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Design Histoy

This following is the a list of the versions of Pyra and the changes in each iteration

Version 1.00

Concept Doc Complete.

Version 1.10

l RRSR aO0O2dzyiR2gy Of201¢ adzo FSIiGdzNB G2 olddafsS S
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Added camera detail changes when using the glide bike.

Removed sticky bomb function to walls and enemies due to mechaniccamera considerations

Version 1.5
Added World Map

Removed Stealth Elementsplacedwith Alert Mechanic

Added Ally summong mechanics

Added Security Checkpoints

Connected Ally summoning and security checkpoints to Alert Level.
Added World Map

Added World Details
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Version 2.0

-Added Beat Chart : With context dependant details.
-Addedbt / Q&4 RSUGFAf &

-Added Corporate secuty details

-AddedMercenaryDetails

-Added Weapons

-AddedVehicles

-Completed Walkthrough and Story with supporteggpendix

-Revised Ul Elements




Game Overview

High Concept

The future is a blast.

Pyrais a'® person action adventure game whepéayers take the role of Pyra, a mercenary

who uses timed explosives to infiltrate and destroy anyone and anything, as long as the price is
NAIKG P Ly GKS ySIFN FdzidzZNE 2y GKS g2NIR 27
unique crystalshat power interstellar travel. To disrupt and destroy the operations of their

rivals the corporations provide contracts to anyone who can get the job done. But one

O2YLI yeQa fdzad F2NJ LI2SSNI GKNBFGSya Fff 2F WS
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The Philosophy of Pyra

Pyra Action that matters

Pyra aims tde a action game where every moment mattei#/ithout waxing metghysical to

create a meaningfyplay experiencén an established geniié needsto stand out and be

something unige yet recogriable by the market. The criticisof 3¢ person action games is
2FT0Sy a0O221AS Odzi i SN B ih& td ehemiesbare repditiv@vhich a v 2
they areexcludingoosses are for the most paut the gameplayis repetitive. In short aher

than a certain combinations of combat moves the moment to moment gamej#aigions are

not interesting To answer this challenge of the genre Pyra maketismed explosives so

the player has interesting variatecisiondo make on a momento moment bass. Racing

against the clock as the objective explosive count down while trying to complete her objectives
before enemyreinforcementsarrive will make every moment matter.
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Pyra Motivations that matter

Violence in action movies and gasis acceptable and part of the gesand Pyra will be no
different. Key to Pyra thougkthat it will show thatthere is a reason for th&ast paced action
Players will take th€yra from straight up mercenary to savior of all of Jenidnis is doneat

keep motivation for the action (along with experience for the player) interesting. The player
gAftf FTANRG 06S LINBaSyiSR gA0GK I Ol kednganidgtiNI | O
experiencehe game will gradually shift to a more story drivgaime play. The foundation of

Pyra is compelling actidut i KS NBF a2y F2NJ 6KS LI Fe@SN G2 ad
f SOSt joutneyhsd kelugsdt hero. Pyra will be more than just mindless destruction.

Common Questions

What isPyr&?

Pyra is a third person action adventure game that offers meaningful combat that requires
strategicmovement and attacks with timed battle explosiv&acing the clocknd vehicle
componentsgive more depth and provide counter point to the central game [JPagyers must

3SG GKNRdzZAK S| OK YA aakdiv exploseoh the tSgaimd®scape LI I O
before the timer counts down. Beyond the corporatecurity forces ofehon Pyra will

encounter other mercenaries that will stand both with and agaiher.

Why Pyra ?

Action Adventure titles often include melee weapons and a host of firearms or some sort of

N} y3ISR ¢SILR2Yyaod ¢KSaS GAGESa a2YSiAaySa NBO
repeated enemies) that can lead to repetitive gapilay. Pyra removes direct damage ranged
sweapons limiting the player to timed explosives and a defensive melee weapon in the form of
her energybo staff. Thisnot done to reduce depth in this established genre but to provide a
different kind of depthThe player will then have to move Pyra in a strategic manner to place

her explosives and avoid being caught in the blasts. By combining explosives of differing types,
strengths and timers Pyra will offer combat depth that is expected in the genre butvintist.
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Where does Pyrake place?

Pyra takes place on the world of Jenon. When hunyainist reached out to the star

interstellar travel was achieved by the Haydsgton fusion drivebut it still tookhundredsyears

to cover thedistance betweentte first colonies. The discovery of the crystals of Jenon changed
this however. Fond nowhere else in the galagysmall crystal can power the fold drives of the
current s@cecraft enabling to instantaneods2 dgy LB S 4SSy a il NJ aeadSya
central government.Jenon has a fevarge ultra énse cities as well as the desaitderness

where crystal mines are locate®Varring corporations have bedrattling both covertly and
RANBOGf&@ F2NJ Y2NB GKFIY | Kdzy RNaR.TépS| NBE T2 NJ
mercenariessuch as Pyraeceivehuge sums to strike from the shadows and keep the
corporations guessing who thdniends and enemies are. Jenon is wealthy and dangerous, its
one hundredmillion oddinhabitsspend their days seeking théartunesand watching their

backs.

What do | control? - )

tf e SNRa ol 1 Sthisthrd/perdhR éctiogyd@medné usd herbg and battle
SELX 2aA90Sa (2 3SG (2 KSN) 202S00A0Sad tfl &SN
vehiclesequences tireak up tle action

What are the Goals/Objectives of the game?
Pyra is a mission based action game. The start of each mission Pyeaewlea goalfrom her

fixer Amandafirst set by the corporations of Jenon and later are set by Pyra herself as she
learns the truth. The goal of each mission will be the placement of an objective explosive
and/or a bos battle with Mercancry

t@NJ Qa 321K fta gAff O2yaraid cdrporafiofisfor Jeiohdnd A y 3
destroying them These faciligs are guarded by corporate security forces of various types and
abilities. To complete contracts large objective charge@)ptaced at specific point(s).

Standing between her and her objective explosive points will be security checkpoints that need
to be eliminated in order to progress. Pyra will also have to make us of her glide bike to gain
access to areas within the her various missions.
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Central Goal
The final goal of Pyra is to destroy the Prometheus facility, an automated mining facility that is

revealed to actually have been constructed to eliminate all life on Jenon.

What s different?
Pyra takes established genre convensand fasan unusual mechanic fagxecutingthe action

with timed explosions. Pyra offers a central character that is pevyerful that is challenge to
master but gives immediateay off with powerful explosions




Pyraos features

Explosives

I SYGiNrt (2 teéNl} Aa (KS dzas 2F GAYSR SELX 2aA
the large objective exploges that Pyra must plant at specific location(s) at each level. The
second are battle explosives that come in large, medium and small sizes. The large explode ten
seconds after activated, the medium in seven and the small in three. Battle expldsipped

or thrown. Damage to and from enemies is ao#d in the damage table is in Appendix 2.

Pyra

Beyond her high tech toys Pyra can sprint quickly for short bursts and jump small distances. She
is very agile an able change direction quidkigenher hand arefree shecan grab ledges

when jumping and climb where suitable hand holds are available. WitBbByra can vault to

a height of 2.5M aiding her in clearing obstacles and evading enemies.

Energy Bo
Explosions are a lot of things butonethingtB | NB y 20 A& |ljdASGd 2 KSYy
energyBostaff takes centre stage. When the alarm has been sounded and the action is fast
and furious heBo dill has a role to play. With enough direct hits Pyra can kill with her staff but
most of ker moves are designed to knock enemies to the ground or knock thefd®veral

feet. PrimarilyPyra uses hdBofor defense against close melee attacks and attacks from
ranged weapons carried by many of her adversaries.
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Glide Bike

t @ N} Q& idriotthHe Brimark foc8s of the game. Its main purpose is to give depth to the
process of sizing up her target and make for thrilling exits when the large objegiesives

are countingdownt @ NI Q& o0A1S |faz2 KIF& Adaodvesyandlecdn | yR
LAt 23 AGaStF G2 az2yvy$sS 2F (GKS tS@gStQa t20FaGAz2
placement of items with the glide bike is done to eliminate the game cliché of putting items in
crates or in other arbitrary areas. To assigpassibilities for use of the glide mechanics the

bike has a limited ability to climb smooth surfaces up to ninety degrees for approximairgyy th
seconds via its wheel grav whexddility. The glide bike does have anergy shieldand once

depleted can beasily @stroyed.¢ KS 3t A RS reoharfeS avér tinkeSpaes bobst is

also availablevhenthe bike ison the groundWhen mounted on her Glide Bike Pyra cannot

use her Bo or Battle Explosives.

