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Design History 
 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 
 

!ŘŘŜŘ άŎƻǳƴǘŘƻǿƴ ŎƭƻŎƪέ ǎǳō ŦŜŀǘǳǊŜ ǘƻ ōŀǘǘƭŜ ŜȄǇƭƻǎƛǾŜǎΦ 

!ŘŘŜŘ ά.ŀǘǘƭŜ /ƻƳōƻǎέ ǎǳō ŦŜŀǘǳǊŜ ǘƻ ōŀǘǘƭŜ ŜȄǇƭƻǎƛǾes. 

Added camera detail changes when using the glide bike.  

Removed sticky bomb function to walls and enemies due to mechanics and camera  considerations. 

Version 1.5 
Added World Map 

Removed Stealth Elements replaced with Alert Mechanic. 

Added Ally summoning 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. 

-Added bt/Ωǎ ŘŜǘŀƛƭǎΦ 

-Added Corporate security details 

-Added Mercenary Details  

-Added Weapons 

-Added Vehicles 

-Completed Walkthrough and Story with supporting appendix 

-Revised UI Elements  
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Game Overview 
High Concept 
The future is a blast.  

Pyra is a 3rd person action adventure game where players take the role of Pyra, a mercenary 

who uses timed explosives to infiltrate and destroy anyone and anything, as long as the price is 

ǊƛƎƘǘΦ  Lƴ ǘƘŜ ƴŜŀǊ ŦǳǘǳǊŜ ƻƴ ǘƘŜ ǿƻǊƭŘ ƻŦ WŜƴƻƴ ǿŀǊǊƛƴƎ ŎƻǊǇƻǊŀǘƛƻƴǎ ŦƛƎƘǘ ŦƻǊ ŎƻƴǘǊƻƭ ƻŦ WŜƴƻƴΩǎ 

unique crystals that 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 

ŎƻƳǇŀƴȅΩǎ ƭǳǎǘ ŦƻǊ ǇƻǿŜǊ ǘƘǊŜŀǘŜƴǎ ŀƭƭ ƻŦ WŜƴƻƴ ŀƴŘ tȅǊŀ Ƴǳǎǘ ƳŀƪŜ ŀ ǎǘŀƴŘ ōŜŦƻǊŜ ƛǘ ƛǎ ǘƻƻ 

ƭŀǘŜΧ 

 

 

The Philosophy of Pyra 
 

Pyra : Action that matters 
 

Pyra aims to be a  action game where every moment matters.  Without waxing metaphysical to 

create a meaningful play experience in an established genre it needs to stand out and be 

something unique yet recognizable by the market. The criticism of 3rd person action games is 

ƻŦǘŜƴ άŎƻƻƪƛŜ ŎǳǘǘŜǊ ŜƴŜƳƛŜǎέΦ  ¢Ƙƛǎ ƛǎ ƴƻǘ ǎƻ ƳǳŎƘ in that the enemies are repetitive (which 

they are excluding bosses are for the most part) but the gameplay is repetitive. In short other 

than a certain combinations of combat moves the moment to moment gameplay decisions are 

not interesting.  To answer this challenge of the genre Pyra makes use of timed explosives so 

the player has interesting varied decisions to make on a moment to moment basis.  Racing 

against the clock as the objective explosive count down while trying to complete her objectives 

before enemy reinforcements arrive will make every moment matter.  
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Pyra: Motivations that matter 
 

Violence in action movies and games is acceptable and part of the genres and Pyra will be no 

different.  Key to Pyra though is that it will show that there is a reason for the fast paced action. 

Players will take the Pyra from straight up mercenary to savior of all of Jenon. This is done to 

keep motivation for the action (along with experience for the player) interesting.  The player 

ǿƛƭƭ ŦƛǊǎǘ ōŜ ǇǊŜǎŜƴǘŜŘ ǿƛǘƘ ŀŎǘƛƻƴ ŦƻǊ ŀŎǘƛƻƴΩǎ ǎŀƪŜ ōǳǘ ƛƴ ƻǊŘŜǊ ǘƻ ǎǳǎǘŀƛƴ ŀ Ƴƻre meaningful 

experience the game will gradually shift to a more story driven game play. The foundation of 

Pyra is compelling action but ǘƘŜ ǊŜŀǎƻƴ ŦƻǊ ǘƘŜ ǇƭŀȅŜǊ ǘƻ άǘǳǊƴ ǘƘŜ ǇŀƎŜέ ǘƻ ŎƻƳǇƭŜǘŜ ǘƘŜ ƴŜȄǘ 

ƭŜǾŜƭ ƛǎ tȅǊŀΩǎ journey as a reluctant hero. Pyra will be more than just mindless destruction.  

Common Questions 
 

What is Pyra? 
 

Pyra is a third person action adventure game that offers meaningful combat that requires 

strategic movement and attacks with timed battle explosives. Racing the clock and vehicle 

components give more depth and provide counter point to the central game play. Players must 

ƎŜǘ ǘƘǊƻǳƎƘ ŜŀŎƘ ƳƛǎǎƛƻƴΩǎ ŎƘŀƭƭŜƴƎŜǎΣ ǇƭŀŎŜ ǘƘŜ ƻōƧective explosive on the target and escape 

before the timer counts down. Beyond the corporate security forces of Jenon Pyra will 

encounter other mercenaries that will stand both with and against her. 

Why Pyra ? 
 

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

ǊŀƴƎŜŘ ǿŜŀǇƻƴǎΦ  ¢ƘŜǎŜ ǘƛǘƭŜǎ ǎƻƳŜǘƛƳŜǎ ǊŜŎŜƛǾŜ ǘƘŜ ŎǊƛǘƛŎƛǎƳ ƻŦ ŜƴŜƳȅ άǎǇŀƳƳƛƴƎέ όǿŀǾŜǎ ƻŦ 

repeated enemies) that can lead to repetitive game play.  Pyra removes direct damage ranged 

s ẁeapons limiting the player to timed explosives and a defensive melee weapon in the form of 

her energy bo staff.  This  not done to reduce depth in this established genre but to provide a 

different kind of depth. The 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 but with a twist.  
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Where does Pyra take place? 
 

Pyra takes place on the world of Jenon. When humanity first reached out to the stars  

interstellar travel was achieved by the Hayes-Milton fusion drive but it still took hundreds years 

to cover the distance between the first colonies. The discovery of the crystals of Jenon changed 

this however. Found nowhere else in the galaxy a small crystal can power the fold drives of the 

current spacecraft enabling to instantaneous άƧǳƳǇsέ ōŜǘǿŜŜƴ ǎǘŀǊ ǎȅǎǘŜƳǎΦ  WŜƴƻƴ Ƙŀǎ ƴƻ 

central government.  Jenon has a few large ultra dense cities as well as the desert wilderness 

where crystal mines are located.  Warring corporations have been battling both covertly and 

ŘƛǊŜŎǘƭȅ ŦƻǊ ƳƻǊŜ ǘƘŀƴ ŀ ƘǳƴŘǊŜŘ ȅŜŀǊǎ ŦƻǊ ŎƻƴǘǊƻƭ ƻŦ WŜƴƻƴΩǎ ǾŀƭǳŀōƭŜ ŎǊȅstals. Top 

mercenaries, such as Pyra, receive huge sums to strike from the shadows and keep the 

corporations guessing who their friends and enemies are. Jenon is wealthy and dangerous, its 

one hundred million odd inhabits spend their days seeking their fortunes and watching their 

backs. 

