
Detailed document   3c
BAPTISTE RICHER



• Smooth and easy controls

• 2 types of movement :
• Slow and stealth
• Fast and loud

• The character is stealth, acrobatic, flexible and light
like a shadow

• Only the assassination are violent and savage, like if
the character restraint his rage constantly

HIgh-LevEl
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• Lore :
• No name ninja
• Champion of the Hisomu Clan
• Wears the mark (made with powerful ink)
• Gets his power from the ink
• Turns insane because of that

character
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• Ability :
• 4 Life Points (6 at max upgraded)
• Illimited darts
• Have farsight (like x-ray vision)

• Variables :
• Outfits (gameplay impact, cf. outfits

detailed document)
• With default outfit, can take 1 distraction

item and 1 attack item ( cf. items
detailed document)

character
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Score
125o

EQUIPED ITEM

JUMP

ITEM

ATTACK

Fake Screen 

State indice
Life points

Contextual 
controls
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Score125o

EQUIPED ITEM

JUMP

ITEM

ATTACK

camera - scale

1/11

SCALE DEPENDS ON CONTEXT
This value works in general case 

Camera zooms in cramped space and zooms out 
in open space (Region-focus)

OUTSIDE

INSIDE

JUMP

ITEM

ATTACK

EQUIPED ITEM

Score125o

1/7
Try to display the all room      as 
must as possible 
Zoom when perform assassination 
(Gesture-focus)
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camera - behaviour
DUAL-FORWARD-FOCUS

Player direction changes switch camera
focus to enable wide forward view

VERTICAL CAMERA-WINDOWS

Push camera position as the player hits
the window edge

GESTURE-FOCUS WHEN ASSASSINATION*

Zoom on specific action (More details p.20)

JUMP

ITEM

ATTACK

EQUIPED TOOL

Score125o

JUMP

ITEM

ATTACK

EQUIPED ITEM

Score125o
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camera - behaviour
REGION-FOCUS INSIDE

The camera zooms in and zooms out depending of the region and default behaviour is restrained at the region

Focus on a region anchor combined with the player’s position
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controls - Keyboard

JUMP 
/ ENTER VENT 
/ EXIT VENTUSE / GRAB MOVEMENTSELECT ITEM

USE ITEM

RUN

FOCUS

MOVEMENT

ATTACK / 
ASSASSINATE

USE / GRAB /
GRAPPLING HOOK

ALTERNATIVE

DEPLACEMENT

INTERACTION
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Controls - controller

ALTERNATIVE

DEPLACEMENT

INTERACTION

FOCUS GRAPPLING HOOKRUN

SELECT ITEM

USE ITEM

MOVEMENT

ATTACK / 
ASSASSINATE

JUMP 
/ ENTER VENT 
/ EXIT VENT

USE / GRAB

CAMERA PAN
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IDLE

RUN

WALK

LEFT OR 
RIGHT 
INPUT

HOLD 
RUN 

INPUT

USE 
INPUT

NEAR 
CRATE

NEAR 
BODY

HOLD A 
CRATE

HOLD A 
BODY

NEAR 
HIDEOUT

HIDEN

HOLD 
USE 

INPUT

NO INPUT

IN FRONT 
OF A WALL

NEAR 
BUTTON

ACTIVE 
INTERRUPTER

LOOK 
POSITION

UP OR 
DOWN 
INPUT

NEAR 
DOOR

JUMP INPUT 
WITH 

DIRECTION

ON 
VENT 

OR 
EDGE

ENVIRONMENT ON 
WALL

UNLOCK 
PHASE

LOCK  
PATH

EDGE OR HORIZONTAL VENT

ON 
AIR

NO INPUT

On Ground States

YES

YES

NO

NO

EDDGE

VENT

EVENT TESTSTATE
BLACK 
BOX

ATTACK ASSASSINATE



On Wall & Roof States

IDLE

FAST CLIMB

CLIMB
DIRECTION 

INPUT

HOLD RUN 
INPUT

YES

USE 
INPUT

NO 
INPUT

IN FRONT 
OF GROUND

NEAR 
BUTTON

ACTIVE 
INTERRUPTER

LOOK 
POSITION

NO

NO

JUMP INPUT 
WITH 

DIRECTION

ON VENT 
OR EDGE

UNLOCK 
PHASE

VENT

EDGE

LOCK  
PATH

NO

YES

CAN MOVE IN 
DIRECTION

YES

NO 
INPUT

ON 
GROUND

EVENT TESTSTATE
BLACK 
BOX

ATTACK ASSASSINATE
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Aerials  States

IN AIR

ON 
GROUND

JUMP 
INPUT

ON 
WALL

ON CONTACT 
WITH A WALL OR 
CLIMBING ROOF 

NON

OUI

THROW 
GRAPPLE

HOOK 
TYPE

JUMP 
INPUT

GLIDE

DANGLE

ANCHOR SPOT

DOWN & 
GRAPPLING 

INPUT

USE 
INPUT

NEAR 
BUTTON

ACTIVE 
INTERRUPTER

ON 
GROUND

ON 
WALL

ON 
WALL

WALL 
OR 

ROOF

ANCHOR
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EVENT TESTSTATE
BLACK 
BOX

ATTACK ASSASSINATE



ASSASSINATE & FOCUS States

QTE
OTHER 
STATE

QTE 
SUCCED

ASSASSINATE 
INPUT

STEALTH 
ASSASSINATE

NOISY 
ASSASSINATE

OTHER 
STATE

FREEZE TIME 
AND CHANGE 

CONTROLS

HOLD 
FOCUS 
INPUT
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EVENT TESTSTATE
BLACK 
BOX

ATTACK ASSASSINATE



Movements

+

WALK

RUN + CROUCH LOOK ABOVE

LOUD
QUIET

CLIMB

+ FAST CLIMB +

LOOK 
BOTTOM

Don’t move Character
Move Camera
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MOVE CAMERA



Movements

CLIMB

SLIDE

S
L
O
W

F
A
S
T

+

WALL RUN

F
A
S
T

OU
OU
+

LOOK BACK

LOUD
QUIET

Don’t move Character
Move Camera

+

DROP

JUMP
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MOVE CAMERA



Jumps & Aerials moves

SHORT JUMP

ALTERNATIVE SHORT JUMP

S
L
O
W

MEDIUM JUMP

LONG JUMP

HOLD

HOLD

FAST

+

FALLING DIRECTION

GLIDE

P. 17



Grappling hook

IN ANY STATE

THROW GRAPPLE

LOUD
QUIET

POINT & CLICK 
ALSO WORK

CLIMB+ DANGLE

P. 18



Vent & door
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Move Camera
Display the 
room behind

OPEN DOOR / 
CLOSE DOOR

HOLD

UNLOCK

PEEK

Move Camera
Display the room behind

PEEK

EXIT

MOVE CAMERA

Move Camera
Display the room behind

ENTER+

+

HOLD

UNLOCK

HOLD

UNLOCK

PEEK +

PEEK

PASS

Vice versa with
reverse direction



Assassinate
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MOVE CAMERA

HIDDEN

Once the assassination trigger by the input, the player have to succeed a QTE to perform a stealth murder.

The QTE change in different situation

ASSASINATE

ASSASINATE

QTE
GESTURE FOCUS
Zoom  during QTE and 
killing cinematic

OU
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FSO
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FSO
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FSO
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