Glide Bike Sections create an autosave file as sotimegisare begun if the bike is destroyed the
player then must restart the glide bike section from the beginning. A perfectly executed glide
bike section will on average will last no more than ten minutes.

The Mercanaries of Jenon

Pyra is not the lone soler of fortune on JenorOthermercenarieswill first stand her in way

then join her as allies with one notabdxception. There arthree mercenarieghat Pyra will at

first fight and then become allied with and they aifidherobotic tank drivers the Trdia, the
energysword wielding twins Jack and Marsha, the young genius Rex with his high tech powered
armor. Holland a living legend will stand opposed to Pyra until the bitter ¥vigen acquired

as allies the player is able to summon them to the missioassist Pyra in her objectives which
give the player a sense of progression as they are unlodtezlMercenaries of Jenon detailed
further throughout this document.

The Alert Mechanic

The Alert Mechanic is a hidden system that governs the appeardribed K NS S O 2 N1J2 NJ
StAGS aSOdzNAGEe wlLIAR wSalLkRyaS ¢Slkya owetQaovo
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careful infiltration as well as provide a feedback system to generate adverbases on player
action ratherthan arbitrary placement.Three types of player actions will increase the Alert
Level duringamissish YR Ay ONBI 4SS GKS tA]1Ste K22R 2F wd(
using battle explosives, destroying security stations and sunimgatlied mercenaries. Once
we¢ Qa | NIB coanydowh tizyheiarrival will appear on the scree®ther less formidable
enemiesare present in all missions and are detailed in the enemies section.




Pyra Controls

Pyra has two sets of controls and two closely relatacheplay User Inteiaces. The first takes
place when Pyra is on foot and the sadds when she is piloting her Glid&k& Both take place
in the same 3D game environment and have only minor differences. Included is additional
detail on throwing battle explosives.

PYRA CONTROLS

Summon Ally

R2 Lock on Next Enemy
L1 Bo Bl‘"y Rl Lock on Nearest Enemy

/ Swing Bo

Throw Battle Explosive/
Drop Battle Explosive




Throw Battle Explosive Detail

To throw battle explosives there are two strengths. A soft throw is from the centre line to the
green limit. A hard throw is from the centre to the red limit then forward to the green limit. The
direction of the throw is context dependant. Whatever directitvat the analogue stick is

pointing when it reaches the green limit is where the explosive is thrown. Pressing straight
R2gy 2y (GKS aGA01 RNRLA | ol SlawerSnotbiskdsutia A &S
softer throws and faster harder for botimard and fast throws. For example if the player moves
the stick quickly to the red to green limit the explosive will be thrown max hard distance. If the
player does the same motion just mentioned slower it will result in a softer max toss.




GLIDE BIKE CONTROLS

L2 Toggle Grav Tires

/ e Deploy/Retract Wings

Mount/Dismount




Feature Detiés

1) Explosive Details

1.1)

Battle Explosive€ount Down Clock

This sub feature of battle explosives aids the player with an on screen aatgo
the radius and time until detonatiorA circular two dimensional Of 2 O1 Tl OS¢
centered on the explosive Wippear when a battle explosive is used. The radius
of the clock face will match that of the explosive. The clock face will then turn
from a solid green to red in the manner of a clock hand gaegaround the

face. The coutown clocks will be mostly treslucent in order to not interfere

with the playersability to see the action.

A graphical breakdown of this feature whiincludes an in game mockaopthis
feature as it appears in game play is available in the User Interface Section.

1.2 ThrowingBattle Explosives

Sdt Throw
Hard Throw

Pyracan only throw battle explosives the direction she is facing. A short push
from the neutral position to the upper half of the analogue circle outer limit will
result in a short throw in that directioiMoving the stick to the bottonsection

of the analoguecircle followed by moving it to the forward limit will result in a
longer throw. Pyra will cock her arm back to give the player a visual indicztion
along toss

Thrown Distance Min Thrown Distance Max Rolling Distance Max
10 ft 25 ft 40 ft
25 ft 80 ft 100 ft




1.3 Rolling and Stickindgattle Explosives

t @NJ Q& ol difS SELX2ara@Sa IINB loz2dai GKS
and will roll along the groundf sticky mode is toggled on theyll emanate and
energy field and sticto the first horizontal area of the environment they
encounter.

1.4 Objective Explosives

Objectiveexplosives are incredibly powerfahd must be placed at key po(s)

in the leves which is indicated on screeby a flasingred target on the floor

The larger the objective the larger the explosive required and the lotiger

timer. The timers for objective explosives are not set by the user. Once set the
player must escape the blast radius. The glide bikebeillequired to escape the
blast radius on some leveM/hen detonated the player will be treated to
machemia scene of the massive blast.

2) PyraDetalils

2.1) Jumping

t @ N> Qa A a dhSombaido platfdrdidydedtivisinét central. That said
jumpingisa genre convention ang imperative for any sense of immersion. Pyra
is athletic and acrobatic but not super human. $he jump six foot gaps arad
little over half herheightvertically.

2.2 Dashing

t @8Nl Q& Rl aK A& ReGshortdisidndes vErg duicklydWhenthe 2 OR @
dash button is pressed Pyra will take a short series of very fast steps to get out of
immediate danger When dashing the player is invulnerable to melee attacks.
There will be a cool down period of three sedsof the dashability before it

can be used again. There will be no indication to the player of this cool down but
0S a42YSGKAYy3a GKS LI IFIeSNaA ¢gAftt KIFE@S G2| 3




2.3) Bo Staff Vaulting

By holding dsh (X) and bo swing (squaRgja will plant her bostaff and vault
about eight feetup andabout 12 feetacross This is to vault over small obstacles
and enemies. It is possible for Pyra to plant her bo on falemiesand cause
them additional damagevhen vaulting

2.4 Grabbingedges

If Pyra is airborne and her height roughly matches that of the ledge she will
automatically grab on to the ledge. Moving the movement stick will move her
hand over hand along the ledge a given directionPressing jump will cause her
to pull hersdf up on to the ledge if space is availabiehe world

2.5 Locking on to enemies

Whenlock on nearests held down Prya will turn herself to the nearest attacker
which is highlighted to indicate it as targeted. If another enemy becomes closer
to Pyra vhile lock on nearesis held down she will turn to face that enemy.
Enemies that are not standing will not be able to be locked on. Cycle lock on
beings with thesecondhearest enemy and eaduccessiv@ress Pyra will turn
towards the next enemy. The kiag on is designed to aid Pyra in blocking
enemies in close quarters and quickly face enemies at a distance to throw her
battle explosives.

3) Energy Bo Details

3.) Swinging the energy bo

t @ N} Qa Bjyr&NEBies®r2contact but igsimary fows isto disable
enemies. Pyra requires 3 hits to land to a tisgy attack. On the third
uninterrupted hitif the player is pressing the movement stick (L3) towards the
target Pyra will land a disabling iite BoQ &ill flare with and energy aurand
target is knocked back 20 ft and stunned for 3 secotfdke playeris pulling
back on the movement stiakn the third hitPyra will trip the target and they will
take five seconds to regain their footing as they pull themselves back to their
feet.