 

What do I control? 
tƭŀȅŜǊΩǎ ǘŀƪŜ ŎƻƴǘǊƻƭ ƻŦ tȅǊŀ ƛƴ this third person action game and use her bo and battle 

ŜȄǇƭƻǎƛǾŜǎ ǘƻ ƎŜǘ ǘƻ ƘŜǊ ƻōƧŜŎǘƛǾŜǎΦ tƭŀȅŜǊǎ ǿƛƭƭ ŀƭǎƻ ƳŀƪŜ ǳǎŜ ƻŦ tȅǊŀΩǎ ƎƭƛŘŜ ōƛƪŜ ƛƴ ǎƘƻǊǘ 

vehicle sequences to break up the action. 

What are the Goals/Objectives of the game? 
Pyra is a mission based action game. The start of each mission Pyra will receive a goal,from her 

fixer Amanda, first 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 boss battle with Mercancry.  

 tȅǊŀΩǎ Ǝƻŀƭǎ ǿƛƭƭ Ŏƻƴǎƛǎǘ ƻŦ ƛƴŦƛƭǘǊŀǘƛƴƎ ǘƘŜ ŦŀŎƛƭƛǘƛŜǎ ƻŦ ǘƘŜ ƳŀƧƻǊ corporations on Jenon and 

destroying them. These facilities are guarded by corporate security forces of various types and 

abilities. To complete contracts large objective charge(s) are placed 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 is different? 
Pyra takes established genre conventions and has an unusual mechanic for executing the action 

with timed explosions. Pyra offers a central character that is very powerful that is challenge to 

master but gives immediate pay off with powerful explosions. 
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Pyraõs features 
 

Explosives 
/ŜƴǘǊŀƭ ǘƻ tȅǊŀ ƛǎ ǘƘŜ ǳǎŜ ƻŦ ǘƛƳŜŘ ŜȄǇƭƻǎƛǾŜǎΦ tȅǊŀΩǎ ŜȄǇƭƻǎƛǾŜǎ ŎƻƳŜ ƛƴ ǘǿƻ ǘȅǇŜǎΦ ¢ƘŜ ŦƛǊǎǘ ŀǊŜ 

the large objective explosives 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 explosives dropped 

or thrown. Damage to and from enemies is outlined 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 quickly When her hands are free she can grab ledges 

when jumping and climb where suitable hand holds are available. With her Bo Pyra can vault to 

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

 

Energy Bo 
Explosions are a lot of things but one thing thŜȅ ŀǊŜ ƴƻǘ ƛǎ ǉǳƛŜǘΦ ²ƘŜƴ ǎǘŜŀƭǘƘ ƛǎ ǊŜǉǳƛǊŜŘ tȅǊŀΩǎ 

energy Bo staff takes centre stage.  When the alarm has been sounded and the action is fast 

and furious her Bo still has a role to play. With enough direct hits Pyra can kill with her staff but 

most of her moves are designed to knock enemies to the ground or knock them back several 

feet.  Primarily Pyra uses her Bo for defense against close melee attacks and attacks from 

ranged weapons carried by many of her adversaries.   
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Glide Bike 
tȅǊŀΩǎ ƎƭƛŘŜ ōƛƪŜ is not the primary focus 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 objective explosives 

are counting down. tȅǊŀΩǎ ōƛƪŜ ŀƭǎƻ Ƙŀǎ ƛǘǎ ƻǿƴ !L ŀƴŘ ŎŀǊǊƛŜǎ ƳŜŘ ƪƛǘǎ ŀƴŘ ŜȄǇƭosives and can 

Ǉƛƭƻǘ ƛǘǎŜƭŦ ǘƻ ǎƻƳŜ ƻŦ ǘƘŜ ƭŜǾŜƭΩǎ ƭƻŎŀǘƛƻƴǎ ōǳǘ ƛǎ ǘƻƻ ƭŀǊƎŜ ǘƻ Ŧƻƭƭƻǿ tȅǊŀ ŜǾŜǊȅǿƘŜǊŜΦ ¢Ƙƛǎ 

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 assist in possibilities for use of the glide mechanics the 

bike has a limited ability to climb smooth surfaces up to ninety degrees for approximately thirty 

seconds via its wheel grav wheel ability. The glide bike does have an energy shield and once 

depleted can be easily destroyed. ¢ƘŜ ƎƭƛŘŜ ōƛƪŜΩǎ ǎƘƛŜƭŘ recharges over time. Speed boost is 

also available when the bike is on the ground. When mounted on her Glide Bike Pyra cannot 

use her Bo or Battle Explosives. 

Glide Bike Sections create an autosave file as soon as they are 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 soldier of fortune on Jenon. Other mercenaries will first stand her in way 

then join her as allies with one notable exception. There are three mercenaries that Pyra will at 

first fight and then become allied with and they are; The robotic tank drivers the Troika, the 

energy sword 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 end. When acquired 

as allies the player is able to summon them to the mission to assist Pyra in her objectives which 

give the player a sense of progression as they are unlocked. The Mercenaries of Jenon detailed 

further throughout this document. 

 

 

 

The Alert Mechanic 
The Alert Mechanic is a hidden system that governs the appearance of the ǘƘǊŜŜ ŎƻǊǇƻǊŀǘƛƻƴΩǎ 

ŜƭƛǘŜ ǎŜŎǳǊƛǘȅ wŀǇƛŘ wŜǎǇƻƴǎŜ ¢ŜŀƳǎ όw¢ΩǎύΦ ¢ƘŜ !ƭŜǊǘ aŜŎƘŀƴƛŎ ƛǎ ǳǎŜŘ ǊŜǿŀǊŘ ǘƘŜ ǇƭŀȅŜǊ ŦƻǊ 
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careful infiltration as well as provide a feedback system to generate adversaries based on player 

action rather than arbitrary placement. Three types of player actions will increase the Alert 

Level during a missions ŀƴŘ ƛƴŎǊŜŀǎŜ ǘƘŜ ƭƛƪŜƭȅ ƘƻƻŘ ƻŦ w¢Ωǎ ōŜƛƴƎ ǎŜƴǘ ŀŦǘŜǊ tȅǊŀ ǿƘƛŎƘ ŀǊŜ 

using battle explosives, destroying security stations and summoning allied mercenaries. Once 

w¢Ωǎ ŀǊŜ ƛƴōƻǳƴd a countdown to their arrival will appear on the screen. Other less formidable 

enemies are present in all missions and are detailed in the enemies section. 
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Pyra Controls 
Pyra has two sets of controls and two closely related gameplay User Interfaces. The first takes 

place when Pyra is on foot and the second is when she is piloting her Glide Bike. Both take place 

in the same 3D game environment and have only minor differences. Included is additional 

detail on throwing battle explosives. 
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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 direction that the analogue stick is 

pointing when it reaches the green limit is where the explosive is thrown. Pressing straight 

Řƻǿƴ ƻƴ ǘƘŜ ǎǘƛŎƪ ŘǊƻǇǎ ŀ ōŀǘǘƭŜ ŜȄǇƭƻǎƛǾŜ ŀǘ tȅǊŀΩǎ ŎǳǊǊŜƴǘ ƭƻŎŀǘƛƻƴΦ Slower motions result is 

softer throws and faster harder for both hard 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. 
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Feature Details 
 

1)    Explosive Details 
 

1.1) Battle Explosives Count Down Clock 

This sub feature of battle explosives aids the player with an on screen aid to note 

the radius and time until detonation. A circular two dimensional άŎƭƻŎƪ ŦŀŎŜέ 

centered on the explosive will appear 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 sweeping around the 

face. The countdown clocks will be mostly translucent in order to not interfere 

with the players ability to see the action.  

