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Team 
Lea Heleotis- Project Lead, Designer, Modeler 
Elizabeth Hood- Animation Supervisor, Story, Co-Producer (Animation/Outsourcing) 
Slaton White- Programming, Game Design 
Christopher Berry- Programming, Particles, Game Design 
Ryan Gatts- Art Lead, Character/Environment Concept Art, Story 
Rachel Marshall- Concept Art (Characters, Equipment), Animation 
Zack Ward- Concept Art (Characters, Equipment) 
Josh Broussard- Lead Character Modeler 
Arthur Haugh- Lead Environment Modeler 
Kat Mierostawska- Level Design, Story 
Sam Cole- 3d Artist 
Sam Casper – Game Design, Documenting 
 

Art Style: 
Unique and stylized characters in a highly detailed world that have a painterly quality to the 
environment and the characters. 
 

Story: 

 
 

Summary: 
 The story is a coming of age story about Ivy. She gets caught in the middle of a war between 
Tanith, her older sister, and their mother. Ivy gets trapped by her sister in the Chaos realm. Ivy must 
bridge the gap between Order and Chaos to get out of the Chaos Realm and save the world.   
 

Pre-Game Story: 
 
 Once there was a powerful sorceress and she guarded a rift that led into the realm of chaos. Her 
lover was from the realm of chaos and together they had a child, a child equally at home in chaos and 
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in order. They raised the daughter to understand magic to use order to create and to use chaos to pull 
apart. She was ambitious and outpaced what her parents were willing to teach her. And when her sister 
was born she snuck into her mother’s study and drew upon the chaos in the rift to a greater degree than 
she had ever been allowed. She lost control of the power she hoped to wield and her parents came to 
her rescue. She killed her father, and her mother sealed her away inside the rift, and sower to raise her 
second daughter sheltered from the risk that such magic posed.  
 

 
 

In Game Story: 
 
 Ivy, up late at night is watching mythical adventurers through a scrying mirror when her mother 
appears through the mirror and yells at her for being up too late and watching such junk. The mother 
disappears telling Ivy to go to bed. Ivy decides that she has had enough and she is going to run away. 
She rips up her dress, and blows open the door to her room (Start Gameplay). Ivy explores the castle 
and wanders in to her mother's study where her sister was sealed away. Her sister calls out to her 
through the mirror, commiserating with Ivy and asking Ivy to release her. Ivy reaches into the mirror 
and releases her sister and is flung into the chaos realm. Ivy wakes up in the nether in a messed up 
version of her room. She must then gather spells and escape from the nether. When she finally does 
escape, she returns to her mother's study to find the castle thrown into chaos. Ivy follows the sounds of 
battle through the ruined castle to find Tanith and her mother locked in a sorceress battle to the death. 
Ivy starts to fight Tanith, the mother creates a portal and tries to force Tanith back in. Tanith grabs onto 
Ivy and they fight, locked in the rift between the worlds. Ivy wins and everything is restored to normal. 
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Core Mechanics: 
 

Shooting Magic: 
 Players fire magic like they would fire a gun in a third-person action game, move the cursor 
over the target and click to fire. There is no conventional mana bar that will be used to track the amount 
of energy being used. Instead we have an order/chaos bar that tracks what kind of spells the player 
uses. If the player uses too many chaos spells and fills up the meter to the chaos side than they will die. 
The goal of this is to force the player to find a balance with the magic that they use. We also plan to 
allow for combining of specific spells to produce special effects. Right now the plan is to have six 
usable spells, a light, medium, and heavy spell. There will be one of these for each order ad chaos. 

Magic so far: 
Order: 

Light: Wall 
Medium: Heal 
Heavy: Implosion 

Chaos: 
Light: Destroy 

Medium: Explosion 
Heavy:  Atomization  

Name School Strength(l/m/h) Balance bar 
value 

Damage 

Atomization Chaos Heavy -70 90 

Explosion Chaos Medium -33 40 
Destruction Chaos Light -5 10 

Heal  Order Medium +25 -25(Heal) 

Implosion Order Heavy +66 70 
Wall Order Light +10 0 

 
Environment Interaction: 

Whether we want this interaction to be solely puzzle-based, completely combat based, or some 
mixture of the two is still unknown. When the player stands into a magic circle they are granted a 
significant boost to their magical power, allowing them to interact with the environment. This is the 
only way for the player to interact with the environment. 
How we implement the order/chaos spells is still vague and warrants further discussion, so I will not 
talk about that here. 
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Player Controls: 

Keyboard: 
Player movement is controlled using the “WASD” keys.  

 
Key Action 

W Move Forward 

A Strafe Left 
S Move Backward 

D Strafe Right 
E Use 
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Mouse: 
Use the mouse to control the camera and aim magic spells. 

 
Key Action 

Mouse 1(Left) Order Spell 
Mouse 2 (Right) Chaos Spell 

Middle Mouse Button  

Middle Mouse Wheel Up/Down Zoom Camera In/Out 
 

 

Camera: 
The camera will be similar to adventure games and MMO’s with a pulled back camera that can be 
zoomed in and out and rotated around the character. 
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Character Movement: 

Player Values 
Using UDK’s default numbers: 

Name Name in UDK Value 
Camera Horizontal LookRightScale 300.0 

Camera Vertical LookUpScale -250.0 
Movement 

forward/back 
MoveForward 1200.0 

Movement side to side MoveStrafeSpeed 1200.0 
 
Movement values are likely to be lowered to have the player move more slowly. 

 
Enemies Values 

 
The various enemy types will have different movement values specific to each type. 