3.2

Bo Block

t € NJo @l&en used for blocking servesagechargeable shield that will deflect
both close range melee attacks and ranged fire from the energy weapons carried
by many of her enemies. A meter sh®Wwow much defensive power heoBas
remaining.When the B is out of energy it will no longer block attacks. When

Pyra is not blockinthe Bo recovers itglefensiveenergyto full in ten seconds
Although the bo blockunctionsas shield Pyra will move her bo in defensive
maneuvers when blocking attagko be consistent witlthe weapon. A the bo

loses defensive powersglowingenergyaura will dimThe total power of the Bo

AKASER A& Sldat G2 2yS 2F teNl Q&8 KSI €

4)Glide BikeDetails

4.1) Boost

The glide bike has a limitedchargeble ability to boosthat is shown by a bar
meter. The boet gradually recharges over twenty secomuaisl is designed for
Pyra to maneuver the glide bike out of dangemet that extra bit of height
before deploying the wings for a glide. The boost quickbeterates the bike to
twice its standard speed. Boost is not available when gliding

4.2) Gliding

To glidelarge thin winggleployfrom the rear of the bike and while deployed the
bike behaves like a hang glider. Gaining altitude reduces speed angd divin
increases it. Thanitial speed is that bthe bike when the wings are deployed.
Flaring is also aavailablemaneuverused in hang gliding. Flaring is done by
abruptly pulling the nose up to such a degree that forward motion is rapidly
reduced along wh lift. The wings deploy and retract nearly instantaneously and
are extremely durableAddional detail on the Glide Bike is available in the
Vehicles.




4.3) Grav Tires

The Grav Tireallow the glide bike to climb smooth flat$aces for thirty
secondsThe Grav ifes rechargen fifteen secondsind enable the bike to gain
altitude for a quick glide or travel up a series of surfaces to gain a higher launch
point or arrive at an objective.

4.4) Energy Shield

The glide bike has amergyshield that protets itself and Pyra from attacks. The
shield rechargetully in thirty secondslfthe shield is reduced to zero the bike
explodes and takes Pyra with Tthe total health of the Glide Bike shield is twice
GKIFIG 2F 2yS 2F teNIQa KSIfGdK oF Na®

4.5) Save anReplenish

The glide bike also serves as a save point and a place for Pyra to restock med
packs and her supply of battle explosivesile on foot The glide bike will pilot
itself to locations in the level and will also serveaasadditional set of goals

within each mission.

4.6) Enemy Interaction while parked
Enemies will not attack the Glide Bike if Pyra is not riding it.




5) Alert Mechanic Detalls

The Alert Mechanic is a system mostly hidden from the player that governs the arrival of
the of the mostchallengingnembers of the corporate forcedbe Rapid Response Teams

2 NJ Wltra€e actions increase thikelihood2 ¥ w¢ Q& o060 SAy 3 adzyyYz2ySR
explosives, destroying security station or summoning an ally.

The table below illustratesow the Alert Mechanic functions in response to player
action. The purpose of the table is to provide a startingqptor further development.

Player Action Alert Value 50=RT Team Dispatched

Bo Staff Attack 0
Small Battle Explosive
Medium Battle Exjosive

D W

Large Battle Explosive
Security Station Destroyed 25
Ally Summoned 30

Once an alert event has occurred the alert level increases and does not drop, it is
cumulatively additive. (eg Alert Value=0 Medium Battle Explosive Used +3, Alert Value
now 3, Security Station Destroyed +25,Alert Value =28 ect)

All missions will require the destruction of security checkpoints as such the security
checkpoints will function as variable for the level designers to tune difficulty.

The Alert Mechanicis disébR RdzNAy 3 624da FAIKGA YR weg
intervene.

The Alert level will carry over between saves. For example if the alert level was 35 after
a save point and player then died and restarted from that save point, the alert level
would remainunchanged.

TheAlert Mechanicincreases; replayabiltyymmersion, player choice anéxcitement
5.1) Replayabilty

Rather than static or triggdyased enemy spawning the Alertelghanic spaws
wet Qa 0l &S Rnd playdr activ8st If tBiniaANd G KS | NNA @I
will varya bit each time a mission is played
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5.2) Immersion

weQa faz2 R2 y20 A& ykrigeby holer thihsygoR $oYieetlJ2 A v |
| |

Fy 2dziR22NJ I NB 02 RNEP hdt pbp/intcexisiekcs offy A & a
screenhblzi F FOSNJ GKSANI RNR L) YIAfi%ed dukiSeAdl) & | &
RT squads will be preset for each mission.

5.3) Player Choice

Although the oty feedback to the playeristtt SNJ a A3yl f Ay3d (KS

arrival LJ I @SNA ¢oAGKSABL I DGAZESET A YLWIKDG (K

this manner careful progression through the level gillethe player theability
to control the difficulty of the game through their action and play style.

5.4) Excitement

By giving player feedback a ticliclock to race againstis will build player
anticipation2 ¥ G KS we¢Qa I NNAGEFE & ¢Sttt a L]
Pyra quickly to her objective. Once the objective explosigetishe player will

encountersituations where not only ide player racing against clearing the area

0ST2NB (KS 202S8S0i0A0S SELX 2aA0S RSaiNEREeg
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Game Play

Overview

Pyra aims to deliver action gameplay that matters and to that end #megplay elements
interlock to provide not only varied gameplay but gameplay that effect playecess. As
mentioned the oveall goal of each mission in Pyra is to plant objective explosives and/or boss
encounters.

Reaching the Objective

From the resort®f Hedona to dusty Bixby to the final conflict at tReometheus facility the
security force®f all three Jenon corporations will be looking out for company assets and are
charged with their protection at all costs. Each facility and corporate tardetavie a fixed
number of enemies in the levdlf the opposition i€liminatedthere isno magical barracks that
spawn moresnemies

Getting Out

As mentioned the time on the objective explosives is preSece set Pyra must get out of the
blast radius or Wi be killed anl restart at the last Save Point

Security Stations

Each mission area will have a small number of security stations that are responsible for a given
area.t KSAaS adldAz2ya NS gKSNB SySNHeE o lleddde SNA
located.Pyra can refill her stock of med kits and the player can gaieprogress at Security
Stations.

Combat

Central to Pyra is combat. Through the use of her bo and explosives action will await the player
at every turn. Combined with the AteMechanic players will have to plan their actions to best
RSt 6AGK SIFOK YAadaaAizy | NBlI o wSY20Aay3 SEA&D
be critical to this and when discovered will add a minor strategic factor to in to the in depth
combat gameplay detailed throughout this document.




Glide BikdJse

The Glide Bike is not only for tactitasertionsand fast getaways but also to take Pyra between
sections of on foot game play. The glide bike is the second location that the playexicaney

kits and saveThe only enemy oppositiotapable of airpursug ¥ t @ NI | NB w¢ Qa
Transpors. Generally the HoverNd: y A LI2 NI NS at A3KGft & &t 26SNJI
speed and not nearly as maneuverable. Details of both thee@ikle and Hover Transport are
covered in theVehiclessection.

Glide bike sectiomblend seamlessly with the other sections. For example if Pyra were exiting a
corporate building and would then start a glide bike section, the bike would be parked out

front. Mounting the bike and heading to the next are/ould begin the Glide Bike section.
Traveling between areawhile ina mission on the Glideil is largely linear much like a race
course layout with area of differing hights to provide the player oppatiuto use the grav

wheels and glide mode. Sections of a Glide Bike area would be purpids® require the

player to use grav wheels and glide modieuists turns and moving civilian vechiles are present

to challenge the player as they try to reach #wd. Addtionally once an objective explosive is
aSG I'YRKk2NJ we¢Qad INB Ayo2dzyR GKS LI I @SNJ gAff
as possible
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over and points her back toward the correct direction to progress.