 

A graphical breakdown of this feature which includes an in game mockup of this 

feature as it appears in game play is available in the User Interface Section. 

 

1.2)   Throwing Battle Explosives 

Pyra can 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 direction. Moving the stick to the bottom section 

of the analogue circle 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 indication of 

a long toss.   

 

 

 

 

 

 Thrown Distance Min Thrown Distance Max Rolling Distance Max 

Soft Throw 10 ft 25 ft 40 ft 

Hard Throw 25 ft 80 ft 100 ft 
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1.3)   Rolling and Sticking Battle Explosives 

tȅǊŀΩǎ ōŀǘǘƭŜ ŜȄǇƭƻǎƛǾŜǎ ŀǊŜ ŀōƻǳǘ ǘƘŜ ǎǇƘŜǊƛŎŀƭ ŀƴŘ ŀōƻǳǘ ǘƘŜ ǎƛȊŜ ƻŦ ǘŜƴƴƛǎ ōŀƭƭ 

and will roll along the ground. If sticky mode is toggled on they will emanate and 

energy field and stick to the first horizontal area of the environment they 

encounter.  

 

1.4)   Objective Explosives 

Objective explosives are incredibly powerful and must be placed at key point(s) 

in the levels which is indicated on screen by a flashing red target on the floor. 

The larger the objective the larger the explosive required and the longer the 

timer. The timers for objective explosives are not set by the user. Once set the 

player must escape the blast radius. The glide bike will be required to escape the 

blast radius on some levels. When detonated the player will be treated to 

machemia scene of the massive blast. 

2)   Pyra Details 
2.1)   Jumping 

tȅǊŀΩǎ ƛǎ ŎŜƴǘǊŀƭ ŦƻŎǳǎ ƛǎ on combat so platforming action is not central. That said 

jumping is a genre convention and is imperative for any sense of immersion. Pyra 

is athletic and acrobatic but not super human. She can jump six foot gaps and a 

little over half her height vertically. 

  

2.2)  Dashing 

tȅǊŀΩǎ ŘŀǎƘ ƛǎ ŘŜǎƛƎƴŜŘ ŦƻǊ tȅǊŀ ǘƻ ŎƻǾer short distances very quickly. When the 

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 seconds of the dash ability before it 

can be used again. There will be no indication to the player of this cool down but 

ōŜ ǎƻƳŜǘƘƛƴƎ ǘƘŜ ǇƭŀȅŜǊǎ ǿƛƭƭ ƘŀǾŜ ǘƻ ƎŜǘ ŀ άŦŜŜƭέ ŦƻǊ ƻƴ ǘƘŜƛǊ ƻǿƴΦ  

 

 

 



 

 
 

20 

2.3)   Bo Staff Vaulting 

 By holding dash (X) and bo swing (square) Pyra will plant her bo staff and vault 

about eight feet up and about 12 feet across. This is to vault over small obstacles 

and enemies. It is possible for Pyra to plant her bo on fallen enemies and cause 

them additional damage when vaulting. 

2.4)   Grabbing Ledges 

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 in a given direction. Pressing jump will cause her 

to pull herself up on to the ledge if space is available in the world. 

2.5) Locking on to enemies 

When lock on nearest is 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 while lock on nearest is 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 the second nearest enemy and each successive press Pyra will turn 

towards the next enemy.  The locking 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 

3.1)  Swinging the energy bo 

tȅǊŀΩǎ ŜƴŜǊƎȅ ōƻ injures enemies on contact but its primary focus is to disable 

enemies. Pyra requires 3 hits to land to a disabling attack. On the third 

uninterrupted hit if the player is pressing the movement stick (L3) towards the 

target Pyra will land a disabling hit the BoΩǎ will flare with and energy aura and 

target is knocked back 20 ft and stunned for 3 seconds. If the player is pulling 

back on the movement stick on the third hit Pyra will trip the target and they will 

take five seconds to regain their footing as they pull themselves back to their 

feet. 
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3.2) Bo Block 

tȅǊŀΩǎ .o when used for blocking serves as a rechargeable shield that will deflect 

both close range melee attacks and ranged fire from the energy weapons carried 

by many of her enemies.  A meter shows how much defensive power her Bo has 

remaining. When the Bo is out of energy it will no longer block attacks. When 

Pyra is not blocking the Bo recovers its defensive energy to full in ten seconds. 

Although the bo block functions as shield Pyra will move her bo in defensive 

maneuvers when blocking attacks to be consistent with the weapon. As the bo 

loses defensive power its glowing energy aura will dim.The total power of the Bo 

ǎƘƛŜƭŘ ƛǎ Ŝǉǳŀƭ ǘƻ ƻƴŜ ƻŦ tȅǊŀΩǎ ƘŜŀƭǘƘ ōŀǊǎΦ 

 

         4) Glide Bike Details 
4.1) Boost 

The glide bike has a limited rechargeable ability to boost that is shown by a bar 

meter. The boost gradually recharges over twenty seconds and is designed for 

Pyra to maneuver the glide bike out of danger or get that extra bit of height 

before deploying the wings for a glide. The boost quickly accelerates the bike to 

twice its standard speed. Boost is not available when gliding.  

 

4.2) Gliding 

To glide large thin wings deploy from the rear of the bike and while deployed the 

bike behaves like a hang glider. Gaining altitude reduces speed and diving 

increases it. The initial speed is that of the bike when the wings are deployed. 

Flaring is also an available maneuver used in hang gliding. Flaring is done by 

abruptly pulling the nose up to such a degree that forward motion is rapidly 

reduced along with lift. The wings deploy and retract nearly instantaneously and 

are extremely durable.  Addional detail on the Glide Bike is available in the 

Vehicles. 
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4.3) Grav Tires 

The Grav Tires allow the glide bike to climb smooth flat surfaces for thirty 

seconds. The Grav Tires recharge in fifteen seconds and 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 an energy shield that protects itself and Pyra from attacks. The 

shield recharges fully in thirty seconds. If the shield is reduced to zero the bike 

explodes and takes Pyra with it. The total health of the Glide Bike shield is twice 

ǘƘŀǘ ƻŦ ƻƴŜ ƻŦ tȅǊŀΩǎ ƘŜŀƭǘƘ ōŀǊǎΦ 

 

4.5) Save and Replenish 

The glide bike also serves as a save point and a place for Pyra to restock med 

packs and her supply of battle explosives while on foot. The glide bike will pilot 

itself to locations in the level and will also serve as an additional 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. 
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5)   Alert Mechanic Details 
The Alert Mechanic is a system mostly hidden from the player that governs the arrival of 

the of the most challenging members of the corporate forces the Rapid Response Teams 

ƻǊ w¢ΩǎΦ Three actions increase the likelihood ƻŦ w¢Ωǎ ōŜƛƴƎ ǎǳƳƳƻƴŜŘΣ ǘƘŜ ǳǎŜ ƻŦ ōŀǘǘƭŜ 

explosives, destroying security station or summoning an ally.  

The table below illustrates how the Alert Mechanic functions in response to player 

action. The purpose of the table is to provide a starting point for further development.  

