
 
 

Project Brief 

Infinitive Game Studios, LLC © 
Created by: Roger Schoellgen 

Version: 1.3 
Revision Date: 2/21/2017 

Date: 1/11/2017 
 
 

 
 
 
 
 
 
 
 

 



1 

V e r s io n  C o n t r o l
 

 

 Version Author  Date Changes 

1.0 Roger Schoellgen 1/11/2017 Initial document. 

1.1 Johnathan Weiner  1/11/2017 Proofread and edited. 

1.2 Johnathan Weiner 1/30/2017 Edited for team usage. 

1.3 Roger Schoellgen 2/21/2017 Removed erroneous statements. Updated team 
roster. Organized passages.  

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
  



2 

 

Th e  Te a m
 

 
Lead 
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Producers 
Adam Moore 
Sadia Qasim 
 
Programmers 
Roger Schoellgen 
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Julio Ureta 
Deynon Bright 
 
Designers 
Roger Schoellgen 
Johnathan Weiner 
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Adam Oisboid 
Silas Verlin 
Xaiver Kircher 
 
Artists 
Harlan Whitfield 
Amanda Morse 
Silas Verlin 
Rachel Picard 
Bryce Mengus 
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If you are not on this list, please contact Roger Schoellgen to get yourself added. 
 
 
 
 
 
 

S t o r y  S u m m a r y
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A normal person tried to become a hero in lands full of magic and might. Try and try again, this 
hero failed those whom he was supposed to save and killed creatures of wonder out of spite or 
on accident 
 
Death was not the everlasting peace one could hope for this fallen hero. 
 
The hero’s spirit finds himself trapped in a world overseen by a mysterious eye. It knows all 
about the hero and created a world to test the hero’s resolve. This world is a cluster of strange 
and surreal lands, inhabited by the spirits the hero has slain, or caused the demise of, unjustly. 
The hero must confront his past and decide in anger or acceptance to free the spirits, while he 
faces the consequences of his actions in life. 
  

Ga m e p l a y  Su m m a r y
 

 
Morpheus is a single-player, third-person, adventure game that takes place in a strange, 
compacted world. The player, who controls the spirit of the failed hero, uses the power to 
consume spirits and shapeshift to further explore the world’s mysteries. Each spirit carries a 
special power that allows the player to solve puzzles and experience the world from a different 
perspective without combat or a HUD. The goal of the game is to traverse the hero’s memories 
and bring the world back together by repairing the hero’s sword. The player discovers the 
purpose of the world, the always watching eye, and the choices they can make as they play 
through the interpretive environment. 
 

Ga m e p l a y  Fo c u s e s
 

  
P l a y e r  C h o ic e  
 
The path the player chooses in this world is “linear” only in where they can or cannot explore. 
The power to shift grants new pathways and access to areas that the player could not reach 
otherwise. Because of this, the gameplay paths will be designed so the player can choose 
where they want to go. This choice will not result in a straightforward path, but one that can loop 
all over the entire world and through many new places to explore. The overall goal of the game 
would be the same regardless of the path taken, but the journey to reach that goal and the 
choices to make are numerous. 
 
Fo r m s  
 
The main focus of the gameplay is the usage of shifted forms based upon the hero’s memories. 
Despite this focus, the player can only utilize the limited number of forms inside the hero’s 
blade. Upgrading and repairing the blade unlocks new slots, but otherwise they will have to 
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utilize the central temple’s runes to store forms or to extract the other forms. The final scenes 
and ending can be reached by completing each area, finding the pedestals, and rechaining the 
hero’s memories together in a new light. 
 
When considering game mechanics, this game must tie back into the shifting theme. Every 
puzzle, zone, and idea must stem from a shifted form’s abilities, or the ideal to obtain a shifted 
form. The base soul only has basic movement and the hero’s sword used to store the forms. 
 
Ex p l o r in g  a  Se a m l e s s  w o r l d  
 
The theme of this game is centered around using shifted forms to explore the different 
environments. Every area in this world has some kind of purpose with the shifted forms, whether 
it is for travel, finding a new form, collected runes to unlock lore, learning of a mechanic, or the 
understanding of memory imprints and rifts.  
 
Not all pathways will result in pure game progress, but may have fun little “playgrounds” to 
experiment with the physics. These playgrounds may not always serve a purpose and just gives 
the player some fun to play with a shifted form or with the physics of the game. They can, 
however, also clue the person in how a mechanic may work for another area, rewarding the 
discovery with knowledge. These areas could still reward the player with collected runes and a 
memory at the end of a character that involves the shifted forms, but isn’t present in their usage.  
   
Se r e n e  A b n o r m a l it y  
 
The world is a focus on a dimension between the living and the dead; built to be a test on the 
hero’s memories of the living world. How a person feels and sees something is not how it may 
be in reality, as people often create larger and more mystifying imaginings of what had actually 
occurred. 
 
When designing maps, keep in mind the theme and the color scheme, as well as the fact that 
this world is meant to be a “serene abnormality”. This means the player should /want/ to explore 
the strange and “not of this world” landscape. 
 