A detailed write up and example of a guide bike sequence are available in Appendix 7

TheMercenariesof Jenon

Themercenarieof Jenon serve three purposes in the gatay of Pyra. Fitly in first four
missionareas of the game theserve as level bossd3eginning the third they begin to become
allies.In first mission when they are not alligdey have also been hired to take the objective
out. The player must beat them into retreat order to complete the mission and reach the
objective.Lastly there are there as narrative renforcement as they also feel ma@itypelled

to leave there mercenary ways behind themd take a stand against the evil that threatens all
of JenonHolland s the exception to this and will be an Enemy throughdtne player selects
which ally will be on standby for a mission prior to its stathen summoned the allies show
up on screen in thirty seconds. Allies are only summonable when Pyra is on footllame et
Pyra at the next on foot section of the mission.
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Sample Level Desidfiow

Outlined below is a sample of a possible basic level desigyra. In the exampkyra must

make her way withher Glide ke to gain access to the firsecuritypoint in order to unlock the
next Glide ke portion. Next she would @avel on foot through and indodhen out door
sectionon foot. After clearing the last security check point she must plaaeohjective

explosive and makker way back to the Start/Finish prito the objective explosive detonating.
weQa O2dzZ R Ll2adaArofe | NNAJDS T NP ydepedtdéntod théd RS
location of Pyra when the AleMechanic triggers theiarrival. Boss fights will be added near
objective explosive locatnsif present in the mission
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The Camera of Pyra

Overview
The camera in Pyra will bkethird person¥: Cinematic when Pyra is on foot andtstai a 3™
personfollow camwhen Pyra is on her glide bikk will however ot be under user control.

Cinematic¥viewdetails
Dueto the graphical representation of the of the battle explosiveis important the player be

able to see both thénorizontal surfaces and the position of their charaqiegciselyin a 3D
envionmeri @ ! & & dzOK (0 K'SLISINEK2NG SO NjSIA NIIES NEK 206y 0 St 2
release Devil May Cry 3.
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or travel along a preset trackVhen in doorsypically the roothe structures not be shown as
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In areas of with larger place spaces (eg large outdoor areas, a factory floor) the camera will pull
back from the action in order to takin more of the play actionThe following image shows a
cinematic % angle that would be similar to Pyra from Tomb Raider Legend, Ediosr{2006)

larger spaces.




The Glide Bike Driving Cam

Racing titles have used this camera choice and asywél Rstaticcamera placed tolte rear
and up shows the roadn@ad as well as the location as the player controlled vehile.
examplefrom{ / 9! Q& DNJ YR ¢ dzNRigbéldw. p LINBf 23dzS 6Hnny




The Glide Bike Flying Cam

For the Glide Bike in glideode the camera will be similar but be father back with bike now in
the centre of the screen opposed to the lower third as shown below from Pilotwings by
Nintendo (1991)This is done to provide a view of the ground below.




The Game World

Overview

Jenon is the axis that humanity exploration of the galaxy turns upon. Jenon is similar to
9FNIK Ay &ATS o6dzi y20 Ay OfAYIF{iSd ! f(iK2dzaAK
are the most pleasant. Hedon the playground for elite in locateabrthern zone with bulk of
the population in the capital city of Jenona in the Southern. The rest of the planet is primarily a
vast desert But in the desert humanitgtiscovereda crystal that when exposed to kwo
particles could rend hole in spacgime and transporiarge vessels nearlgstantaneouslyto
its destination.SA y OS (1 KS O B weiedisto@eiied thiNde4dS dpieatis of Thalean,
Con Grav and Agx have competed for control of the crystals. After a a fruitless costly head to
head war the three corporations plot and scheme in the shadows.

Jenonhas no native life or vegetatiogxtensive terrdorming around Hedon and tesser
extent around theclusteredtowers of Jeonon is all frowff world. All water has to be shipped
in.

Thegreat crystal mines and miles of sand barriers built to keep the tons of sand back from the
crystalveinscan be seen fnm orbit. An average size crystal is the circumference of about half a
city block and ten stories high.

The world map is lettered in oed with the beat chartn the order that Pyra gains access to
them as she progresses througHimear structure Once a mission area is completed she does
not returnthe previous area
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AHedona
Hedona ighe play ground of the rich of not just Jenontlmni the galaxy. Gleaming resorts,
boutique shops and fine dinirdpminatethis exclusive Oasis.

B)Jenoa
¢CKS /FLIGALIE /AGe 2F WSy2yd 2AGK AGa YlFaaiaos
odd inhabitantscall this city home.

C)Bixb

C())n$ruc¥ed asmassive facility in orbit the Bixby manufacturing facilitaismassive semi
automated¥ I OG 2NE f 20 0§ SR y S| Nprodocaaltieinassve dzl (G 2 NJd |
machinesnecessaryo run the mines. In the years since consumer goodscamstiuction

materials have also been made in this facility. $hmll city that rose up around the

Manfacuring ComplexIsNB y I YSR 4. AEo6éé¢ FFGSNI W18 . AED
sacrificed himself his and ship and crew to prevent the facility from crashid y 1 2 WSy 2 y Q
surface when the rentry procure went tragically wrong.




D)The Interstellar Transmitter Station

¢tKS O2Yo0AYyl A2y 2F WSy 2 echdologydditedin Heitg ablp R O2 Y
send signals at faster than ligpeeds and reach ber world in mere moments. The huge
fusionignition system required to activate the crystdts communicatiormeans that Jenons
singlefacility is located in isolated patch desert atightly guarded.Each of the three major
corporationshas a private fatity at the ITS.

E) The Space Port
Only the largest vessels can use the crystals effectively and these massive craft are leaving and

arriving at he rate of about two or three a weeksoods and raw materials are offloaded by the
metric ton along withwater that is fed into global pipe networlds soon as each ships crystal
has been removed long enough to clean the large central engine cores the ships depart.

F) The Crystal Mines
The massive stripnd undergroundnines are dominated by the mega haulersd bucket

wheelsmassive dump trucks that haul the dense sand aways from the valuable crystals viens
beneath. The circular cutting gantries are then lowered around the exposed ovgstato cut
them into transportable pieces. These massive mines are sprealy around the world based
on ever shifting land disputes.

G) Th&rometheud-acility
While the Crystals would be bought no matter how high the price there extraction is slow,

dangerous and expensivéhe Apesxcorporationhas built a semi mobilgiantplatform that
uses threggravimetrictowers to hurl the sand mileswaylower itself onto thecrystalbeing
extracted cut, lift and move on to the next vien. Due to extreme aimkexperimental
technologythe facility has yet to be activated.

Scale

Jenonis an entire planet but the gameplay is definedsfzecificlocations due to the mission
based natureof Pyra.

Below is an buildinglustration get an idea of scale of some of the key buildings of Jenon
followed by one for characters and keghicles
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1) The Sears Tower in Chigo lllinois 110 floors
2) A Typical tower in Jenona
3) The Bixby Manufacturing Complex

4) The Prometheus Facility




1) 6 feet, Pyra, Jack and Marsha, Director Phatigsoratesecurity forces, Glide
Bike.

2) Rex, Holland

3) Trkia Tanks, RT Hover Transport




Time on Jenon and Game Time . ] ]
LYy USN¥Ya 2F WSy2yQa FAOUAZY AU Kla | yAIKU
based game howevevhether the sun is up or down in a giveission will be something
determined during pre production.

Getting Around Jenon
Jenon has large and very well maintained highway system for wheeled industrial traffic but if

you want to get somewhere in a hurry the best method is by high speed mag lev train.

For short distances that qeiire tactical insertion Pyra prefers the use of her Glide Bike but
ample storage for her Bike is available on the high speed Mag LevTrarivag Lev Train is
strictly a fictional element and is not in gameplay.

Objects

1. Glide Bike
When parked the glie is a source of med kits and battle explosives and when Pyra is near it

savegameisavailable.