Player Action Alert Value 50=RT Team Dispatched 

Bo Staff Attack 0 

Small Battle Explosive 1 

Medium Battle Explosive 3 

Large Battle Explosive 6 

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 Mechanic is disablŜŘ ŘǳǊƛƴƎ ōƻǎǎ ŦƛƎƘǘǎ ŀƴŘ w¢Ωǎ ƴƻǊ ƻǘƘŜǊ ŜƴŜƳƛŜǎ ǿƛƭƭ 

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 remain unchanged. 

 

The Alert Mechanic  increases;  replayabilty,  immersion,  player choice and excitement. 

 5.1) Replayabilty 

Rather than static or trigger based enemy spawning the Alert Mechanic spawns 

w¢Ωǎ ōŀǎŜŘ ƻƴ ŀ ŎƻƭƭŜŎǘƛƻn of player actions. In this manneǊ ǘƘŜ ŀǊǊƛǾŀƭ ƻŦ ǘƘŜ w¢Ωǎ 

will vary a bit each time a mission is played. 
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5.2) Immersion 

w¢Ωǎ ŀƭǎƻ Řƻ ƴƻǘ ǎǇŀǿƴ ŀǘ ǊŀƴŘƻƳ Ǉƻƛƴǘǎ ǘƘŜy arrive by hover transport so need 

ŀƴ ƻǳǘŘƻƻǊ ŀǊŜŀ ǘƻ ŘǊƻǇ ƛƴǘƻ ǘƘŜ ƳƛǎǎƛƻƴΦ ¢ƘŜ w¢Ωǎ Řƻ not pop into existence off 

screen bǳǘ ŀŦǘŜǊ ǘƘŜƛǊ ŘǊƻǇ ƳŀƪŜ ǘƘŜƛǊ ǿŀȅ ǘƻ tȅǊŀΩǎ ƭƻŎŀǘƛƻƴΦ A fixed number of 

RT squads will be preset for each mission. 

5.3) Player Choice 

Although the only feedback to the player is a tiƳŜǊ ǎƛƎƴŀƭƛƴƎ ǘƘŜ w¢Ωǎ ƛƳǇŜƴŘƛƴƎ 

arrivalΣ ǇƭŀȅŜǊǎ ǿƛƭƭ ƎŜǘ ŀ άŦŜŜƭέ ǘƘŀǘ ǘƘŜƛǊ ŀŎǘƛƻƴǎ ƛƳǇŀŎǘ ǘƘŜ ŀǊǊƛǾŀƭ ƻŦ ǘƘŜ w¢Ωǎ ƛƴ 

this manner careful progression through the level will give the player the ability 

to control the difficulty of the game through their action and play style. 

 

5.4) Excitement 

By giving player feedback a ticking clock to race against this will build player 

anticipation ƻŦ ǘƘŜ w¢Ωǎ ŀǊǊƛǾŀƭ ŀǎ ǿŜƭƭ ŀǎ ǇǊƻǾƛŘŜ ǇǊŜǎǎǳǊŜ ŦƻǊ ǘƘŜ ǇƭŀȅŜǊ ǘƻ ƎǳƛŘŜ 

Pyra quickly to her objective. Once the objective explosive is set the player will 

encounter situations where not only is the player racing against clearing the area 

ōŜŦƻǊŜ ǘƘŜ ƻōƧŜŎǘƛǾŜ ŜȄǇƭƻǎƛǾŜ ŘŜǎǘǊƻȅǎ ƛǘ ōǳǘ ŀƭǎƻ ǘƘŜ w¢Ωǎ ǘƘŀǘ ǿƛƭƭ ǎǘŀƴŘ ƛƴ ǘƘŜ 

ǿŀȅ ƻŦ tȅǊŀΩǎ ŜǎŎŀǇŜ ǊƻǳǘŜΦ   
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Game Play 
Overview 
Pyra aims to deliver action gameplay that matters and to that end the gameplay elements 

interlock to provide not only varied gameplay but gameplay that effect player success. As 

mentioned the overall goal of each mission in Pyra is to plant objective explosives and/or boss 

encounters.  

Reaching the Objective 
From the resorts of Hedona to dusty Bixby to the final conflict at the Prometheus facility the 

security forces of all three Jenon corporations will be looking out for company assets and are 

charged with their protection at all costs. Each facility and corporate target will have a fixed 

number of enemies in the level. If the opposition is eliminated there is no magical barracks that 

spawn more enemies. 

Getting Out 
As mentioned the time on the objective explosives is preset. Once set Pyra must get out of the 

blast radius or will be killed and 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. ¢ƘŜǎŜ ǎǘŀǘƛƻƴǎ ŀǊŜ ǿƘŜǊŜ ŜƴŜǊƎȅ ōŀǊǊƛŜǊǎ ǘƘŀǘ ǿƛƭƭ ōƭƻŎƪ tȅǊŀΩǎ ǇǊƻƎǊŜǎǎ ŀǊŜ ŎƻƴǘǊƻƭled are 

located. Pyra can refill her stock of med kits and the player can save their progress 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 Alert Mechanic players will have to plan their actions to best 

ŘŜŀƭ ǿƛǘƘ ŜŀŎƘ Ƴƛǎǎƛƻƴ ŀǊŜŀΦ wŜƳƻǾƛƴƎ ŜȄƛǎǘƛƴƎ ƻǇǇƻǎƛǘƛƻƴ ǇǊƛƻǊ ǘƻ ǘƘŜ ŀǊǊƛǾŀƭǎ ƻŦ ǘƘŜ w¢Ωǎ ǿƛƭƭ 

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. 
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Glide Bike Use 
The Glide Bike is not only for tactical insertions and fast getaways but also to take Pyra between 

sections of on foot game play. The glide bike is the second location that the player can gain med 

kits and save. The only enemy opposition capable of air pursuit ƻŦ tȅǊŀ ŀǊŜ w¢Ωǎ IƻǾŜǊ /ƻƳōŀǘ 

Transports.  Generally the Hover TǊŀƴǎǇƻǊǘ ŀǊŜ ǎƭƛƎƘǘƭȅ ǎƭƻǿŜǊ ǘƘŀƴ ǘƘŜ DƭƛŘŜ .ƛƪŜΩǎ ƎǊƻǳƴŘ 

speed and not nearly as maneuverable. Details of both the Glide Bike and Hover Transport are 

covered in the Vehicles section.  

Glide bike sections blend 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 area would begin the Glide Bike section. 