AI: 
 
The AI for the game is going to be tricked into working using UDK’s trigger volumes. These volumes 
will be attached to an actor and when the player enters/triggers one of these volumes the AI will just 
attack the player.  

 
Enemies 

Name Health Level Appearance  Characteristics 
Animated Books 15 2a  

Gargoyle  30 2a  
Spider 60 2b  
Golem 90 3a  

Chimera 115 3b  
Homunculus  150 3b  



9 
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Level Design: 
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Themes of the Chaos Realm: 

1. Escaping the chaos realm 

2. The history of Tanith, the older sister. 

3. Reflection of Tanith an Adelyn, the mother, fighting. 

4. Reflection of the tutorial areas in the chaos realm 
 

Home / Tutorial: 
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There are two major obstacles for the player to overcome in the tutorial level and a transition to 
the chaos realm: 1. The locked door of Ivy’s room. 2. The guardian/golem that guards/protects 
Ivy. 3. Mirror Portal. 

1. Door – After the opening cut-scene the player is thrust into a locked room and is than given 
free control over the character. To get out of the room the player can use either of the two sides 
of magic to do it. If the player uses the order spell the door automatically becomes unlocked and 
opens quietly. If the player uses a chaos spell than the door explodes open, causing a lot of 
noise. This action causes the golem to appear in the closer garden area instead of the courtyard 
area. 

2. Guardian/golem – The first combat enemy that is essentially a target dummy for the player to 
practice their spells in combat. If the player unlocked the door the golem is located in the 
courtyard facing away from the player. The player can walk past the golem without it attacking 
them. When they approach the locked door in front of the golem and attempt to interact with it 
the golem is awakened and triggers a few lines of dialogue than the combat begins. If the player 
blew the door up with a chaos spell, the golem will be in the garden waiting for the player and 
triggers the fight sequence as soon as the player enters the area. 

3. Mirror Portal – At the end of the level, in the study, there is a magic mirror that the player 
can interact with. If the player does so immediately the mirror shows the image of Tanith, who 
then goes on to drag the player into the mirror. If the player waits and explores the room for 
little while, the mirror will slowly start to show the image of Tanith, who then starts screaming 
“let me out!” repeatedly and banging on the mirror. If the player still has not interacted with the 
mirror at this point, the mirror will drag the player to the mirror and start the transition into the 
chaos realm. 
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Chaos Realm p. 1: 
 
            Side View: 

 
 

Top View: 

 
 
The player will enter into the Chaos realm through the mirror and be placed in the bedroom of 
Tanith's. The bedroom is very similarly designed to the one in the intro sequence and Ivy's. 
Where there was once a window there is now the mirror in which the player entered from. The 
room has odd proportions to it to show the warped process that Tanith has begun to go through. 
The player discovers Tanith's Diary and begins to read from it when after the first entry the 
world begins to shake and a crack (this sequence is bound to change depending on UDK) 
causing the player to fall down into a circular area that will be the hub for the game while the 
rest of the pages of the diary go missing.  Tanith and the Mother fight in the real world while 
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Ivy adventures through the Chaos Realm. This fighting is the cause of the deterioration of the 
Chaos Realm, shown by the world shaking, cracking, and several things fading in and out.   

In the Hub the player is able to find one of the diary pages fairly easily. The diary page should 
hint at the fact that Tanith is aware of a way out. The player than must explore the Chaos Realm 
in order to find the other pages of the diary to escape. The next area after the hub is a twisted 
recreation of the Library from the tutorial level with completely distorted perspectives.  

The player will adventure through the Library that can be described as similar to Moria of Lord 
of the Rings, finding several more diary pages and fighting of enemies created by Tanith. After 
the player has made it through the Library, they will come back to the Hub. This Hub is set 
dressed differently and has stairs leading down. The stairs leading down bring the player back 
to the original Hub and allow for the player to go back to the first area and find anything they 
could have missed. 
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Chaos Realm p. 2: 

Side View: 

 
 
 

Top View: 

 
 

After the player exits the Hub (not down into the previous Hub), the player exits into a burning 
reflection of the garden from the tutorial. This area is showing Tanith’s growth in experience with her 
magic and her twisting of her home world. The player will also find several more diary pages here as 
well as the key page that explains how ivy can escape the Chaos Realm. At the end of the Garden is 
another Hub that is connected to the other two. After the final Hub is the puzzle that the player needs to 
complete in order to escape. This is followed by the player encountering a room full of all the enemies 
from the previous level all looking at the player, but not attacking. This leads to the exit of the Chaos 
Realm and to the real world. 
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Boss Fight: 
After Ivy leaves the Chaos realm she is faced with Tanith defeating their mother. After a brief cut-scene 
or other narrative tool, Tanith will attack Ivy and begin the final boss battle. The boss battle is going to 
be a test that reviews everything that the player has done since the player entered the chaos realm. What 
this entails is open for discussion with the group. Depending on the “AI” the battle should have Tanith 
flinging spells at Ivy and vice-versa. After the boss battle there is an ending narrative piece and the 
game ends. 
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Change Log: 
 

2.5  
10/18/2011 - Added Change Log, Story Summary, Table of Contents and Title Page. Fixed several 
grammatical errors and changed formatting. 

3.0 
10/20/11 – Added Player controls and legend 

3.2 
10/22/11 – Added Camera, Team, Art Style, several pictures 

3.4 
10/25/11 – Added Chaos Realm p. 2, images, AI, Boss Fight, Character Movement, Updated Camera 
10/27/11 – Added Magic Table 
11/01/11 – Added Enemy Table, Removed Big 6(5) 

4.0 
11/07/11 – Stylistic/formatting changes. Getting ready for submission version. 
11/10/11 – Added Flow charts 
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