2. Security Stations
When Pyra near a security station save is available as well as med kits.

3. Objective Explosives
Pyra places objective explosives asdatikd points in the level.

Please see AppendiXdr a complete list of the objects in Pyra




Pyraodos Story and Wal

Overview

The linear story of Pyra is that of a reluctant hero who through circumstances beyond her own
is forced to confront heown morals. Her journey takes her from self centered mercenary to a
leader of a band of mercenaries and savior of all of Jenon. As shown in the beat chart the fact
GKFG t@&NF Qa Riadadfpladedvide @véntsligeadually teweded. The enes at

Bixby begin to reveal that to the player in role of Pyra has larger role to play than amoral agent
of destructive violence. The design of this story and event structure is to give meaning to the

destructive nature of the gameplay. As the additiola6 Yy Ay 3 2F t 8NF Qa | Od A& 2

revealed this will allow player the narrative space to examine their own msehalsld they care

tood adzOK fA1S GKS Ydztf GAf I @8SNBR LIKAf282LIKAOL §
al GNRE¢ G Kifher kdadiing $htoéntyor snply enjoy the actidBelow is a

brealdown of the events that carry Pyra through her missions and the related story beats

broken down with theathree act structure A detailed story is available in appendix@%note

when Pyra attacks a corporate facility civilians will rapidly flee the mission area.

Seemore on te Philosophy of the Matriat
http://onwardoverland.com/matrix/philosophy.html for further details.

ACT 1
Mission Area 1: Hedon .
e Tutorial 1: WithAmanda(PyNJ Q& F A E S NJPcoaghthéwitdwiceNlip® & S NA
via radio. Pyraestroysa resort hotel frequented by the corporate elites of Con
Grav.
e Tutorial 2: Amanda guides Pyradestroy a mansion of an Apex Vice President,
Glide Bike use introduced. JaakdaViarsha have also been hired for this mission,
Boss fights introduced

® Tutorial 3: Apex secuyi forces are guarding the Mag Leain station, Pyra must
RSauUNRe GKSANIIv (2 Saol LS G2 WSy2F3 |
introducedand theAlert Mechanic introduced.




ACT 2

Mission Area 2: Jenona

ahdaizy m Y teéN} Aa aSyd a2 Fdadar o1 ¢
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Mission 2 : Pyra hired to attack the Jenon News Network owned by Thalean, Rex
has also beehired for this mission, boss fight.

Mission 3: CorGl Q& ORA (i & is Macility 6 th&next 1arge§ CeBrav

weQa 12t FyYyR &A3IYylFGdz2NE dzyAda AyidNRRdAzO
arAdadarz2y nY ! LISEQ& [/ 2YLMziSNI O2NB ySig2
been hired to desty this facilty by destroying is large outer wall then destroying

the core facility in the centre of the complex. Boss fight, Troika introduced.

Mission Area 3Bixby

Mission 5:The objective is togjn access to the Bixby manufacturing facility. To

gan access Pyra will have to enter a restricted area with high cliffs to glide to

mid levels of thdacility. This area contains a Power Station owned by Apex that
must be destroyed to knock out the perimeter security o Bixby

manufacturing complex

Misdon 6: Pyra must make her way up to the control hub and destroy it. Rex as
also been assigned to this mission: Boss fight

Mission 7: Pyra is sent to attack the water facility of Bixby. Jack and Marsha have
also been hired, boss fight. This fight is intgted by Con Grav security forces.

l RRAGAZ2Y I ff& GKS wc Qaotablyabsent alelC8NSBav T I NJ
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the suspicious nature and the nature of the target Pyra an#d dad Marsha
choose to retreat.Jack and Marsha are now allies available in future missions.
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Mission Area 4: The Interstellar Transmitter Station

aladaairzy yY ¢KS GFNHSG Aa ¢KFESFHyQa NI

have to gain accessa a @de Bike sequencehere she rides along huge
elevated power cables, that require her to destroy security checkpoints along
the power cables to disable force fielttsprevent just such and assault.

aAdaArzy @Y ' GiGF O]l 2y dekictiod thet@msmitesd y & Y

belonging to Apex and Congrav are destroyed the Troika andeRpactivelyin

a cinematic sequence.

Mission 10: Led by Holland forces of all three corporations attack Rex, The Troika
and Brra. Rex and Troika fight alaide PyraPyra must destroy the main fusion
reactor of the facility as the Troika and Rex lead the enemy forces into the
resulting blast radius. Holland survives and escapks.Troika and Rex are now
available as summonable allies.

MissionArea 5: The Spa&wrt

Mission 11 : All the executives of all three corporations are heading to the Space
Port to escape the chaos Pyra and her allies must destroy the outer defensives to
gain accessApex protectedhre.

Mission 12: The target is the control facility for tsigace port which will delay

the launch of corporate craft which is Thalean owned.

ahdaizy wmMoY teéNl Ydzaid y2¢ RSaiuNRe GKS

crystals necessary for the ships departur® place, aCon Grav asset.

Mission 14: A convoy ethicles leaves thep&x ship at escorted by Holland.
Holland firing from a RT transport fires into the engine cores of the Con Grav and
Thalean ships destroying thefyra musthen race a section of the space port

and destroy a bridge leading out of theea to stop the Apex convoy and get

a2YS I yagSNBE® ! o0602aa FAIKG SAGK | 2Ff

temporary capture.

Mission 14 Machinema sequenc®irector Phillps is the CEO of Apex is revealed
to be in the convoy. It is revealed that leeheading for the Prometheus facility
G2 20SNRSS a¢KS FAYIlIf {0lcuchthef® (KS
nature of thePrometheusdevice as a doomsday devideyra is kept bidolland

and the rest of the corporatéorces as bait. The remainirdjies attack and

Holland retreatsand Pyra isescued
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ACT 3

Mission Area 6: The Crystal Mines of Jenon

Mission 15: Director Phillips is the only remaining authority figure left alive on
Jenon. He is in command of all remaining cooperate for@esossweeps Jenon
andwith no communication or travel off Jenon available and its three major
cities in chaodenon is fallingpart Thecorporateforces are heavily

concentrated along the highway between thg/stalmines and Pyra. The target
is a mine uderthe area where theorporateforces are concentrated if
destroyed the bulk bthe forces will be unable to peruse Py#ll three types of
corporate units will defend the mine.

Mission 16: A large open pit Crystal mine stands between Pyra and the fastest
route to the Prometheus facility. The destruction of a massive crystal sand miner
will provide a bridge across to Prometheus.

Misson Area 7: The Prometheus Facility

Mission 17: There are three large towers that, supposedly, generate the power
for the wholefacilty. Pyra must first fight her way to the highest central tower to
get enough altitude taslide Bike over a tower of players choidéeobjectiveis
just to make her way to the top. Pyra must pl@am explosive mid way down her
tower to destroy it.The allys not selected by the player to be available for
assistance destroy the other two towerBhe Troika are not available allies for
this mission.

17A) Tower #1 Protected by C@rav
17B) Tower #2 Protected by Thalean
17C) Tower #3 Protected by Apex

Mission 18 Final Battl&fter the third tower is destroyed a cinematic shows the
middle tower begin to topple. Aanergyfield thensprings from its core

levitatingto the air. Themercenarieded by Pyra excluding the Troika make it on
the the last flor before it lifts of and beings to hover several hundred feet of the
ground. Pyra then must make her way through the interior as well as on to large
balconies to reach a huge crystal glowing at the apex of the tower from which
the power is emanating. Bosght : Holland.The countdown for the Prometheus
facility is stopped and Jenon is saved.




Beat Chart

¢ Excitement

o g T T 5 | - Stow
Prominence

The Story Delivery line is the rate at which the story tgkesninencein the game not the

pacing or delivery of the storyReason for this gradugdtroduction of the story is work is to

have the overall feel mimicthe d#O 0 | Y0 | SN2 Q& sel2 TdmNgédndingdPyra & NJ-
will have player completing missions seemingly for no greater reason then those are the
objectives at hand. Asthe stokyd I NJ Rdzl £ £ @8 NBE OGSt SR LX I @ SN&
FOGAz2ya Ay GKS O2yGSEG 2F (GKS f I NHSddsa G 2 NB
travel fromapure mercenary to the savior of Jenon.

