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I) Artist Statement/Philosophy/The WHY Factor 

A “Paragon” is a “model” of what is supposed to be. Our game lets you choose what that really means. The character becomes the Paragon of your thoughts and way of coping with life.

We feel that many RPGs have fallen short when it comes to how they are scripted. That is to say, the interaction between the player and the other non-playable characters in the game is fairly limited: Non-playable characters can point the way to the next place you have to go, but the things they say from game to game are often the same and not dependant on the player's actions, except for in special cases. 
 
In “Paragon”, we hope to give each character a script that is specific to their "mood" as defined by their relationship to your character. If you are consistently rude to someone in the town, this might mean the person will become increasingly hostile to you. Likewise, acts of good will be remembered. The goal is to make the script between your character and the characters in the town central to the game play.


“Paragon” is a game that uses aspects of role playing games and also incorporates principals such as dynamic speech/plot generation, nonlinear game play and true freedom of action (within the frame of the game). We are creating this game to tell the unique story of a world torn asunder – split between two realities – that the protagonist is responsible for mending. We feel that people will want to play this game due to several innovative features such as the unique communication engine that adapts to the player’s actions so that the exact same story may never play out twice, and multiple plotlines/endings that all reflect your every choice as the character in this world.

II. Predecessor or previous games/distinctive factors in this genre

So many games have fallen into the genre of Role-playing game, but some of the game styles that influenced our thought processes are Diablo, Final Fantasy, and Legacy of Kain: Blood Omen. 

“Paragon” is a unique blend of some of the features that make these 3 games distinctive to their genre and noteworthy as games. Paragon has the ambition to create a world with a great story, such as any Final Fantasy game, the look of Diablo’s isometric overhead view, and the eerie atmosphere and feel of Kain. At the same time, “Paragon” brings many new features to the genre that will hopefully be as groundbreaking as those listed above.

III. Target Audience 


Our target audience is a non-gender biased cross section of individuals early teens to late 20’s. To that end, “Paragon” will have elements appealing to a broad range of younger individuals, as so will have features such as a modernistic story, contemporary music (beat driven and otherwise) and non-stereotypical characters and situations. 

IV. Introduction & Story


“There are just as many worlds as there are choices. Enter the world of an individual who has experienced that in more ways than one. Enter a world torn asunder – two divergent realities hinge on an event in your family’s past. Can you discover the events leading to a splitting of the realities? Travel between the two, seeking out the history of the rift and, in the end, merge the disparate worlds. Become the “Paragon” of either world you wish – or none at all.”


A “Paragon” is one who is the model example of some particular viewpoint, way of life, or feature. In “Paragon” you control a character who realizes that something is wrong with the normal world she lives in. One day, upon discovering a strange relic in an outlying room of her family’s mansion, the world seems to change. A rift in reality exists, for reasons unknown, and she seems to be the only one capable of moving between both. Also for reasons unbeknownst to our protagonist, the relic is the object that gives her the power to bridge this rift. The story takes off from there leading to an exploration of both worlds, attempting to discern what event caused this rift and, in the end, possibly merging the rift by changing the realities or just choosing to live in one reality over the other.

A fuller discussion of Story and sample dialogues may be found in Appendix A: Paragon Script. 

V. Immediate and long term projected socio/cultural project impact


The main impact that the team wishes “Paragon” to have on society and culture is not one of changing social order, but instead is to enjoy our game and while playing it to take away from it the fact that the choices one makes can greatly affect all those around you. One also could say that “Paragon” makes social commentary in a roundabout way, through the interplay of the two realities. Through this commentary it becomes obvious how under different circumstances (i.e. different realities) one individual can be made to act totally differently despite that individual being the exact same person. Our surroundings shape the kind of person we are and become, as much as we shape others.

VI. Delivery System & Requirements


We plan on making “Paragon” available via a dedicated website, and – depending on size – possibly charging a minimal fee to pay for bandwidth requirements.

“Paragon” will require a Windows OS with the latest NVIDIA or ATI graphics cards, and may require as much as 256 MB RAM and a 1 GHz processor. The hefty requirements come from the way that we are implementing texturing in the game – textures will be custom made, high quality, detailed textures; and thus require more video memory to run than low quality textures.

VII. Interface 

The interface is designed to be as unobtrusive, but functional as possible. The interface is planned to be invisible at most times, but accessible for such uses as inventory /equipment. The interface will be viewable in those circumstances via keystroke rather than a display onscreen. During conversation a dialogue box will appear, giving choices to the user about how to proceed. During battle, no transition will occur between the in game engine and the battle engine, and no new menus will pop up. 

VIII. User Interaction


Users will be able to control the avatar via a mouse – clicking moves the character to the point of the cursor. There will be menu’s to traverse, also traversable by mouse. The user will not be forced to make sudden actions, except when attacked. The game play will be mostly one of conversation and discovery with little confrontation – only having confrontation where it naturally arises if at all.

