
Snapdragon Rectracts The sound effect for when a Snapdragon retracts -wav 500 KB AR Sound Snap_Retracts.wav
Pillbug Rolls Up The sound effect for when a Pillbug rolls up intoaball _|.wav 500KB __|AR Sound Pillbug Rollup.wav
Switch Fx A Switch mechanism sound effect wav 500 KB AR _Sound_Switch_Fx.wav
SeeSaw Fx A SeeSaw's balancing sound effect wav 500 KB AR _Sound_SeeSaw_Fx.wav
Door Opening Fx A Door opening sound effect -wav 500 KB AR _Sound_Door_Open.wav
Platform Moving Fx A platform / stone slab moving sound effect .wav. 500 KB AR_Sound_Platform_Move.wav
Air Jet Fx The sound effect of an jet of air blowing wav 500KB _ |AR Sound Airfet Fx.wav
Floating Miasma Gas The sound effect of Miasma gas slowly floating about .wav. 500 KB AR_Sound_Miasma.wav
Water Fx The sound effect of water wav 500 KB AR Sound Water Fx.wav
Bubbling Fx The sound effect of bubbling poison / magma wav 500KB _|AR Sound Bubbling Fx.wav
'Wind Current Fx The soft sound effect of a breeze near the edge ofa cliff |.wav. 500 KB AR_Sound Wind_Currentwav
Goddess Temp Chimes The sound effects of chimes playing in the Goddess's Temj.wav 500 KB AR Sound_Chimes_Fx.wav
LEVELS
A_Tut P Tutorial persistant level UDK 30Mb A_Tut P.udk
A_Tut Script Tutorial scripting level UDK 5Mb A_Tut_Scriptudk
A_Tut_Light Tutorial lighting level UDK 10Mb A_Tut Lightudk
A_Temple P Temple of the Goddess persistant level UDK 60Mb A Temple P.udk
A_Temple Script Temple of the Goddess scripting level UDK 10Mb A Temple Scriptudk
A_Temple Light Temple of the Goddess lighting level UDK 20Mb A Temple _Lightudk
A_Ruins_P Ruined Cloister persistant level UDK 60Mb A Ruins_P.udk
A_Ruins _Script Ruined Cloister scripting level UDK 10Mb A Ruins_Scriptudk
A_Ruins_Light Ruined Cloister lighting level UDK 20Mb A_Ruins_Light.udk
A_Aqueduct P Aqueducts persistant level UDK 60Mb A_Aqueduct P.udk
A_Aqueduct _Script Aqueducts scripting level UDK 10Mb A_Aqueduct_Scriptudk
A_Aqueduct Light Aqueducts lighting level UDK 20Mb A_Aqueduct Light.udk
A_Rooftop P Rooftops persistant level UDK 60Mb A Rooftop_P.udk
A_Rooftop_Script Rooftops scripting level UDK 10Mb A Rooftop_Scriptudk
A_Rooftop_Light Rooftops lighting level UDK 20Mb A Rooftop_Lightudk
INSTALLER FILES
Arbor Arbor installation executable .exe 19 MB Arbor.exe
CONFIG FILES
N/A N/A N/A N/A N/A N/A N/A N/A
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CODE ASSETS

ArborPawn specalized code for doing things in 2D uc 5KB AR_Code_ArborPawn.uc
VotivePawn player pawn, contains lots of animations, interacts with by.uc 5KB AR Code_VotivePawn.uc
SacredBulbPawn [pawn for sacred bulb, interacts with Votive pawn, can be If.uc 5KB AR _Code_SacredBulbPawn.uc
SlugPawn pawn for enemy slugs, simple animations; kills player, kill|.uc 5KB AR Code_SlugPawn.uc
PillbugPawn pawn for pillbugs, simple animations, interacts with playe|.uc 5KB AR Code_PillbugPawn.uc
RolledUpPillbug object that can be picked up by votive, used for puzzles _|.uc 5KB AR Code_RolledUpPillbug.uc
SnapdragonPawn interacts with pillbugs, Kills votive, simple animations __|.uc 5KB AR Code_SnapdragonPawn.uc
CheckpointNode respawn point for votive, placeable by LD's uc 5KB AR _Code_CheckpointNode.uc
CameraNode series of nodes that form a spline to control the camera _|.uc 5KB AR Code_CameraNode.uc
LeafNode positions where the player can equip leaves, placeable _|.uc 5KB AR Code_LeafNode.uc
VotiveController controls Votive, interfaces with xbox controller -uc 5KB AR _Code_VotiveController.uc
SacredBulbController logic behind moving sacred bulb uc 5KB AR_Code_SacredBulbControler.uc
SlugController A for slugs uc 5KB AR_Code_SlugController.uc
PillbugController AI for pillbugs uc 5KB AR_Code_PillbugController.uc
SnapdragonController Al for snapdragon uc 5KB AR Code_SnapdragonController.uc
ArborGame contains global game data and methods uc 5KB AR_Code_ArborGame.uc
ArborHUD used for tutorial, leaf swapping prompts, offscreen sacred |.uc 5KB AR Code_ArborHUD.uc
BackgroundDoor teleports player to background, placeable uc 5KB AR Code_BackgroundDoor.uc
ForegroundDoor teleports player to foreground, placeable uc 5KB AR Code_ForegroundDoor.uc
Dark Miasma specalized code for creating a volume filled with Miasma g.uc 5KB AR _Code_DarkMiasma.uc
PACKAGES
Votive Votive UPK. UPK 20 MB A_Pawn_Votive.upk
Slug Slug UPK UPK 20MB |5 pawn Shigupk
Snapdragon Snapdragon UPK UPK 20 MB A Pawn_Snapdragon.upk
Roots Roots UPK UPK 20 MB A_Pawn_Roots.upk
PillBug PillBug UPK UPK 20MB |5 pawn PilBugupk
Bounce Leaf Bounce Leaf UPK UPK 20 MB A Weap_BounceLeaf.upk
Bounce Plant Bounce Plant UPK UPK 20 MB A_Env_BouncePlant.upk
Glide Leaf Glide Leaf UPK UPK 20MB |5 Weap GlideLeafupk
Glide Plant Glide Plant UPK UPK 20MB |5 Env GlidePlantupk
Vine Leaf Vine Leaf UPK UPK 20 MB A Weap_VineLeaf.upk
Vine Plant Vine Plant UPK UPK 20 MB A_Env_VinePlant.upk
sacred Bulb Sacred Bulb UPK UPK 20MB |5 Weap sacredBulbupk
Arch Arch UPK UPK 20MB |5 Env Archupk
Column Column UPK UPK 20 MB A_Env_Column.upk
Block Block UPK UPK 20MB |5 Env Blockupk
Goddess Statue Goddess Statue UPK UPK 20 MB A_Env_Goddess_Statue.upk
Shelf Shelf UPK UPK 20 MB A_Env_Shelf.upk
Fountain Fountain UPK UPK 20 MB A_Env_Fountain.upk
Dead Tree Dead Tree UPK UPK 20 MB A_Env_DeadTree.upk
Corridor Wall Corridor Wall UPK UPK 20 MB A_Env_CorridorWall.upk
'Wall Tile Wall Tiles UPK UPK 20 MB A_Env_WallTile.upk
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