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[Introduction]
Title: Mindbreaker

Genre: 1st/3rd person, 3D Action Platform

Number of Players: 1
Target Area: Teen+
Violence Level: Med/High

Number of Environments: Constantly evolving environment/levels

Mindbreaker is a 3D puzzle-driven, action platform game for the Nintendo Wii exclusively. By forcing the player to both tactically and strategically comprehend and manipulate some extremely, constantly evolving, twisted environments using Havok™ physics, in a make-believe, drug-manifested world of monsters, floating objects and sadistic doctors, Mindbreaker plans on creating a good reason to not play Mario on lysergic diethylamide. 
[Special Features and Unique Selling Points]

· Taking complete advantage of the unique gameplay controls that the Nintendo Wii has to offer, the player can use the nunchuks to “grab”, “move” and “throw” different sized objects in the ever evolving world, in order for him/her to navigate their way through the level. 

· By collecting antidotes or in reverse, being infected by a doctor, will have varying effects on the level itself, from changing the shape of the environment (i.e., changing concrete to lava) to adjusting the physics of the level, such as removing gravity on certain objects – making the level harder, easier or impossible to complete.

· Limited weapons, of which all are close range, forces the player to use the “created” world to their advantage, in order to dispose of their enemies - instead of relying on ammunition, weapon drops and reloads to determine their success.  
· Being able to change from 1st to 3rd person view at any time, to better visualise the landscape for plans

· Real-time HDR lighting for truly ultra-realistic graphics in an unrealistic environment

· Havok™ physics for realistic manipulation and control of in-game assets, with fluid rag-doll animation.

These special features are the primary reasons to why Mindbreaker is going to stand out from the rest of the 3D action platformers. By bringing a first-person feel to the Nintendo Wii’s next generation interaction capabilities, the possibilities are endless.

[Game Modes]

There will be 5 separate game modes, consisting of:

- Story

- Tutorial

- Survival

- Time Attack

- Playground 

· Story Mode is the story based, highly-scripted version of the game, which throws the player into the deep, twisted world of Mindbreaker, giving a reason for them to try to escape the hellish nightmare that is their current reality. The simple aims being to find the “Exit” doors, by solving each room via antidotes and manipulating the environment. Consisting of detailed, scripted levels all in a specific order to the story itself, drive this mode as the real game. 
· The Tutorial Mode is a simple learning mode, which teaches the player how to play Mindbreaker. Using the nunchuks to move parts of the environment to kill monsters, navigating the world itself and also the effects of antidotes/infections in Mindbreaker are all released here. 

· Survival Mode is all in the name, based purely on survival, levels are infested with monsters; however the willpower bar will recharge much faster than normal. The player has no weapons other than her mind, which she must use to kill as many monsters as possible, using boxes, barrels, small cars – etc. The more enemies she kills, the more that respawn to take their place. Survival mode is all about seeing how long you can survive against massive torrents of monsters, in this twisted world. This is also a good mode to train against quick response times for other modes.

· Time Attack mode is almost the complete opposite of survival mode, except for the fact that it is practically Story Mode, with a time limit. The player has a limited amount of time to complete a typical level from Story Mode. If the level is completed under the required limit, then they may pass to the next. Completing the level before the time-limit runs out, allows the player to be rewarded with “willpower boosts”. 
· Playground is and probably could be the most entertaining aspect to this game, when not playing Story Mode. It is basically the equivalent to playing in a physics tech-demo, with the Nintendo’s nunchuks. Several items, objects and monsters are all spawn-able on demand, to then do whatever the player wants to. Creating large towers of barrels, before throwing a monster into them, all with the flick of your wrist has proved quite entertaining already. 

[Game Mechanics]

The player must navigate through a series of levels, using all the abilities that the game has to offer. 