Combat will be totally optional and it will be possible to complete Paragon through talking. This, and the lack of a bulky interface, helps maintain the illusion of really being a game where you are the heroine.

IX. The World Layout & X. Level Design
There are two realities that mirror each other, though in a distorting sort of way. The first world is a beautiful paradise where people don't get along too well. The second is a more ruined world with a culture that encourages integrity and altruism. The characters in each world are truly the same people, though put in very different situations. Furthermore, affecting a character in one world will result in changes to the mirroring character in the other world.

 
“Paragon” mostly takes place in one city and the buildings inside said city. The city is quite large making it feasible to make a walk across the city in 10 minutes. Outside the city there will be wastes/countryside to traverse and possibly a plot location. 


This design will cover both of the two realities, meaning that there will be two versions of the city and each will be similar. One reality is “ruined”, as it reflects the cataclysm the happened in the one reality, and the other is pristine. The buildings in the ruined reality take on an older, more weathered look compared to the gleaming edifices of the other reality. The countryside in the ruined reality is barren and what little plant life there is horribly mutated as opposed to the verdant fields of the other.


These scapes will be realized through use of a custom made level editor that allows advanced texturing and rudimentary map design. The city levels are fairly “mechanical” (ie jagged edges) while the country levels are planned to be more biological and smooth (if the game engine can support that feature).

XI. Visualization- Characters, Flow Charts, 
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     Paragon’s visuals support the mood of the game. There are two sets of graphics, one for each world. While these graphics are reflections of one another, they also help characterize the look and feel we wanted to achieve for each reality. The custom-made tile sets capture the feeling each world is supposed to create, but at the same time, they mirror each other sufficiently so that the player does not feel lost when they pass from one world to the other. Paragon’s visuals are meant to capture a futuristic world, but also a world conscious of nature. As a result, it is not uncommon to find futuristic vehicles parked in the shade of the trees of Paragon’s worlds. Paragon blends nature and technology in order to create its setting.
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All of the characters in Paragon were designed as full 3D models with articulated joints. They were then prerendered before being placed in the game. Many of the objects were also created in this fashion. The game’s textures create a great deal of the game’s overall appearance since they are used to define much of the virtual environment. They were created using photographs that were taken with specific game sites in mind.

Paragon has a library of graphics right now that can be used to create many levels. With time, this library could grow and make Paragon’s world even more extensive and lush. 

A library of some of the visualizations can all be found at http://www.rpi.edu/~galvis/art.html. 

XII. Music/ Sound Design


“Paragon” is a futuristic Role-Playing Game that takes place between two contrasting dimensions.  The music will change to accompany the feel of either dimension [dark music in the more evil dimension, and more upbeat music in the other].  Instead of focusing on simply one genre of music, we will be incorporating many strikingly different types, such as Goth, Classical, Trance and Rock.  Our game does not necessarily take place in the present or even in the 21st century – in fact, in creating the game, we wanted to allow the story to take place in any time period, blurring the distinctions between eras and allowing more focus to be set on the actual events instead of the setting.
 
To create a soundscape that will better enforce the players’ emotions, we will utilize the concept of adaptive audio.  Adaptive audio essentially is defined as a dynamic, free-flowing and constantly changing soundtrack to accompany the game.  It is not defined by location or specific events, but by the level of emotion of the current moment.  If you’re in a battle and the action suddenly picks up, so will the music.  If you suddenly leave the battlegrounds and run to a town, the music will suddenly, but very cleanly, change to a more serene melody, with a slight tinge of the players’ dwindling adrenaline.  This will all be coded in C++ utilizing the DirectMusic libraries for direct integration with the game code.

The music will be composed using Propellerheads’ Reason and the sound effects will be mastered in Sony’s Sound Forge.  The code will be programmed in such a way to support any sound system that can play 2 [two] or more channels of audio simultaneously [most modern machines].  All music will be in uncompressed wav format, recorded at 128kbps and 44.1 kHz [CD quality audio].  The sound effects will be a little less consistent, recorded on a sample-to-sample basis, depending on the sound and the quality that is needed of it.

XIII. Rules and Gameplay A. Setup, B. Gameplay, 

“Paragon” is designed to be easy to pick up and play and hopefully will have game play so enticing as to induce a state of flow. Setup will be minimal, mostly consisting of a short menu at the beginning of the game deciding to start a new game, to load or to quit. Upon entering the game world – and viewing the introductory storyline, you will be free to roam around the city (in both realities) looking for clues as to your family’s past, why you have the power to move through dimensional barriers and make changes that affect the relationship between these 2 realities and what caused the cataclysm – as well as ways to change either world to be more like the other (in essence, merging the realities).

