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The starting point: our will to create a funny and simple game with a beautiful message of inclusion
and peace.

Valparaiso in Chile is a beautiful and colorful city. Its topography facilitates the representation of
inclusion and mix of population we wanted to focus on.

The representation of storytelling through missions and a final quest has existed for years and provides
an interesting way to present stories and goals to young people.

To represent the dynamism of the chase, the confrontation phase is easy and fast to understand. It
doesn’t require much reflection and looks much more like a family board game.

All in all, this game will offer a short and funny experience that uses a mix of RPG structure and family

board game gameplay. Crapulas has a strong visual identity to create a memorable narrative
experience.
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Pitch

Follow the mission of a teenager band composed by demon, human and monster.
Bring the population together and REKINDLE the dialogue between species.

Prevent your opponent from catching you during chase!

Details

e Platform: PC UNREAL
Language: English —"
e Target public: ~ 10 yo. Watch cartoons and animated
movies. Play toy and board games. European .
e Themes: Solidarity, camaraderie, cohesion, complicity.

A small RPG based around exploration and confrontation for a
funny and important values player experience.

www.pegi.info
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USP

KSPs

Unique mix of turn-base [ real-time combat system, inspired by board
games like Dobble or Jungle Speed.

Confrontation — Accessible combat rules for children.
Dynamic RPG — Fast combat and parallax effect.
Exploration — Open circulation in Valparaiso.

Narration — A funny and important values player experience.
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MOCKUPS Xploration

This image doesn't represent the final product.
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This image doesn't represent the final product.
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You asking me if | saw those %
terrible little demaon?

L e DAY
N N 4\ Y

This image doesn't represent the final product.
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Communication is the basis of agreement.

VALPARAISO PLAYER TEAM
Cohesion Camaraderie
Solidarity Complicity
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VWORLD CONIEX]

The game takes place in the city of Valparaiso in Chile.

About two decades ago, the city was disrupted by a rare and natural event. A rift of several kilometers long
appeared, causing serious damage to the city. But the most disturbing for the people of the city was the
apparition of some strange creatures following the rift. Monsters, demons and other chimeras straight out
of their folklore seemed to come to life before the eyes of the inhabitants.

The first years that followed were very complicated for the populations who considered these species as
invaders. It was just as complicated for these creatures, many of whom had lost their home with the
opening of the rift.

After years of quarrel, each people signed a peace treaty, committed to respect, mutual aid and kindness
between species for a more beautiful shared life. Valparaiso became the city of the
Demon-Monster-Human agreement. They share tasks, jobs and their daily lives.

The date of the rift's opening has become the new national holiday.
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WORLD LOGIC

HUMAN

They've been living there
for thousands of years.
They know the same
history of the world that
the player does.

DEMON

They have been there
for millions of years but
live below the surface of
the earth.

They go out very rarely
and humans  have
always  believed in
myths when they come
across one. They are
teasing and very smairt.

MONSTER

They have been there for
millions of years but live
below the surface of the
earth.

They go out very rarely
and humans have
always believed in myths
when they come across
one. They are kind and
love to be around.
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When the rift opened it destroyed parts of the city. Demons and monsters helped humans to reconstruct the city.
That's how they first integrate in human society and achieve to make sign the peace treaty.

Efforts has been made by the municipality to open existing infrastructure to all species. School, museum, etc..

However, humans didn't understand that creatures have a different culture than them, as they don't put the same
importance in some activities than humans (like visiting a museum). So humans thought creatures were not
interested in being one with humans and prefered to stay secluded with their own population, so they did the same.

The city management didn't change with the arrival of creatures. Chili is a decentralized government composed of
region, provinces, municipalities. Municipal government are composed of 1 mayor and a council of 6 to 10 persons

changing each 4 years. The council is still mainly human because creatures didn’t bother to participate into
political choices yet.

Creatures learned to live among humans by doing similar jobs. They were firstly in competition due to the novelty

effect of creatures presence. But as the time passed, people started to go only to shop from their own species since
they do what fits best for the said species. (ex. appropriate size for furnitures / quantity of food / etc )
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CHRONOLOGY

—mmm_

Earth Rift Agreement

World that player knows.

Period of
discussion in
which species
act the peace
treaty.

Species live among each other but never really
tried to understand other’s way of life. So they are
more and more recluse with themselves. And bear
each other as mutual agreement only.