Attribute Bars and Level Feature Examples:
The player starts with the general knowledge that they’ve been drugged, noticing a health bar and a willpower bar immediately showing up in the bottom left hand corner of the screen. Monsters and hazards in a level can decrease this health bar. This health bar never regenerates, once a hit is taken, you will stay there – until the next level. Another “bar” takes up the top right-hand corner of the screen, in the shape of a cardiac monitor. 
Naturally, if this health bar decreases the zero, the player dies. The willpower bar and the cardiac monitor are both indications for two other effects on the player and their surroundings respectively. Monsters may be able to affect the player’s health; however, Evil Doctors have effects on their sanity. The player’s sanity, dependant on how insane/sane they are, changes the cardiac monitor – beating faster when they’re starting to lose their sanity. As their sanity decreases, the level will change, to become much harder to complete – if not impossible, with the only chance of survival bestowed upon the glowing green antidotes, scattered around the level.  


A player may start a level in a room, filled with lava, and floating cars – probably a car-park in the real world. However, because their mind thinks it’s real, it is real – just like the Matrix. Picking up an antidote may stop the cars from floating, allowing the player to use them as skipping stones over the lava. While on the other hand, getting infected by another doctor may cause it to start raining meteorites. 

The willpower bar is essentially the players “strength” in the game. It regenerates very slowly when the player is insane and faster when the player has a little more grasp on their surroundings. Willpower gives the ability to pick up and move objects, to either place somewhere (i.e. moving a box underneath a platform in order to reach it) or using it as a projectile against their enemies. Each time an object is manipulated, dependant on the size, a fraction of willpower is used up. Willpower must therefore be used intelligently, as random use of it may end up killing you in the long game. However, killing enemies will give you a “willpower boost”, filling up a certain amount of the bar, dependant on the game difficulty.
Player Abilities:

Players has the ability to move forward, back, strafe either left or right and also turn left or right, using the nunchuks controllers. They are also able to duck and jump on demand. Tapping either the left or right strafe buttons twice will also cause the player to “dodge” in that direction, from incoming attacks. 

The movement controls are fairly generic as far as normal first-person shooter games function, however, the ability to aim is integrated with the motion nunchuks. Wherever you aim the controller at the screen, is where the player will “lock on” to. Aiming at objects brings about the ability to “wield”, “pull” and “drop”. Using a mixture of the three abilities on objects, along with improvised inertia (by moving the nunchuks) will allow the player to throw objects into monsters or into other objects – or creating makeshift bridges to walk across.
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It will be these functions that define the game as it stands apart from other platform games. The plan is to make the controls feel as fluid as possible, to the point where the player believes he can manipulate any part of the environment at his own discretion (or not so discreetly), with very fast, simple movements. 

Camera Angles:
The player has the ability to switch between 1st and 3rd person view for a reason. During some levels, the ability to see more of your environment from your player’s perspective on the ground will be required to complete the level, as it will provide view to certain platforms or objects that may be required to head towards or manipulate. 

Monsters and AI systems:
There will be several types of Monsters in this game, but they’ll be mainly split between either being Monsters or Doctors. All monsters will have the ability to inflict varying amounts and types of damage on the player, along with acting differently in order to do so. Some for example will attempt to make it harder for you to get across the level, by breaking bridges and disposing of possible weapons that you could use against them. Others may want to fight up-close, with no care for them or other monsters – nothing but a pure intent of killing the player. Thankfully, you can use objects in the world as shields to protect yourself from whatever imaginative fireballs, lightning bolts, or projectile weaponry the monsters decide to dish out at you (and if desired, throwing said shield in their face after you’re done). 
As already mentioned, the second type of “monster” in the game will be doctors. Doctors, unlike monsters, cannot affect the player’s health bar. However, they can increase the concentration of drug dose in your system, causing your cardiac monitor to increase and darken in colour – but more importantly, changing your environment to that of a much more twisted one. Doctors are very easy to kill, but are stupidly difficult to catch, since they appear at random moments, almost out of thin air. They can travel over any terrain, no matter what mind-state the player is currently in, until they reach the player to infect them. They are still prone however to projectile objects. If a doctor gets too close, they will be able to infect the player – before disappearing in a fit of sinister cackles. 