The excitementevel in Pyra builds in manneonsistent with actiororiginatedtitle with by

giving players what they want, a payoff for their progression. There is a dip when Pyra reaches
Bixby but this also where the story takes hold in terms of being revealed to the player.
Additional elements ofhe fiction of the naming of Bixlgnd the townforeshadowthis tone

see Appendix 8r Storydetails.So a thedepartureof steadyincrease is done at this point in

order to signal the player that Pyra has more depth in terms of storyline than indicated i
opening sections of the game.
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Lastly it is worth noting that this manner storytelling astdadilyincreasing action with
variancein intensity is not unconventionaPyra just combines these elements to function as
unit to achievea goal rather tha unflold in an arbitrary or unconnected manner.




Single Player Game

Players will guide PytArough a series of missions to search and desasgets of thehree
major corporations of Jenon as one of Je@aop mercenaries. Usinger battle explosive Pyra
will makeher way to objective place her explosive and leave smoking rubble behind.

The first sectiorof the game will see players compleg the jobs given to her by Amantar

fixerin the form of contractsPyra will then join forces with heivals, take a stand and destroy

the Prometheudacility before it eliminates all life on Jenon in mad attempt by the Apex
corporationi 2 GF 1S &a2tS O2y.iNRf 2F WSy2yQa ONRa&adl

See Appendix Br complete story details.

Hours of Gameplay

Given the currentosts ofdevelopingnext genAAA titles and concrete signs of an economic
downturn Pyra will aim to provide 25 hours of compelling game play for the average player.
Pyra will strive to put quality ovequantity.

Victory Conditions

The player winsvith the destruction of thePrometheudacility that is the tool of the Apex
Corporationto end all life on Jenon.

Dying
91 OK aSR YAl Ay teNlQa LaaSaairizy NBLINBaSyids
med kit is automatically used and full life barshown. Pyra will being each mission with her
maxium of three med kits. Each security checkpoint will have three med kits. The Glide Bike will
have nine per missiorkcither when entering the game or after dying is the only way to access a
saved game.

Paang

The mechanics and design of Pyra are purpose built to suppaatied experience and give the
level designers a large toolbox of elements to control the gamep&aglide Bike sections,
security checkpoints and variehvironments




GameCharacters

Overview

Pyra is an action game with a supporting story and has a small cast of characeestiteits
events and feelThere is ra her fixer Amanda, theercenarieof Jenonand the head of

| LISBY2 yWa 2 LISNI (A 2DEtEed HlodBre detilsdn to igaintmiore afidense
of them as people antheir role in game. Themercenariesn terms oftheir abilities as Pyra
enemiesand later in the game as allies are detailedhieir (own) section.

Pyra

Pyra is 2%ears old and was @emolitionsspecial forces expert in the servioemilitary
dictatorshipon another planet After collecting enough dark secrets she blackmailed her way
out of serviceand became a covert soldier afrfune on Jenon. She as littlearals beyond her
paychek but isforced to grow as the gameplay progresses

The only ability to customize Pyra is changing her hair color and hairstyle. Although quite minor
thiswill give each player in\@ay to make their own Pyra that is unique to them.

NPC Characters

Both Amanda and Director Phillips are story characters and do not impact the gameplay in any

direct manne. They only appear in machinermaR  RRAGA 2y | f f & volcg/over YI Y R |

elements over theadioRdzZNA Y3 t 8 N} Qa YA adaAzya

Amanda

Amanda is a fixer, bhde in her early thirtiesFixes are the buffer of security and plausible
deniabilitybetween the Pyra and those who use her servites mega corporations of Jenon.
Amanda and Pyrprimarilyare only in coract over the radioAmanda is there to provePyra
with the basics of her mission goals adlvas deliver story content

Director Phillips

5ANBOG2N) alt NIAY tKAffALA Aa GKS Yy 0SKAYR
and other tharblind loyalty to his coperatioApex has nonorals either way. He is a character

foil to PyraHe is tall angular featured fourty six year old man who values control and precision
over all.He is charged \th seeing out the Promethus projettue goals to their endpoint of
removing all life on Jendeaving the path clear for total domination of Jenon IpeA during

the aftermath. $e http://www.ehow.com/how_2143839 writefoil-character.htmifor more

details on character folils.
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The Mercenaries of Jenon

Overview

There is a rough code between teddiersof fortune on Jenon not kill each other but rather

to battle until it clear who will be the winner and loser will withdraw. With theceptionof

Holland the othemercenarieswill become allies of Pyra and assist her during gplag Only

oneof the three allies may be cued per misstbis is done from the mission start screen

Which ally, once all three are gained is preselected prior to the start of the mission. As soon as
an ally is summosd the appropriate value is added in the Alert MechaAity are will not

assist Pyra in boss fights.




Jack and Marsha




The twins Jack and Marsha are known for their extreme acrobatic maneuvers and each wield a
pair of energy swordBoth are 22Theirvulnerability is the wellbeing of the othelf.2 y S Q &
health reaches zero the other will lose health at triple the normal rate.

As Rivals

They will use their speed to attempt to out maneuver Pyra and land quick but light bfcovs.

their feet the will usetheir quickness and acrobatic speedto oS O dzZaAKG o0& t & NI
explosives. To deféghem Pyra must knock them to the groufeket and follow up with battle
explosives.

As Allies

There great speei$ there greatest asset and they will attackealemiesthat are within attack
range of Pyra. ice one otheir health isdepletedthey both will leavehe mission




As a Rival

Rex is young genius that has built a powerful robotic suit and specializes in rattgexks with

his fusion rifleand homing missilefRRex is quite slow lihas rocket booster than can quickly
move his suito a new areaThe boostersecharge over time. Taking damage will slow this
process. A sound cue of revving jet engine will provide feedback to the player of the nature of
this ability.




As an ally
Rexwk f £ (Gdz2NY KA& 6SI LI2YyNE
until his health is depleted then retreat.
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The Trokia

Borris,Nadiaand Anna are The Troika and pilbtee two legged tanks that simply level

their targetsfrom afar.Although their destructive power is impressive mobility is not

GKS ¢NRB{AlFIQa aiGNBy3adKeo ¢KSe& Ydzaid oS adl i
while the other two fire when they require movement. If one falls one will fire while the
other moves.

As Rivals

The key to defeating the Troika will be attacking where their lines of fire cross. They will
not risk hitting each other. Pyra will face the Troika both with and without the glide bike.




As Allies

Once availalb&he Troika will prade artillerysupport for PyraShe will guide their

shots with beacons that will function much like battle explosives but have much more
destructive forceAs it is tank shell the radiug the blastwill be four times that of

t @ NI Q& f | NB®er than §reemh 2dcbutitBown alokks tHeeaconswill be
blueandred. The Trokia can only fire thesiells from location that is out of doors to
another location out of doorsOnce Pyra has cleared an area they will stomp in and stay
at that point. Pya will have a limited number of beacons, once used the Trolia

retreat. Corperate security forces wilbt attack the Trokia without the presence of an

RT squadwhile under attack they cannot assist PyFae Trokia will retreat if they are
under atiack for more than three minutes or if one of their numbers health is reduced
G2 TSNB® 910K {Glyl 6Aff KIFE@S GKS &l YS |
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Holland

AsRival

I fA@AYy3a fS3ISYR gK2Qa XksyHisiRdma mingun ahg feagsomél (G OK S
energy boomerang make for an impressive combination. Holland is a well balanced adversary.
Holland will attack at dtance with his Engery Boomeraagd will fire higmini gun vhile it is in

mid air tokeep Pyra on the defensive. BmdQ & ¢SI {ySada Aa KAa 022YS
path of the boomerang will cause Holland to run to a new position to catch it. When running he
will not fire hisminigunand it is time for Pyra to strike.