South America | RPG 2022 - 15



The story takes place 20 years after the upheaval, 15 years after the signing of the peace
treaty between the creatures and the humans. This date is very important. However, a
cold atmosphere prevails in the city and among the inhabitants.

It's time to make them remember the values and friendship that once animated the city of
Valparaiso!

[Player Character] is sick of not being considered by others species of the city these last
months. An animosity between species has grown and spread in the city. S/He wants
team spirit back among {g[= adults.
S/He calls her/is friends to help her/him to organise a surprise to the inhabitants and
gather the population.

South America | RPG 2022 -

16



MOObD

Valparaiso is a city in Chile located in South America.

Urban and dynamic, Valparaiso is full of life, especially since the arrival of the creatures.

The rift has redesigned the structure of the city, some parts have been consolidated to allow
the inhabitants to live serenely.

The creatures have settled in the city, remodeled human houses and built new structures to
suit their needs. The city's infrastructure has been adapted to accommodate the creatures.

Mood: Dynamic, colorful, urban.

The player must feel confident in the city. It is his/her playground. In parallel with the
confrontation phases, the player must feel safe while driving around the city, encouraging
him/her to explore the city.

South America | RPG 2022 -
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Progression of narration:

Main quest : succeed in bringing the inhabitants together in the square. To do this the player must complete 2
missions.

These contain scripted confrontation, fooleries, fooleries confrontation, lore discussions.

MISSION 1/ Tutorial

South America | RPG 2022 - 18



MISSION

about Smin

Leeation
Valparaiso

NPC
= M Chars.
- Buddy
* Friend o rescue.

Information accusEon
friend

Find the traci

Information acqu:

Your friend was trying to graph » wall with a

Confrontation Phase

4 Reward(s) .

4

+ Main Chara
* Angry monstes

Wihy monsser is angry 10 @ few day,

Plager's Actions
Discussion

Reward(s)

= about Valparaiso situation and

Charster Gol |

Daing scere foclery in 1own and prepire Tw
reunion

Reward(s) \

objectif complete - XP

30sc

Fliper's Actions

onfromstion Prsse

Character Goal \

Wi the confrontation

Reward(s) \

oty comglete - X2

NPC

* Main Chara

- Chamcser who try 1o aires! you the Znd
e

Infoemation acquisition

+ wiyy pople dom Talk 1o aach othé

Player's Actions

|

Information ac

Your next missicn

Charactor Goal

+ fooleries in town who don'’t affect the functioning of the mission
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MISSION 2

Valparaiso

Valparaiso

Valparaiso

Valparaiso

Valparaiso

Information acquisition

: io
Explications and comprehension of
neighbors ideas.

Information acquisition

Your friend was trying to * *

Player's Actions
doing foolery to open nelhgors dialogue

Character Goal

doing some missions to open the dialogue
between neighbors.

Player's Actions

Confrontation Phase

Character Goal

Character Goal

Doling some foolery in town and prepare the
reunion

Character Goal

Win the confrontation

Reward(s)
New Friend ! - XP

Reward(s)

new dialogues with characters

Reward(s)

objectif complete - XP

+ fooleries in town who don’t affect the functioning of the mission

Information acquisition

+ explication between neighbors about
misunderstanding

Player’s Actions
Dialogues

Character Goal

Make sur the neighbors explain the situation

Reward(s)

objectif complete - XP
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Name : to be defined
Species : demon any gender
Age : teenager

Nature : Playful, kind and empathetic. Very sociable, he often takes the position of a leader.

Possible actions:
e Lead the group (he is the one that wanted to bring people together)
e Say what to throw in a confrontation (he takes the decisions)

Expressions :5
e natural (basic pose)

° happy

He seeks to bring the species together and remind them that they need each other.
He is always ready to do silly things. If he can find partners to play a thousand and one pranks he is the happiest.

Story : “Demon name” is part of a group of friends who know each other since childhood. A strong friendship
unites them. For some time now, they have been seeing each other less because their parents are on the outs. He
wishes that the tensions between the species calm down and that the good atmosphere in the city returns.

South America | RPG 2022 -
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PLAYER JOURNEY

The player evolves in a universe he knows and which is not dangerous to him.
Their goal is to complete all the missions and quests in the city for the gathering
to take place.

During their journey, the player will steer the vehicle through the streets of
Valparaiso. The player’'s points of interest will be varied and scattered throughout
the city. They will be able to interact with inhabitants, see where the
confrontations are going to take place as well as for the pranks.

