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Introduction slide:
We’re Whiteboard Games and this is Project Stranded – a game that will aim to deal with social rejection through gameplay.



Your space station explodes.

You and your crew are sent adrift.

You have to work together to survive.

…but you have to look after yourself too.

Presenter
Presentation Notes
High Level Overview: 
Project Stranded (temporary name) is a mobile game where your ship explodes and you and your crew are sent adrift in space. You have to work together to survive, but most importantly, you have to look after yourself too.



Oxygen is essential for survival.

It’s your life.

It’s limited.

…but it’s used to move!
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High Level Overview: 
Oxygen is essential for survival in this game. It’s your life, it’s limited but it’s also your means of moving in Space.



Players work towards 
rescuing themselves by 

repairing the ship

Tethered together, 
movement becomes 

based on teamwork –
allowing you to move 
faster and optimise 

shared oxygen and more

Some may get greedy, 
some may get desperate 

and some may get 
untethered
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Gameplay: 
In the game, players will work together – or alone – towards rescuing themselves by repairing a semi-intact ship after the explosion. 

Players can move individually using their own oxygen supply. However, players can benefit greatly by tethering together and working as a group to pool and optimise oxygen, move faster and more. 

In the course of the journey, some players may resort to greed to survive. Some players may face dangerous situations, leaving them desperate and ultimately vulnerable. And in the end, some may get untethered or separated from the group with only themselves and the hope of help keeping them alive.



Friendly and minimalist art style

Readable environments and 
characters that appeal to the 
audience

Ideal style for mobile games
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Art:
Although we wish to experiment with art styles to see what fits the game best, our intentions are to aim for a friendly and minimalist art style which will look aesthetically pleasing and fitting. Space doesn’t need to be a dark empty void – it can be beautiful and interesting too.

One of our main art goals is to produce a readable environment that will help players understand clearly what is going on in the game. We also want to aim to produce characters that will be interesting and charming as this should hopefully bode well and appeal with our target audience of pre-teens and teens.

Ultimately, combining these two main ideas is important as we are targeting mobile. Examining the mobile game market, a lot of games have these characteristics and appear to be doing well too. Therefore we believe it would be wise to follow this trend too – but innovate if possible.

The mockup on the right is a hypothetical design of the game. 



Trust-driven 
multiplayer 

survival game 
on mobile

Cooperation 
with fractures: 

adapt and 
survive
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Unique Selling Point:
We aim to try something unique by creating a multiplayer survival game on mobile that has a strong focus on trust.

We will intentionally fracture cooperation between groups of players through gameplay to create interesting and emergent moments that are key to producing hopelessness and helplessness. But afterwards, the aim is to produce a hope and relief.



Mobile generally dominated by all age 
and gender – including our target!

Accessible, approachable, often with a 
great focus on simplification

Engaging gameplay for players with 
data produced on player actions and 
applicable game factors
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Market:
As previously mentioned, this will be a mobile game which we believe would be great and ideal for our target audience. Especially since mobile is heavily mixed with all age and gender.

Similarly, mobile is very accessible and approachable – which we want. The restrictions of mobile are a great advantage as it can put a great focus on simplification allowing for a “pick up and play” characteristic to be developed.

Ultimately, we want to create gameplay and moments that are engaging for players. Since the game will involve actions being performed on other players, we can translate this into data for analysis or other uses.



Developed for 
mobile devices

Developed with 
Unity

Developed for 
multiplayer
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Tech:
In terms of technology, mobile is our primary target (this can include tablets too?) 

We will be primarily working with the Unity engine to develop the game which provides what we need and more for mobile development. 

In addition to this, since the game is a multiplayer game, intended to be played online, we will need the technology and means in order to run the server(s) for play.



Players may miss the intended feelings

That’s okay!

Playtesting and iterative design expected
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Risks:
Players might completely miss the point of the game at first and not experience the feelings that are crucial to this game. However, that’s fine and to be expected up until final and important milestones. Playtesting and iteration is an essential part of development that deals with these issues – we are expecting this is something we will have to deal with.



David: Lead Programmer, Optimisation Management

Lyall: UI Design & Implementation, Project Management

Martin: UX, Playtesting, Balancing

Danny: Level Design, Gameplay Progression, Balancing

Scot: Modelling, UI

Nadine: Modelling, Rigging, Animation

Gordon: Environmental Art

Presenter
Presentation Notes
Team:
This breaks down the team and roles as it currently stands. Game development is a complex process which covers many disciplines and skills. As time goes on, we will almost certainly have to reshuffle and assign other tasks to members best suited for them.



Q&A
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Q&A:
(Cover slide used for introducing Q&A)
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