XIV. Implementation

The scope of our project is not completion of the whole RPG, as that would take a team of more than 20 at least a year (judging by the development time of similar scoped RPG’s). We instead intend to produce a demo that showcases the main features of our game, and offers a sample of the storyline. To that end, we feel that we have succeeded with ParagonDemo 1.1.

XV. Program Structure

The program will be object oriented. There will be a class to interface with every external part of the system (user input, OpenGL, audio, textures, etc), and a number of other classes to handle the internal game mechanics.

XVI. Technical Specs: Physics, Rendering System, Lighting Models

The program will be written in C++ using OpenGL with GLUT. The Visual Studio.NET compiler will be used. The final product will run on the Windows OS

with the latest NVIDIA or ATI graphics cards, and may require as much as 256 MB RAM and a 1 GHz processor.

Textures will be stored as PNGs and read via the ImageMagick library. Audio will be integrated with DirectX.


To save on processing power, all graphics are currently planned to be pre-rendered. Aside from these details of the physics engine and rendering system are nebulous at this moment.

XVII. Production Timeframe


There is not set timeframe as of now, but a tentative time frame is as follows.

	Assigned:
	Task:

	Done By:
	Completion Date:
	Completed?

	Mar. 
1
	Music Design 

Coding Main Engine

Character Design Final

Interface

Item Modeling

Script

	Dan 

John

Chris & Sera

Sera

Pete and Chris

Sera & Pete
	End of Project

Mar 17th

Mar 17th
Mar 17th

Mar 31st

Mar 24th
	Yes

Yes

Yes

Yes

Yes

Yes

	Mar.
7
	Game Design Document(revisions)
	Pete
	End of Project


	Yes

	Mar.
14
	Sound Design

	Pete
	Mar 31st
	Yes

	Mar.
21
	Possible Random Level Generator
	John
	Mar31st
	Scrapped

	Mar.
31
	Opening Cutscene
	Chris
	Completion
	Scrapped

	Apr.     4
	Voice Acting (if needed)
	Pete & Sera 

& Dan
	Completion
	Scrapped

	Apr.    11
	Final GDD Poster…
	Sera
	Completion
	Yes

	Apr     19
	GAME DEMO DONE!
	All
	Completion
	!!!!YES!!!!


XVIII. Research


In formulating “Paragon” we thought on many different concepts and decided that the one that we thought would make the best new game would be one where your actions actually determined the story that you see. After settling on that, members of the team did extensive research on adaptive speech engines, and AI conversation. After deciding that an adaptive speech engine was within the realm of possibility, we set to think of the major plot. We were influenced by our interest in strong plotlines to make an RPG. As I have stated above; Final Fantasy, Legacy of Kain and Diablo were by far the strongest influences. Below you can see the references we drew upon for support.
XIX. References

Books:

.

Series

Final Fantasy Series


- www.playonline.com

Legacy of Kain Series


- http://dmoz.org/Games/Video_Games/Action-Adventure/Legacy_of_Kain_Series/

Diablo Series



-www.blizzard.com

General Knowledge of Game Development / Design:

· http://www.gamasutra.com
· Rouse III, Richard.  “Game Design: Theory and Practice”.

· Laramé, Franςois Dominic.  “Game Design Perspectives”.

· Saltzman, Mark. “Game Creation and Careers”.
Game Programming / C++ Programming

· LaMothe, André, ed.  “Tricks of the Windows Game Programming Gurus”.

· Deitel & Deitel.  “How to Program C++: Third Edition”.

Adaptive Audio

· Brandon, Alexander.  “Building an Adaptive Audio Experience”.  Game Developer, October 2002.  pgs. 28-33.

Concepts

Adaptive Speech Technology research papers

XX. Citations

Final Fantasy Series
- For the concept of making an RPG with a strong plotline 

Legacy of Kain Series
- For the mood and ambiance (original ideas were of a vampyric   

  dark world)

Diablo Series

- For an idea of an implemental game engine

Adaptive Speech Technology – for a method to implement our schemes (
Dark City (1999) 
- (a movie) For a look for our ruined city and ambiance 

APPENDICIES:

Appendix A:

(See Paragon Script)

Appendix B:

Several of the models we used in our game were free models taken from www.turbosquid.com. These models were downloaded without textures in most cases, so the team is responsible for applying whatever textures are present. The objects that were taken from www.turbosquid.com are the following:

· chair01.png

· chair02.png

· chair03.png

· chair04.png

· chair05.png

· chair06.png

· bed01.png

· bed02.png

· end_table01.png

· coatrack.png

· ship.png

· ship02.png

· ship03.png

· ship04.png

· droid01.png

Our use of these objects is fair under the terms of usage defined by www.turbosquid.com. 