South America | RPG 2022 - 24



Name: Mathias /| Camila
Species: human [ any gender
Age: teenager/child

This image doesn't represent the final product.

/Archetype / Tropes: friend.\

Nature: Playful, kind curious.
Social Class: Working class.

Possible actions:
e Drive (They took his parent’s vehicle)
e Dialogues

Expression: 5

e Normal: basic pose
Happy
Sad, not so much
Destabilized
Laughing

Story: Brave and single child with two lovely parents. They live in
harmony with the others species. Mathias/Camila and PP are best
friends since childhood. Their parents are close since the upheaval.

Motivation: S/He doesn't want to lose his/her best-friend if the parents
decide that they mustn't see each other anymore. S/He will do anything

Kto help [Player Character] in his/her plan. 25/




Name: to be defined
Species: Monster
Age: teenager/child any gender

This image doesn't represent the final product.

Archetype [ Tropes: “The Youngest".

Nature: Look for friendly attention. Shy.
Social Class: Orphan, working class.

Possible action:
e Dialogues
e Confrontation (Throw Objects)

Expression:|
e Panic/stress

Motivation: As an orphan, the monster is heavily
affected by the separation between species. S/He
is friend with [Player Character] but would like a
parent-child relationship, that could only happens
with open-minded adults.

South America | RPG 2022 - 26
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Archetype [ Tropes: Rookie

Nature : Motivated, childish, funny. S/He wants to help
and do pranks in the city.
Social Class : Average class.

Possible action:
e Dialogues
e Confrontation (Throw Objects)

Expression:1
e Amused by the situation

Motivation: S/He wants to have fun with his/er friends
and support them in their goal. S/He thinks that laugh is
the best way to open dialogue between people and will
use it in any situation.

Name: to be defined
Species: Demon
Age: teenager/child any gender

This image doesn’t represent the final product.
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MOVEMENT

The player is moving freely on the exploration map.
His speed varies depending on whether s/he is going up or down a slope.

When the player turns, the inertia is more or less important according to the speed.

South America | RPG 2022 - 29
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7‘." The player will unlock a sliding ability to move on rails or
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The player can interact when s/he stands in trigger zones.
It will trigger dialogues or confrontations.

Fig:3 South America | RPG 2022 - 30



iInNtention

Camera objectives

-  Give enough information about the possible actions surrounding the player.

- Allow the player to easily take the game in hand without struggling with the camera controls.
- Avoid the issues a close 3rd Person Camera can cause.

- Give more dynamism and eimportance to the player's team.

Model Effect without using Tilt Shift Erancis&Co - Isart Digital Drone Camera

South America | RPG 2022 - 31


https://www.youtube.com/watch?v=OG9uLqcP3wM
https://www.youtube.com/watch?v=1U2aVQDbJ3o
https://www.youtube.com/watch?v=ZMwMqHUoqp8&t=118s

MOVING TARGET OFFSET

TARGET
OFFSET
LENGTH

TARGET,

This image is not representative of the final rendering of the game.

Behavior:
A Top- Down Camera that follows the player. The player cannot control it.

The camera angle will always be fixed.
Check the camera effects.

DISTANCE
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Highlight Shader for overlapping situations Dialogue Zoom Screenshake
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[orient] Accelerate
[Press] Interact

[Press] Slide

[Press] Close Start Menu (if already open)

South America | RPG 2022 - 34
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CONFRONTATION

This image has only a demonstrative purpose.

The player can choose one symbol from a pool of

symbols.

S/he has to orient the stick in a direction and then press the action button to
confirm.

There’s a wide range of symbols we can play with.

South America | RPG 2022 -

Symbols aren’t representative of the final rendering.
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CAMERA Intention

Camera objectives

- Give the player the feeling of being chased.
-  Create a dynamic sequence.
= Empower the player’s team.

The Batman Trailer - On-Board Camera (Action Movies Camera)
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https://www.youtube.com/watch?v=mqqft2x_Aa4

CAMERA \

Those buildings are
lower to not hide
something to the

camera

This image is not representative of the final rendering of the game.

Behavior:
A Fixed Front-View Third Person Camera that moves with the player.
The player cannot control it. Check the camera effects.

v

® TARGET
’

South America | RPG 2022 -
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Screenshake

Hitstop
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[orient] Select Symbol

[Press] Confirm Choice

[Press] Open Start Menu

South America | RPG 2022 -
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Game structure

The game is only can only be played solo.

