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PREMISE

A blind architect who shall remain nameless (okay, maybe he's “Lester Broom” of
Shackelford County, Texas) has fallen asleep after a day of mundanity and perhaps a little
admonishment from employer-and-wife. Despite comfort and acceptance of his disability,
his life has not panned out as expected, and he laments no longer having any of his
youthful joys, including music. As his state of mind deteriorates, even his dreams have

become challenging, creating worlds that are more vivid than reality.

In this particular dream, memories are attached to musical notes, and as he collects them
to add layers to the background music, he not only constructs a harmonious song, but

begins to make sense of his purpose in life.

PROJECT

Title: Piece to Find

Engine: Godot 4.1

Perspective: 2D Platformer

Resolution: 960 x 540

Development Cycle: August 11, 2023 - August 20, 2023
Game Jam: Godot Wild Jam 60

Project Management:

Repository:

TEAM

Artist: Silivar ( )
Producer / Writer: Ricky Leone ( )
Programmer / Level Designer: Joe Cloutier ( )

Sound Designer / Composer: Art Mont ( )
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https://trello.com/b/vqjCvsRQ/godot-wild-jam-60
https://github.com/jseedev/gn_gwj60.git
https://silivar.itch.io/
https://rtleone.itch.io/
https://smokin-joe.itch.io/
https://artmont.itch.io/

PROGRAMMING

REQUIREMENTS
To realize this vision, we will require the following:

e A player controller that walks, runs, and jumps left + right, inputted by WASD + “E”

key for use.
e A camera that centers on the player and follows it around the game world.
e "Falling” logic in case the player surpasses the edge of the world.

e A musical note object that adds another track to the background music when

collected.
e A memory node object that can emit a signal when the character passes through it.

e  Constructed levels that start off blurred and are centered around locating memories

and musical notes.
e A Dlurfilter that can be sharpened upon collecting memory nodes.
e Interactable objects (musical notes) that can play a musical layer when collected.

e  Asimple inventory system that allows the player to remove objects from the

environment (visibility toggle) and add them to their inventory.

e A narrative system that can play a scrolling pre-level narration, as well as show

“thought bubbles” attached to memory nodes laid out in the environment.

e  An autoloaded scene that can store global variables and run global nodes across all

scenes.

e  Level-transitioning that will retain the global variables and the player’s inventory on

each transition.
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e  Artof the 2D isometric style, consisting of parallax-ready backgrounds, tiles,
objects, and a character spritesheet.

e Sound effects and layered music reflecting a serene atmosphere.

e A main menu that starts the game, shows controls, lets the player adjust volume,

shows credits, and closes the game.
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PLAYER JOURNEY

A step-by-step of how the user will navigate throughout the game:

e Upon pressing “Start” on the Main Menu, a brief introduction explaining the main

character’s peril will establish purpose for the player.

e The first scene will open: the level will be severely blurred. As the player uses the
sound of footsteps to traverse around the environment, they will run into memory
nodes. These voiced over “thought bubbles” will give some insight into the main

character’s life, and will slightly de-blur the camera.

e Asthe player develops a better view of the scene, they will be able to see musical
symbols in the environment. Collecting these will play another layer in the
background music. However, navigating to these symbols may have challenges to

them (one-way spinning tiles on a timer, pressure switches, projectile traps).

e The exploration will continue until the player has discovered all the musical symbols

in the level. This will unlock the following level.

e  After completing three levels, the player will have collected all musical symbols,
listened to most or all of the story, and reached the win condition, which would

give the player a choice to wake up or continue living in the dream world.

e  There are no loss conditions; if the player falls over the edge of the map, they will

be returned to the last location to continue experiencing the story.
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ART

ENVIRONMENT

A soft combination of beige offset by light-to-mid-range blues and greens will form a

dreamlike colour palette that will differentiate this world from realism.

The scale and positioning of the background parallax clouds compared to the isometric

character and props will further establish the fantasy aspect of the story.

PROPS

Musical notes will be collectible and will play an additional layer of the background music
as well as progress the player throughout the level. A house will base around the player’'s
starting point, and most other objects in the scene will be non-interactable set dressing
or obstructions. Gates will be obstructive until a musical note is found. Additional

interactables may be added to make the level design more challenging.
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SOUND

SOUND DESIGN

Synthesized sounds reflective of a relaxing atmosphere will be attached to object pickups

and character movement (soft footsteps).

MUSIC

To match the serenity of the art, the music will be lo-fi and evoke a sense of “chill,” making

the atmosphere relaxing and contrary to the pressures of reality.

Layers of music will add onto each other as the player collects musical note objects, and

along with level exploration, will be the core of the game's progression system.
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WRITING

Thought bubbles will appear over the player’'s head when crossing a memory node.
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