Traveling between areas while in a mission on the Glide Bike is largely linear much like a race 

course layout with area of differing hights to provide the player opportunity to use the grav 

wheels and glide mode. Sections of a Glide Bike area would be purpose built to require the 

player to use grav wheels and glide mode. Twists turns and moving civilian vechiles are present 

to challenge the player as they try to reach the end. Addtionally once an objective explosive is 

ǎŜǘ ŀƴŘκƻǊ w¢Ωǎ ŀǊŜ ƛƴōƻǳƴŘ ǘƘŜ ǇƭŀȅŜǊ ǿƛƭƭ ŀǘǘŜƳǇǘƛƴƎ ǘƻ ŎƻƳǇƭŜǘŜ ǘƘŜ ǎŜŎǘƛƻƴǎ ƛƴ ŀǎ ƭƛǘǘƭŜ ǘƛƳŜ 

as possible  

LŦ ǘƘŜ ǇƭŀȅŜǊ ǎǘŜŜǊǎ  tȅǊŀ ƻǳǘǎƛŘŜ ƻŦ ǘƘŜ ƭŜǾŜƭ ŀǊŜŀ ǘƘŜ DƭƛŘŜ .ƛƪŜΩǎ !ǊǘƛŦƛŎƛŀƭ LƴǘŜƭƭƛƎŜƴŎŜ ǘŀkes 

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 

The Mercenaries of Jenon 
The mercenaries of Jenon serve three purposes in the gameplay of Pyra. Firstly in first four 

mission areas of the game they serve as level bosses. Beginning the third they begin to become 

allies. In first mission when they are not allied they have also been hired to take the objective 

out. The player must beat them into retreat in order to complete the mission and reach the 

objective. Lastly there are there as narrative renforcement as they also feel morally compelled 

to leave there mercenary ways behind them and take a stand against the evil that threatens all 

of Jenon. Holland is the exception to this and will be an Enemy throughout. The player selects 

which ally will be on standby for a mission prior to its start.  When summoned the allies show 

up on screen in thirty seconds. Allies are only summonable when Pyra is on foot and will meet 

Pyra at the next on foot section of the mission. 
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Sample Level Design Flow 
Outlined below is a sample of a possible basic level design in Pyra. In the example Pyra must 

make her way with her Glide Bike to gain access to the first security point in order to unlock the 

next Glide Bike portion. Next she would travel on foot through and indoor then out door 

section on foot. After clearing the last security check point she must place her objective 

explosive and make her way back to the Start/Finish prior to the objective explosive detonating. 

w¢Ωǎ ŎƻǳƭŘ Ǉƻǎǎƛōƭȅ ŀǊǊƛǾŜ ŦǊƻƳ ǘƘŜ ƎƭƛŘŜ ōƛƪŜ ŀǊŜŀǎ ƻǊ ǘƘŜ ƻǳǘŘƻƻǊ ǎŜŎǘƛƻƴs dependant on the 

location of Pyra when the Alert Mechanic triggers their arrival. Boss fights will be added near 

objective explosive locations if present in the mission. 
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The Camera of Pyra 
Overview 
The camera in Pyra will be a third person ¾ Cinematic when Pyra is on foot and shift to a  3rd 

person follow cam when Pyra is on her glide bike. It will however not be under user control.  

 

Cinematic ¾ view details 
Due to the graphical representation of the of the battle explosives it is important the player be 

able to see both the horizontal surfaces and the position of their character precisely in a 3D 

environmenǘΦ !ǎ ǎǳŎƘ ǘƘŜ άǘƘǊŜŜ ǉǳŀǊǘŜǊέ оrd ǇŜǊǎƻƴ ǾƛŜǿ ŀǎ ǎƘƻǿƴ ōŜƭƻǿ ŦǊƻƳ /ŀǇŎƻƳΩǎ нллр 

release Devil May Cry 3.   
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¢ƘŜ ŎƘƻƛŎŜ ƻŦ ŀ ŎƛƴŜƳŀǘƛŎ ŎŀƳŜǊŀ ǿƛƭƭ ƛƳǇŀŎǘ ǘƘŜ ƭŜǾŜƭ ŘŜǎƛƎƴ ŀǎ ǘƘŜ ŎŀƳŜǊŀΩǎ ǿƛƭƭ ōŜ ǎǘŀǘƛƻƴŀǊȅ 

or travel along a preset track. When in doors typically the roof the structures not be shown as 

ƛƴ ǎƘƻǿ ƛƴ DƻŘ ƻŦ ²ŀǊ /ƘŀƛƴΩǎ ƻŦ Olympus from SCEC (2008). 
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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 take in more of the play action.  The following image shows a 

cinematic ¾ angle that would be similar to Pyra from Tomb Raider Legend, Edios (2006) in 

larger spaces. 
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The Glide Bike Driving Cam 
Racing titles have used this camera choice and as will Pyra. A static camera placed to the rear 

and up shows the road ahead as well as the location as the player controlled vehicle.  An 

example from {/9!Ωǎ DǊŀƴŘ ¢ǳǊƛǎƳƻ р ǇǊƻƭƻƎǳŜ όнллуύ is below. 
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The Glide Bike Flying Cam 
For the Glide Bike in glide mode 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. 
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The Game World 
Overview 
 

 Jenon is the axis that humanity exploration of the galaxy turns upon. Jenon is similar to 

9ŀǊǘƘ ƛƴ ǎƛȊŜ ōǳǘ ƴƻǘ ƛƴ ŎƭƛƳŀǘŜΦ !ƭǘƘƻǳƎƘ ŀƭƭ ƻŦ WŜƴƻƴ ƛǎ ǘŜŎƘƴƛŎŀƭƭȅ άƘŀōƛǘǳŀƭέ ǘƘŜ ǇƻƭŀǊ ǊŜƎƛƻƴǎ 

are the most pleasant.  Hedon the playground for elite in located in northern 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 humanity discovered a crystal that when exposed to known 

particles could rend a hole in space time and transport large vessels nearly instantaneously to 

its destination.  SƛƴŎŜ ǘƘŜ ŎǊȅǎǘŀƭΩǎ ǇǊƻǇŜǊǘies were discovered the mega copreations of Thalean, 

Con Grav and Apex 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.  

Jenon has no native life or vegetation extensive terra forming around Hedon and to lesser 

extent around the clustered towers of Jeonon is all from off world. All water has to be shipped 

in. 

The great crystal mines and miles of sand barriers built to keep the tons of sand back from the 

crystal veins can be seen from orbit. An average size crystal is the circumference of about half a 

city block and ten stories high. 

The world map is lettered in order with the beat chart in the order that Pyra gains access to 

them as she progresses through a linear structure. Once a mission area is completed she does 

not return the previous area. 
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A)Hedona  
Hedona is the play ground of the rich of not just Jenon but of the galaxy. Gleaming resorts, 

boutique shops and fine dining dominate this exclusive Oasis.   

B)Jenona 
¢ƘŜ /ŀǇǘƛŀƭ /ƛǘȅ ƻŦ WŜƴƻƴΦ ²ƛǘƘ ƛǘǎ ƳŀǎǎƛǾŜ ǘƻǿŜǊǎ ŀƴŘ {ǇƛǊŜǎ ǊŜǎƛŘŜ ул҈ ƻŦ WŜƴƻƴΩǎ плл Ƴƛƭƭƛƻƴ 

odd inhabitants call this city home. 