Title screen

Start screen

New game

Continue

Start
mission

Credits

Gameplay

Story mission

Dialogues

Confrontation

Environmental
interaction

:{ Exploration }

Optional
confrontation

Auto upgrades l

Optional
environmental
interaction

(leveling & gears) J‘

Pause / End game

South America | RPG 2022 -
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PROGRESSION

Upgrade System

By doing stupid activities (environmental interactions) or confrontation activities, you'll
increase your Fellowship Level or your Crew's Experience. This will allow you to do more
activities on the map but it will also upgrade your statistics during confrontations.

Legend

V7,
. Fellowship Level :’C\/Custom associate to Teammates Stupid activity E Story scene
’

A7,
. Crew’s Experience :’C\/Custom associate to Crew XP Confrontation o Custom gameplay (unique)
’

&

Unlockable

/Levels and quantities are not representative /

5 10 15
+37 +3»  +30

8 20 35
+Cr +3  +30

Stupid activity on the map
" (optional)

k Making all the stupid
\ . 6= a activities unlocks a special

additional side tory scene

e | @

Confrontation on the map
(optional)

Optional confrontations are by
default hidden on the map and
will only be revealed when the
player has enough Crew’s
Experience

South America | GCD | RPG 2022 -
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PROGRESSION

Stats upgrade

/ Levels and quantities are not representative /

. 5 10 15
I 000
LVL 1 LVL 2 LVL3

/Leveling up may not upgrade every parameters each time /
+ L = <+ Time on Timer (7)

+ Damage when hit g

=+ Player life point @
- Critical hit treshold

Confrontations Statistics Improvement

The more confrontations your team does, the stronger it becomes. Increasing Crew's
Experience will enhance the pyour stats in the game is by fleeing chases, improving your
driving skills, coordination ...

South America | GCD | RPG 2022 - 44



PROGRESSION

Vehicle Customization

As you increase your statistics, your vehicle will change accordingly. It can either be more customized
on one side (Combat / Community), or equally customized on both sides.

Community Oriented Combat Oriented
(Fellowship Level) (Crew’s Experience)

Both Balanced

South America | GCD | RPG 2022 - 45



Gameplay Evolution

To clearly mark the player’s progression but also to give reward that
gives a new perspective on the gameplay and, how we will evolve in the
level, we decided to implement a slide ability.

In the Gold, this will only create shortcuts, but in a final product it will be
used to create new areas to discover, secrets and backtracks.
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The following walkthrough represents a play session around the core loop of the game.

In this walkthrough, the player starts from an existing save of the game and ends up in a state that will allow them to
return to the first step if they wish.
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Search for a quest

When the player loads the save, s/he will spawn in
the city, in the exploration mode. S/he will start
looking for the next story mission to continue the
main quest.

Start a quest

After finding the next area to trigger the mission,
s/he will interact with it and it will then start a
dialogue scene.

South America | GCD | RPG 2022 -
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lllustration Perso 1 lllustration Perso 2

Nom du personnage :
Text du dialogue...

Confrontation Phase

Dialogue
During the confrontation, the player must match
During the dialogue scene, the player understands the enemy’s symbol before her/is time runs out.
the stakes of the situation, and enriches his/her
world knowledge. The player has a limited number of attempts

corresponding to her/his life points.

S/he then pranks people and get chased by them.

A confrontation is thus triggered. The enemy has 3 life points that decrease each
time the player matches a symbol. When it
reaches 0, the player win the confrontation.

South America | GCD | RPG 2022 - 50



You Win!

Rewards

The player gains “Crew's Experience” because s/he
has overcome a confrontation.

S/he also gains “Fellowship Level” since this
confrontation ended the mission.

You Win!

.....

Crew Level 2!

St o1t
St S

Teammates

Upgrade

Her/is “Crew Experience” has reached a threshold!
The player's statistics are then improved (life
points, time during rounds, etc). S/he also
unlocked a confrontation-related customisation
for the vehicle.

“Fellowship Level” has also reached a threshold! An
exploration-related customization is thus unlocked
for the vehicle. This new level also gave the player
access to a new activity on the map.

South America | GCD | RPG 2022 -




End

After that the player is back to exploration and can
now do the unlocked activities, look for a new story
mission to complete or save and quit the game.
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Rabbids s
Funny and endearing characters i,
making fooleries in town. 2

Jungle Speed Coco
Confrontation Phase challenging | The Mood of the city, full of joy and
reflexes and cleverness. colors.
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