Also keep in mind how important some symbolism is. The bright blue light that the hero is made 
of, as well as runic lines for the pedestals (and other key objects) should be the thing that 
guides the player in numerous locations and puzzles. Morpheus’s eye can symbolize far away 
points of interest, as well as mark the memory rifts. 
Im m e r s io n  a n d  c o n n e c t io n s  
 
This concept is completely focused on the player being the main character. The HUD must be 
extremely minimal, tutorials are built into the levels and are never spelled out, and the world 
itself tells the player how to do things without holding their hands. All choices and discoveries 
are made by the player and are not simply given to them. 
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The areas, forms, puzzles, landmarks, and even the eye of the world all connect together and 
relate to the hero’s past in some way, adding to the immersion of the gameplay and the feel. 
Each element of the game needs to be designed around the hero’s memories. The lore feeds 
into the world and allows the player to guess and ponder about what occurs. The forms should 
connect to the environment and feel “natural” in what their powers can do. If a player doesn’t 
understand what a power does, then we’re doing it wrong. 
 
Puzzles should always connect the player to something, whether it is a new area, a collectable 
rune, a memory, a new form, or a “playground”. It can even connect the player to future 
knowledge that they learn later on and for the rest of the game (involving new mechanics with 
forms or nostalgia with previous symbols.) 
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W h a t  t h e  Te a m  N e e d s
 

 
A r t is t s : 

● Low-poly 3D models. The world will be composed of simple, low poly models with 
simplistic color schemes. These models should be adaptable for multiple areas. The 
high volume of detail will be created by combining and using these low poly models 
together into a single scene. 

○ Typically, the designers will make concept documents with models they request 
for specific areas. These will be what you go by, unless you yourself with to make 
something for the game. If you do, please contact or let the team know so your 
hours can be accounted. 

○ Some of these models will have higher priority than others if they are needed for 
puzzles. Try to get these done first before others.  

● Character Models. The creatures and the hero models will be the most detailed to 
stand out from the world. Many of them will require a creative mind to wrap around the 
strange, shifted forms split between redeemed and tainted acceptance.  

○ Each form has two different “appearances”: Pure and Forlorn 
■ Pure forms are the healthy, positive visualization of the form, typically with 

brighter colors and more lively features pertaining to its theme 
■ Forlorn forms are the complete opposite, looking wounded, damaged, 

and dark/evil.  
● Skeletal rigging. There will be an assortment of creature models that require animation 

for movement, jumping, and possibly climbing. Each creature has a different ability, and 
some may require more specific animations. 

● Cartoonish texturing. The game will not contain a lot of textures, but when it is needed, 
they will need to be simple, yet colorful and fitting to the biome they’re presented in.  
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Here is a sample picture of a scene we built in unity:  

 
 
As shown in the screenshot, the mountains and trees are low poly. The project lead will work 
closely with the artists to adjust models as needed. Terrain adaptations and accents, such as 
grass and foliage, will also be required. The grass in the picture, is a 2D texture that is painted 
onto the terrain and bill-boarded to look 3D.  
 

Here is an example of the colors we want: 
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P r o g r a m m e r s  
 

● Gameplay Mechanics. This includes programming in the forms and their respective 
abilities. For example, the slime can split into four pieces and each one can be controlled 
separately. The design team will work closely with the programmers, so they understand 
how the gameplay needs to be implemented.  

○ Keep in mind that each form will only have one or two mechanics that represent 
it. The world will define how these abilities work. In example, MAG ball's power is 
pulling and pushing metal objects. However, if there is a large metal plate on the 
ceiling and MAGball attempts to pull it, it can pull itself and cling to the ceiling.  

● User Interface. This includes Unity’s canvas system and using it to set up things like the 
Main Menu and Options Menu. There will be very little UI programming. 

● Saving and Loading. The project lead has already mapped out how the saving and 
loading will work. The programming team as a whole will need to understand it, so new 
additions work with it smoothly. 

 
D e s ig n e r s  
 

● Levels. This includes diagrams and using the Unity editor to build maps. The designer 
must take into account what forms the player can use at any given time. Some forms are 
required and some are not, so the design team has to be careful not to design a map 
that will trap the player. 

● Forms. Each form has one special ability that will be used to unlock new gameplay. For 
example, the slime can split up into multiple, smaller slimes and used separately to solve 
four pressure plate puzzle. 

● Puzzles. This goes hand in hand with level and form design. This entire game is one 
giant puzzle the player must solve in order to complete the game. Some puzzles are 
required and some may take you through an alternative route. They need to be 
interesting, intuitive, and fun. This game has no dialogue or text, so the world must teach 
the player through visuals.  

 
S o c ia l  M e d ia  
 

● Capturing high quality screenshots. This includes gameplay, team events, production 
studios presentations, etc.  

● Recording videos. Gameplay snippets, trailers, game updates, etc.  
● Posting content. This includes screenshots, videos, updates on Twitter, Facebook, and 

YouTube.  
● Interacting with our community. This includes directing them to our website and social 

media pages and answering questions.  
● Gathering feedback. This will be important for the health of our game. After all, we are 

creating a game for our audience to play. 