C) Bixby 
Constructed as massive facility in orbit the Bixby manufacturing facility is a massive semi 

automated ŦŀŎǘƻǊȅ ƭƻŎŀǘŜŘ ƴŜŀǊ WŜƴƻƴΩǎ ŜǉǳŀǘƻǊΦ Lǘ ƻǊƛƎƛƴŀƭƭȅ produced all the massive 

machines necessary to run the mines. In the years since consumer goods and construction 

materials have also been made in this facility. The small city that rose up around the 

Manfacuring Complex is ŀǊŜ ƴŀƳŜŘ ά.ƛȄōȅέ ŀŦǘŜǊ WŀƪŜ .ƛȄōȅ ǘƘŜ ōǊŀǾŜ ǘǳƎ ŎŀǇǘŀƛƴ ǘƘŀǘ 

sacrificed himself his and ship and crew to prevent the facility from crashinƎ ƛƴǘƻ WŜƴƻƴΩǎ 

surface when the re-entry procure went tragically wrong. 
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D) The Interstellar Transmitter Station 
¢ƘŜ ŎƻƳōƛƴŀǘƛƻƴ ƻŦ WŜƴƻƴΩǎ ŎǊȅǎǘŀƭǎ ŀƴŘ ŎƻƳƳǳƴƛŎŀǘƛƻƴ technology resulted in being able to 

send signals at faster than light speeds and reach other world in mere moments. The huge 

fusion ignition system required to activate the crystals for communication means that Jenons 

single facility is located in isolated patch desert and tightly guarded. Each of the three major 

corporations has a private facility 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 the rate of about two or three a week. Goods and raw materials are offloaded by the 

metric ton along with water that is fed into global pipe network. As 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 strip and underground mines are dominated by the mega haulers and bucket 

wheels massive dump trucks that haul the dense sand aways from the valuable crystals viens 

beneath. The circular cutting gantries are then lowered around the exposed crystal veins to cut 

them into transportable pieces. These massive mines are spread evenly around the world based 

on ever shifting land disputes. 

G) The Prometheus Facility 
While the Crystals would be bought no matter how high the price there extraction is slow, 

dangerous and expensive. The Apex corporation has built a semi mobile giant platform that 

uses three gravimetric towers to hurl the sand miles away lower itself onto the crystal being 

extracted cut, lift and move on to the next vien. Due to extreme size and experimental 

technology the facility has yet to be activated. 

Scale 
Jenon is an entire planet but the gameplay is defined to specific locations due to the mission 

based nature of Pyra.   

Below is an building illustration get an idea of scale of some of the key buildings of Jenon 

followed by one for characters and key vehicles. 
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1) The Sears Tower in Chigo Illinois 110 floors 

2) A Typical tower in Jenona 

3) The Bixby Manufacturing Complex 

4) The Prometheus Facility 
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1) 6 feet, Pyra, Jack and Marsha, Director Phillips, corporate security forces, Glide 

Bike. 

2) Rex, Holland 

3) Trokia Tanks, RT Hover Transport. 
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Time on Jenon and Game Time 
Lƴ ǘŜǊƳǎ ƻŦ WŜƴƻƴΩǎ ŦƛŎǘƛƻƴ ƛǘ Ƙŀǎ ŀ ƴƛƎƘǘ ŀ Řŀȅ ŎȅŎƭŜ ǎƛƳƛƭŀǊ ǘƻ ǘƘŀǘ ƻŦ 9ŀǊǘƘΦ !ǎ tȅǊŀ ƛǎ ŀ Ƴƛǎǎƛƻƴ 

based game however whether the sun is up or down in a given mission 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 require tactical insertion Pyra prefers the use of her Glide Bike but 

ample storage for her Bike is available on the high speed Mag Lev train. The Mag Lev Train is 

strictly a fictional element and is not in gameplay. 

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

save game is available. 

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

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

Please see Appendix 4 for a complete list of the objects in Pyra. 
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Pyraõs Story and Walkthrough 
 

Overview 
The linear story of Pyra is that of a reluctant hero who through circumstances beyond her own 

is forced to confront her own 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 

ǘƘŀǘ tȅǊŀΩǎ ŘŜǎǘǊǳŎǘƛǾŜ ŀŎǘǎ ŀǊŜ part of planet wide events is gradually revealed. The events 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 additional ƳŜŀƴƛƴƎ ƻŦ tȅǊŀΩǎ ŀŎǘƛƻƴǎ ƛǎ ƎǊŀŘǳŀƭƭȅ 

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

tooΦ aǳŎƘ ƭƛƪŜ ǘƘŜ ƳǳƭǘƛƭŀȅŜǊŜŘ ǇƘƛƭƻǎƻǇƘƛŎŀƭ ƳŜŀƴƛƴƎǎ ŀǾŀƛƭŀōƭŜ ƛƴ ǘƘŜ ŀŎǘƛƻƴ ōƭƻŎƪōǳǎǘŜǊ ά¢ƘŜ 

aŀǘǊƛȄέ ǘƘŜ ǇƭŀȅŜǊ Ŏŀƴ Ŝither read into the content or simply enjoy the action. Below is a 

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

broken down with the a three act structure. A detailed story is available in appendix (x) Of note 

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

See more on the Philosophy of the Matrix at 

http://onwardoverland.com/matrix/philosophy.html for further details. 

 

ACT 1 
Mission Area 1: Hedon 

 Tutorial 1 : With Amanda (PyǊŀΩǎ ŦƛȄŜǊΣ ǎŜŜ ŎƘŀǊŀŎǘŜǊǎ) coaching with voice clips 

via radio. Pyra destroys a resort hotel frequented by the corporate elites of Con 

Grav.   

 Tutorial 2: Amanda guides Pyra to destroy a mansion of an Apex Vice President, 

Glide Bike use introduced. Jack and Marsha have also been hired for this mission, 

Boss fights introduced. 

 Tutorial 3: Apex security forces are guarding the Mag Lev train station, Pyra must 

ŘŜǎǘǊƻȅ ǘƘŜƛǊ Iv ǘƻ ŜǎŎŀǇŜ ǘƻ WŜƴƻŀΣ ŀƭŜǊǘ ƳŜŎƘŀƴƛŎ w¢ΩǎΣ ǎƛƎƴŀǘǳǊŜ ǳƴƛǘǎ I²tΩǎ  

introduced and the Alert Mechanic introduced.  
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ACT 2 
Mission Area 2: Jenona 

 aƛǎǎƛƻƴ м Υ tȅǊŀ ƛǎ ǎŜƴǘ ǘƻ ŀǘǘŀŎƪ ŀ ¢ƘŀƭŜŀƴ ƻǇǘƛŎǎ ƭŀōΣ ¢ƘŀƭŜŀƴ w¢ΩǎΣ ǎƛƎƴŀǘǳǊŜ 

ǳƴƛǘ ŀƴŘ I²tΩǎ ƛƴǘǊƻŘǳŎŜŘ 

 Mission 2 : Pyra hired to attack the Jenon News Network owned by Thalean, Rex 

has also been hired for this mission, boss fight. 

 Mission 3: Con-GrŀǾΩǎ Ŏƛǘȅ ƳŀƛƴǘŜƴŀƴŎŜ is facility is the next target, Con-Grav 

w¢Ωǎ I²t ŀƴŘ ǎƛƎƴŀǘǳǊŜ ǳƴƛǘǎ ƛƴǘǊƻŘǳŎŜŘΦ 

 aƛǎǎƛƻƴ пΥ !ǇŜȄΩǎ /ƻƳǇǳǘŜǊ ŎƻǊŜ ƴŜǘǿƻǊƪ Ƙǳō ƛǎ ǘƘŜ ǘŀǊƎŜǘΣ ǘƘŜ ¢Ǌƻƛƪŀ ƘŀǾŜ ŀƭǎƻ 

been hired to destroy 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 3: Bixby 
 Mission 5: The objective is to gain access to the Bixby manufacturing facility. To 

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

mid levels of the facility. This area contains a Power Station owned by Apex that 

must be destroyed to knock out the perimeter security of the Bixby 

manufacturing complex. 

 Mission 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 interrupted by Con Grav security forces. 