Pyra will only face Holland as an adversaya chooses money over morals.
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CorporateSecurity Forceand the
Corporationsof Jenon

Overview

The threecorporations of Jenon, Apex, Thalean and Con Grav each maintain their own
independent security forces. All theforces have three grades of gt#r guard para military

and their elite Rapid Respons8 T Ya 0 w ¢ Qa 0 dcorpoyatiolateSignat@-eurtitd amk
oneheavy weapons platforftHWB. Detailed below are first their common units followed by
their unique.Relative strengths of all engniorces and their associated weaponry is avaible in
the damage tables iAppendix2.

CommorCorporate Forcesnit Types

Guard




The Giardreceives only basic traininig armed with a baton and laser p$t The will often run
if confronted by Pyra i$he attacks with battle explosives. They will always run from her if they
are alone.

Para Military

Found near security check points asehsitiveareas thesanembersof the corporateforces

receiveyears oftrainingand are well coordinated in coidt situations¢ KS& | f a2 OF NN

.by3é ANBYFRSa GKIFG SYAG | f 2 dzR ling &ndl de&fenl y R
anyone in a 25 foot radiughe flash bangs also have a countdown timer projected on the floor
similar to the battle exploses and heir circles are red and yellow. All flash bangs are on a five
second timer. Flash bangs are destroyed and to not explode if caught in the radius of a battle
explosive. Being caught in a flash bang radius will result in the screen being brikég .

They are armed fusion rifles that also double asedeeweapon. They will bolster the
effectiveness of guardsho will not run if Para military forces are engaged with Pyra.
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ElIite Rapid Response Teams (RTO0S)

When the Alert Mechanic is reachés thresholdhe call goes outo these elite troops.

Enduring a years of rigorous training and possessing an alnfasaacal level otorporate
f2elfde GKS&asS ddNR2LJA YI 1S LINRBo6fSYa 32 gl o
which are in be vehicle sectiont KS w¢ Qa | NJ8r shipedvfie’ rodkat (akhchérs a
andfusionassault rifles. Theare well protected by suits of harden ceramic armor and are
extremely well coordinatedAn RT transport as capacity for eight troopers. AaweNeapons
Platform takes the space of two troopes . signature unit takes the same amount of space as a
trooper. Hover Transports must be on the ground for the squad to disembark.

ThepSa Sy OS 2 ¥F inaréase aloth€ &initssM dbifity and thaiill never fleeThis will
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Heavy Weapon Platforms
Heavy Weapofrlatormsare hallway sized high tech tanks that are remotely piloteach of

three corporations has their own type.
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Heavy Weapon Platform and Signature 4.IDétails

ConGrav

Signature Unit Blast Shield Trooper

Con Gravsa large industrial coglomerae signature unit is the IBst Shield fooper. The
troopers wear robotic assisted armor and carry a massive ferrocete shield. This shisld give
immunity to all enemy units behind the shield from explosives in front of the blast shield
trooper. The Bast Shield has its own separate health and is detailederCtamage Tables in
Appendix 2The Blast Troopers also can attack with a mechanically assisted punch. Blast
Troopers are slow but tough.




Heavy Weapon Platforfihe Pile Driver

The Pile Driveis a product of adapting construction technology for militasgult carrieshort

range rocketss its secondary weapoits main weapon is its magnetic pile driver that sends
shock waves towards its target. The magnetic pile diizkes 15 second to elnge but sends

out a wave six times as wide as Pyra. Anyone, friend or foe, caught in the shock wave will fall to
the ground. Pyra can avoid the wave by jumpihigis heavy unit can move at walking pace.




Thalean
Signature UnitHolo Trooper

Thalean Holdroopershave an wear active holographic armor thmijectstheir surounding
on to their armor. Their suit is active for only twenty second intervals and then requicet/a
second cool down. If holo troopers are caught in a blast of any size treatsability will be
disabledfor one minute Holotroopersare armed with only theifists and feet but are well
trained in their use. Whethey attack the instantly becomésible as soon as the attack is
begun giving the player a quick moment to react.




Heavy Weapon Platformburker
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The lurker has &g turret that can rapidly fill an area with a thick fdghe fog can be triggered
once everyforty five seconds.Visibility is greatly reduced vém the lurkerdog is present.
Guardscannotseethought the fog butw ¢ Q &Paita WiRtary Units carAny battle explosive
will clear he fog from an area. The Lurkisralso armed wit a twin laser rifles. Thisan move

at running speed




Apex

Signature UnBeam Trooper

The Beam Trooper looksuchlike the convential Apex RT with improved armor and one
notable addition in terms ofveaponry the beam cannon. The beam cannon fires a solid
destructive beam roughly sixty feet long can sustain it for a period of five seconds at which
point it requires atwenty second cool down. Apex Bednmopersuse the solid beam to sweep
' NR2Y® t &N} Qa 02 ail T Fsednhdsfistulfy2h@rped.TiieBeamS| Y [ 2
does medium damage.




Heavy Weapon PlatformiNova

The Novéahovers about three feedbove the ground antlas only two laser pistols mounted on
its front. Its primary systems is its turretexhergydoublesthe strength of all weapons of at
arc that extends rougthirty feet in the direction itgurret facing in &ourty degree arcThe
beam trooper is noaffectedby the projector This HWP is quifast but has light armor. The
Nova will seelpositionswhere it has the most number of team memisan its ardout attempts
to keep friendly troopers between it and Pyra and her allies.




Weapons

Overview

As weapons play a central role in Pyra a complete list of what they are are detailed below.
LyOf dzRSR INBX Itf ¢SILRya GKFEG FNB Ay 3IIFYS LI
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weaponry please refer togpendix2. ¢ KS ¢ NR 1 A Q& glorig withyit® RT Moyet R S
Transportweaponryare covered in the vehicle sectiohleavy Weapons Platforms due to their
relationship to the gameplay afacluded hereAll of the weapons in Pyra are character specific
and are non transferabléVost weapons in Pyra are energy basediare assumed to have
infinite amma All units enemy and NPC have set amount health teptesentsthe amount of
damage theycanreceiveand this isavailableinformation is included in Appendix 2 with the
other Health and Damage Tables.

Py r aeapsns W
As mentionedPyrahas three types of battle explosives large medium and small. They are all fist
sized and circular. Pyra casithese explosives in a bandolier around her torso.

PyrfD a 9 yo$sNighe feet long when in use. When not in use the energy blslaieisdown
and the rest of the B is three feet long. Pyra has a custom pack that holds the bo in its shut
down state orher back.

Objective explosives are about the size of a small loaf of bread and are carried in satchel around
her waist.

Mercenariesweapons

Jack and Mar shaos
Jack and | NA ®vin en&rgy blades have smalllindricalhandles and have four foot long

blades. When not in use the cylindirdadndle portion rests undetheir wrists by way of a
magneticbraceand KS o6f I RSa &aKdzi R2¢gyd WF O01.Qa ofl RSa




ReX s
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long range and strong attack power he can fire it once every three seconds.t&ygey of

wSEQ& rHiledirgs Iourmissilesrom his shoulder launchersaBhmissilecan target
and different enemy they require a five senddirect line of sight from &x to lock on. The
missiles may be fired once every teecondsw SE Q& | NY¥2NBR adzA G aidl yRa
missile is about twice the size of can of pofs Hfle is oversized similar in proportion to the
concept art in tle character section above.

Holland s
| 2f I Y RQa amé&y thaghgstpoweiiibin game. HEnergyBoomerang when not

energizedooks like an oversized polished aluminum boomerang about five feet from longest
point to longest pointWhen not in use Htand places it in a scabbard on his back. When in the
air it becomes energized and the energy field extends about six inches off its surface in every
direction and closely mimics the shape of the weapon. The mini gun is connected to a battery
pack on hidback and is six feet long. Holland will only throw his boomerang if can easily return
to him. The energy boomerang is a fantastical weapons so will altevatseto return to

Holland but can turn no more than thirty five degrees. The mini gun firesdc@aunearlya

direct stream of bolts. After five seconds of fire his mingun requires ten seconds of cool down.