!ŘŘƛǘƛƻƴŀƭƭȅ ǘƘŜ w¢Ωǎ ǿŜǊŜ ǘƘŜǊŜ ŦŀǊ ŦŀǊ ǘƻƻ ǉǳƛŎƪ notably absent are Con Grav 

I²tΩǎ ŀƴŘ {ƛƎƴŀǘǳǊŜ ¦ƴƛǘǎΦ WŀŎƪ ŀƴŘ aŀǊǎƘŀ ŦƛƎƘǘ ǘƻƎŜǘƘŜǊ ŀƎŀƛƴǎǘ ǘƘŜ w¢ΩǎΦ Due 

the suspicious nature and the nature of the target Pyra and Jack and 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 
 aƛǎǎƛƻƴ уΥ ¢ƘŜ ǘŀǊƎŜǘ ƛǎ ¢ƘŀƭŜŀƴΩǎ ǘǊŀƴǎƳƛǘǘŜǊ ǎǘŀǘƛƻƴ ǘƻ Ǝŀƛƴ ŀŎŎŜǎǎ tȅǊŀ ǿƛƭƭ 

have to gain access via a Glide Bike sequence where she rides along huge 

elevated power cables, that require her to destroy security checkpoints along 

the power cables to disable force fields to prevent just such and assault. 

 aƛǎǎƛƻƴ фΥ !ǘǘŀŎƪ ƻƴ ¢ƘŀƭŜŀƴΩǎ ǘǊŀƴǎƳƛǘǘŜǊ ǳǇƻƴ ƛǘǎ destruction the transmitters 

belonging to Apex and Congrav are destroyed the Troika and Rex respectively in 

a cinematic sequence.  

 Mission 10: Led by Holland forces of all three corporations attack Rex, The Troika 

and Pyra. Rex and Troika fight alongside Pyra. Pyra 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 escapes. The Troika and Rex are now 

available as summonable allies.  

 

Mission Area 5: The Space Port  
 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 access ,Apex protected are.  

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

the  launch of corporate craft which is Thalean owned. 

 aƛǎǎƛƻƴ моΥ tȅǊŀ Ƴǳǎǘ ƴƻǿ ŘŜǎǘǊƻȅ ǘƘŜ /ǊŀƴŜ DŀƴǘǊȅΩǎ ōŜŦƻǊŜ ǘƘŜȅ ƭƻǿŜǊ ǘƘŜ 

crystals necessary for the ships departure into place, a Con Grav asset. 

 Mission 14:  A convoy of vehicles leaves the Apex ship at escorted by Holland. 

Holland firing from a RT transport fires into the engine cores of the Con Grav and 

Thalean ships destroying them. Pyra must then race a section of the space port 

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

ǎƻƳŜ ŀƴǎǿŜǊǎΦ ! ōƻǎǎ ŦƛƎƘǘ ǿƛǘƘ IƻƭƭŀƴŘ ǘƘŀǘ ƛŦ ǎǳŎŎŜǎǎŦǳƭ ƭŜŀŘǎ ǘƻ tȅǊŀΩǎ 

temporary capture.  

 Mission 14 Machinema sequence : Director Phillps is the CEO of Apex is revealed 

to be in the convoy. It is revealed that he is heading for the Prometheus facility 

ǘƻ ƻǾŜǊǎŜŜ ά¢ƘŜ Ŧƛƴŀƭ {ǘŀƎŜέ ƻŦ ǘƘŜ ǇǊƻƧŜŎǘΦ 5ƛǊŜŎǘƻǊ tƘƛƭƭƛǇǎ reveals the true 

nature of the Prometheus device as a doomsday device. Pyra is kept by Holland 

and the rest of the corporate forces as bait. The remaining allies attack and 

Holland retreats and Pyra is rescued.  
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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 forces. Chaos sweeps Jenon 

and with no communication or travel off Jenon available and its three major 

cities in chaos Jenon is falling apart. The corporate forces are heavily 

concentrated along the highway between the crystal mines and Pyra. The target 

is a mine under the area where the corporate forces are concentrated if 

destroyed the bulk of the forces will be unable to peruse Pyra. All 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 whole facilty. Pyra must first fight her way to the highest central tower to 

get enough altitude to Glide Bike over a tower of players choice. The objective is 

just to make her way to the top. Pyra must plant an 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 towers. The Troika are not available allies for 

this mission. 

 

17A) Tower #1 Protected by Con-Grav  

 

17B) Tower #2 Protected by Thalean 

 

17C) Tower #3 Protected by Apex 

 

 Mission 18 Final Battle: After the third tower is destroyed a cinematic shows the 

middle tower begin to topple. An energy field then springs from its core 

levitating to the air. The mercenaries led by Pyra excluding the Troika make it on 

the the last floor 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. Boss fight : Holland. The countdown for the Prometheus 

facility is stopped and Jenon is saved. 
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Beat Chart  

 

The Story Delivery line is the rate at which the story takes prominence in the game not the 

pacing or delivery of the story. Reason for this gradual introduction of the story is work is to 

have the overall feel mimic the relǳŎǘŀƴǘ IŜǊƻΩǎ ƧƻǳǊƴŜȅ ƻŦ tȅǊŀ ƘŜǊself. The beginning of Pyra 

will have player completing missions seemingly for no greater reason then those are the 

objectives at hand. As the story ƛǎ ƎǊŀŘǳŀƭƭȅ ǊŜǾŜŀƭŜŘ ǇƭŀȅŜǊǎ ǿƛƭƭ ǉǳŜǎǘƛƻƴ ǘƘŜ ǊƻƭŜ ƻŦ tȅǊŀΩǎ 

ŀŎǘƛƻƴǎ ƛƴ ǘƘŜ ŎƻƴǘŜȄǘ ƻŦ ǘƘŜ ƭŀǊƎŜǊ ǎǘƻǊȅ ǘƻ ƳŀǘŎƘ tȅǊŀΩǎ ǉǳŜǎǘƛƻƴƛƴƎ ƘŜǊǎŜƭŦ ŀǎ ƘŜǊ morals 

travel from a pure mercenary to the savior of Jenon. 

The excitement level in Pyra builds in manner consistent with action originated title 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 of the fiction of the naming of Bixby and the town foreshadow this tone 

see Appendix 3 for Story details. So a the departure of steady increase is done at this point in 

order to signal the player that Pyra has more depth in terms of storyline than indicated in the 

opening sections of the game.  
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Lastly it is worth noting that this manner storytelling and steadily increasing action with 

variance in intensity is not unconventional. Pyra just combines these elements to function as 

unit to achieve a goal rather than unflold in an arbitrary or unconnected manner.     
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Single Player Game 
Players will guide Pyra through a series of missions to search and destroy assets of the three 

major corporations of Jenon as one of JenonΩs top mercenaries. Using her battle explosives Pyra 

will make her way to objective place her explosive and leave smoking rubble behind.  

The first section of the game will see players completing the jobs given to her by Amanda her 

fixer in the form of contracts. Pyra will then join forces with her rivals, take a stand and destroy 

the Prometheus facility before it eliminates all life on Jenon in mad attempt by the Apex 

corporation ǘƻ ǘŀƪŜ ǎƻƭŜ ŎƻƴǘǊƻƭ ƻŦ WŜƴƻƴΩǎ ŎǊȅǎǘŀƭǎ. 

See Appendix 3 for complete story details. 

 

Hours of Gameplay 
Given the current costs of developing next gen AAA  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 over quantity. 

Victory Conditions 
The player wins with the destruction of the Prometheus facility that is the tool of the Apex 

Corporation to end all life on Jenon. 