Corporate Security Forces Common

Guar dos
Guards carry a laser pistol carried in a belt holster and simple baton for mélée attacks. The gun

can te fired once of every three seconds and sends a single bolt towards the target. The laser
pistol and the baton do light damage

Para Militaryods

Paramilitary corporate forces carry a fusion rifle with fires three round bursts doary
secondsEach bolt 6the burst does light damagé&or Mélée attacks these enemies will swing
the stock like a club. Each one is equipped with three flash bang grenades. Flash Bang grenades
will not be thrown into an area where there are nearby friendly units excluding guards




RTOSs
The rapid response teams weaponry is the most diverse and powerful abtiperateforces.
Twosniperrifles and ongocket launchers are available per team.

The sniperifleswill be used at distance where the sniper has étdity to quicklyduck back
into cover, sniper hits do medium amount of damage

Rocket Launchers will not be fired iftte is any danger of hurting &iT, signature unit or

HWR They will always fire regardless of guards location and have a twenty five percent chance
of firing their rocket launchers if a para military unit may be hit. Rockets move slowly compared
from the rest of weapons in the gam@&hey also gradualbccelerateand take a second to

reach theirtop speed after being fired and explode with an area of @fftamage radius twice

the height of Pyra. Being hit dead centre by a rocket does twice the damage of the area of
effect. Rockets do a heavy amwf damage. If rockets cross an exploding battle explasige
destroyed and do no damaga.rocket can be ffied once every twenty seconds, this weapon is

an exception and has only ten rounds. The RT with this weapon will switch to a Fusion Rifle
when all rockets are exhausted.

we Q& Cdza Aifes/can fide &Vergricdievemtwo seconds in single shot mode fully
auto for two seconds after which they require five secontlsool down. Fusion Rifle a light
amount of damage per round.

Signature Units

BlastShieldTr ooper &8s

Although not technically a weapon the defensive aid the in the form of the bladtishik be
mentioned here. The blast shield is large round block of hardened contratés seven feet

Grtt FAQOS TSSO 6ARSd® LG Oly 2yteé ©6S O NNR SR
ShieldTroopers have is a punch poweredthgir robotic armor. A three second animation that
shows the trooper move the shield to the side then wind up for a punch then deliver the blow.
The punch delivers medium damadéde shield can be damaged and destroyed.

Hol o Trooper ds
Holotroopers have only their tis and feet with which to do light damage. Each hit takes .8

seconds. If Holo troopers land three blows in a row their next attack will be trip or throw that
will knock Pyra to the ground.




Beam Trooper ds
The Beam Troopers Beam Cannon does medium danrabkreocks Pyra to the grouras she

is burned by the beanThe beam is solid from is beginning point at the weapon to wherever it
terminates. The beam will terminate either at the wall of the level or will continue to a distance
of two hundred feet and taninate in mid air.




Vehicles

Overview

While not Pyra is not gehiclecentric game there are a few promineakamples that do
interact with gameplay. Thisection outlines thibasicappearancaletails and behavior and
role in the game worldDue D the large roleof the Glide Bike details regarding its abilities and
presentation appear in other sgons of the document as well as below.

The Glide Bike

The Glide Be is a low slung vehicle that Pyra mounts belly down and faced forward. The Glide
Bike is about ten feet long.dwingswhen deployed have wingspan of around twenty four feet
and a total surface area that about four glide bikes could fit un@lee bike has a speed that
relative to thereal world would be about fiftkilometers per houbut in the game world is 200
kilometers per hour which is a 1réatio. The 1:4 ratio refers to the rate the bike moves through

if it was in the real world so if Pyra were a simulation game its speed would be fifty kilometers
per hour.lts boosted speed 880 game kilometers per houhll futher speeds mentioned in

this document are in game kph.

When gliding the initial forvard momentum will be seventy percent that of that of the bike
when it left the ground. The bike can pitch up and down sixty five degh@m its level
position. Other than details the bike glide mode will function like a hang glider with forward




speed dropping if the bike gains altitude and increasing when it dives. The boost will not be
available in glide mode. The bike can bank attipfive degree angel both left and right

relative to its leveposition As mentioned above pulling the nose up abruptly will cause the
bike to flare that is to rapidly lose forward momentum at the expense of speed. The glide bike
can also stall as woulthngglider. A stall happens when the Glide B&keot moving fast

enough to maintain lift and flighPlease seéttp://en.wikipedia.org/wiki/Hang_glidingfor the
basis of hangliding.

The Walkng Tanks of th&roika

The general nature as well as ttamks specific weapooapabilitieswill covered in this sectian

All three tanks are identical in appearance in all ways excluding their paintBobs€2 & G | y
black with gold trimNadie€) dk &nd purple anddnaQa A & . £ FTh@ lanks oAlRmadé\ y { @
of transportation is there large mechanical legs. A fast jog is there fastest speed which in game
speed is forty kilometers per houtach tank weighs the same afull semi trailer.As withall

assets in Pyra that take or give damagdgage see the damage tables in Appendigranore
information. The size of each tank is similar to tanks of modern day.

The tanks have two fromhounted fusion rifles the same carried by the Para Mil@ogporate

units the are mounted in front right and left corners of the tank botlyeir main wapon is

their cannon. Thenain cannoris angled up and is mounted in the centre of the turret. In
YAETAGIENE GSNXAy2f23& GKS ¢ NRBelytath@ thandmayi| a | NB
battle tank When fired the shells fire up in arc then return to the ground for area of effect
damagéradius) A targeting laser from the tank firing the shell projects a red dot the size of

Pyra to indicate where the shell wilithiThe shells do heavy damage.

As mentioned previously the Troika will not fire their main cannon if they risk hitting one of the
others. To fire their main cannon they mus still. The forward mounted FusioiiflBs can fire
three round bursts every fowseconds but they do not track. The fusion rifles fire only straight
forward.



http://en.wikipedia.org/wiki/Hang_gliding

The RT®S Combat Hover Tr an

The Rapid Response team hover transgets eight and a heavy weapons platform can be
loaded at the cost of two personnel spac@&be Transprt must be on the ground before the

we Qa Ol y ROnédlor StyimtheNdhnécockpit. Much like the concept image above

the transport has one forward mounted weapon and two side pintle mounted weapons. The
forward mounted weapon is equivalent gtrength to fusion rifle but it fires one round every

every 0.8 seconds and has no cool down. The side mounted pintle mounted weapons must be
held by a RT to be aimed and fired. The side mounted guns do light damage but can be fired for
ten seconds continally after which they require a five second cool down. All three weapons

can fire and track in a seventy degree drae Hover Transport will take off after dropping of
GKSANI we¢ aljdzrR YR gAfft y20 AyidSNI gesensik 0 K
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the forward cannon controlled by the pilot will betae.

The top speed of a Hover Transport is 180 kilometers an hour.
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Jenorg HighSpeedMag Lev Rail System
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player has no control over the train and it ifi@ion element to explain how Pyra travels

between the different mission areas on the planet of Jenon. No actual game play occurs on the
train.




Civilian and other Commercial Transport




WSy 2y Qa ORA (A S é&iviliangriR commedaiatehidiesb&awhdéeleds8d airborne.

They range from small personal transports to large industrial crystal haulers and sand dump
trucks. None of thesgehiclesare player, enemy or NPC controllablie glide bike portions of

the levels they do damage tbe Bke (and RT transports if present)the they crash into to the
0A1S AF (GKS@ IINB Ay Y20A2yod ¢KS&AS @SKAOf Sa
They do no damage when they explode. The game Al will always stopvisi@stesfrom

running over Pyra if she is on foot. While on the glide bike they will attempt to get out of her
way. If there is any conflict in the area (@gaponsfire, exploding battle explosives) they will
immediatelyattempt to flee the area.




User Interface and Conti®

Overview

Outlined below are two simple wire frame$ HUX), &UD detailsthe controls anda screen
flow diagram Added to the controls section is additional details regarding throvaimdgy
selectingbattle explosivesincluded with HUD are details ondtbattle explosiveountdown
feature.

Pyraodos HUDOSs
Pyra Simple Wire Frame HUD