 

Dying 
9ŀŎƘ aŜŘ Yƛǘ ƛƴ tȅǊŀΩǎ ǇƻǎǎŜǎǎƛƻƴ ǊŜǇǊŜǎŜƴǘǎ ƻƴŜ Ŧǳƭƭ ƭƛŦŜ ōŀǊΦ ²ƘŜƴ ŀ ƭƛŦŜ ōŀǊ ǊŜŀŎƘŜǎ ȊŜǊƻ ŀ 

med kit is automatically used and full life bar is shown. 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 mission. Either when entering the game or after dying is the only way to access a 

saved game. 

Pacing 
The mechanics and design of Pyra are purpose built to support a varied experience and give the 

level designers a large toolbox of elements to control the gameplay via Glide Bike sections, 

security checkpoints and varied environments.   
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Game Characters 
Overview 
Pyra is an action game with a supporting story and has a small cast of characters to execute its 

events and feel. There is Pyra her fixer Amanda, the mercenaries of Jenon and the head of 

!ǇŜȄΩǎ WŜƴƻƴΩǎ ƻǇŜǊŀǘƛƻƴǎ 5ƛǊŜŎǘƻǊ tƘƛƭƭƛǇǎ. Detailed below are details in to gain more of sense 

of them as people and their role in game. The mercenaries in terms of their abilities as Pyra 

enemies and later in the game as allies are detailed in their (own) section. 

Pyra  
Pyra is 27 years old and was a demolitions special forces expert in the service of military 

dictatorship on another planet. After collecting enough dark secrets she blackmailed her way 

out of service and became a covert soldier of fortune on Jenon. She as little morals beyond her 

paycheck but is forced to grow as the gameplay progresses.  

The only ability to customize Pyra is changing her hair color and hairstyle. Although quite minor 

this will give each player in a way 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 manner. They only appear in machinema anŘ ŀŘŘƛǘƛƻƴŀƭƭȅ ƛƴ !ƳŀƴŘŀΩǎ ŎŀǎŜ ƛƴ voice over 

elements over the radio ŘǳǊƛƴƎ tȅǊŀΩǎ Ƴƛǎǎƛƻƴǎ. 

Amanda 
Amanda is a fixer, blonde in her early thirties. Fixers are the buffer of security and plausible 

deniability between the Pyra and those who use her services, the mega corporations of Jenon. 

Amanda and Pyra primarily are only in contact over the radio. Amanda is there to provide Pyra 

with the basics of her mission goals as well as deliver story content.  

Director Phillips 
5ƛǊŜŎǘƻǊ aŀǊǘƛƴ tƘƛƭƭƛǇǎ ƛǎ ǘƘŜ Ƴŀƴ ōŜƘƛƴŘ ƛǘ ŀƭƭΦ !ǎ ŀƴ ŀƴǘŀƎƻƴƛǎǘ ƘŜ ƛǎ άǎƛƳǇƭȅ ŦƻƭƭƻǿƛƴƎ ƻǊŘŜǊǎέ 

and other than blind loyalty to his coperation Apex has no morals either way. He is a character 

foil to Pyra. He is tall angular featured fourty six year old man who values control and precision 

over all. He is charged with seeing out the Promethus project true goals to their endpoint of 

removing all life on Jenon leaving the path clear for total domination of Jenon by Apex during 

the aftermath.  See  http://www.ehow.com/how_2143839_write-foil-character.html for more 

details on character foils. 
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The Mercenaries of Jenon 
Overview 
 There is a rough code between the soldiers of fortune on Jenon not kill each other but rather 

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

Holland the other mercenaries will become allies of Pyra and assist her during game play. Only 

one of the three allies may be cued per mission this 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 summoned the appropriate value is added in the Alert Mechanic. Ally are will not 

assist Pyra in boss fights. 
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Jack and Marsha 
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The twins Jack and Marsha are known for their extreme acrobatic maneuvers and each wield a 

pair of energy swords. Both are 22. Their vulnerability is the wellbeing of the other. If ƻƴŜΩǎ 

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 blows. If on 

their feet the will use their quickness and acrobatic speed to not ōŜ ŎŀǳƎƘǘ ōȅ tȅǊŀΩǎ ōŀǘǘƭŜ 

explosives. To defeat them Pyra must knock them to the ground feet and follow up with battle 

explosives. 

As Allies 
There great speed is there greatest asset and they will attack all enemies that are within attack 

range of Pyra. Once one of their health is depleted they both will leave the mission. 
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Rex 

 

 

As a Rival 

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

his fusion rifle and homing missiles. Rex is quite slow but has rocket booster than can quickly 

move his suit to a new area. The boosters recharge 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. 
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As an ally 
Rex wƛƭƭ ǘǳǊƴ Ƙƛǎ ǿŜŀǇƻƴǊȅ ƻƴ ǘƘŜ ŎƻǊǇƻǊŀǘŜ ŦƻǊŎŜǎ ǿƘŜƴ ƘŜ ŦƛƎƘǘǎ ŀǘ tȅǊŀΩǎ ǎƛŘŜΦ IŜ ǿƛƭƭ ŦƛƎƘǘ 

until his health is depleted then retreat. 
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The Trokia 

 

Borris ,Nadia and Anna are The Troika and pilot three two legged tanks that simply level 

their  targets from afar. Although their destructive power is impressive mobility is not 

ǘƘŜ ¢ǊƻƪƛŀΩǎ ǎǘǊŜƴƎǘƘΦ ¢ƘŜȅ Ƴǳǎǘ ōŜ ǎǘŀǘƛƻƴŀǊȅ ǘƻ ŦƛǊŜ ŀƴŘ ƻƴŜ ǿƛƭƭ ŀŘǾŀƴŎŜ ŀƴŘ ǊŜǘǊŜŀǘ 

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.   
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As Allies 

Once availalbe The Troika will provide artillery support for Pyra. She will guide their 

shots with beacons that will function much like battle explosives but have much more 

destructive force. As it is tank shell the radius of the blast will be four times that of 

tȅǊŀΩǎ ƭŀǊƎŜǎǘ ŜȄǇƭƻǎƛǾŜΦ wŀther than green an red countdown clocks the beacons will be 

blue and red. The Trokia can only fire there shells from location that is out of doors to 

another location out of doors. Once Pyra has cleared an area they will stomp in and stay 

at that point. Pyra will have a limited number of beacons, once used the Trokia will 

retreat. Corperate security forces will not attack the Trokia without the presence of an 

RT squad. While under attack they cannot assist Pyra. The Trokia will retreat if they are 

under attack for more than three minutes or if one of their numbers health is reduced 

ǘƻ ȊŜǊƻΦ 9ŀŎƘ ǘŀƴƪ ǿƛƭƭ ƘŀǾŜ ǘƘŜ ǎŀƳŜ ŀƳƻǳƴǘ ƻŦ ƘŜŀƭǘƘ ŀǎ ƻƴŜ ƻŦ tȅǊŀΩǎ ƭƛŦŜ ōŀǊǎΦ 
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Holland 
 

 
 

 

As Rival 

ŀ ƭƛǾƛƴƎ ƭŜƎŜƴŘ ǿƘƻΩǎ ƛƴŦŀƳȅ ƛǎ ƻƴƭȅ ƳŀǘŎƘŜŘ ōȅ Ƙƛǎ ŦŜŜss. His Plasma minigun and fearsome 

energy boomerang make for an impressive combination. Holland is a well balanced adversary. 

Holland will attack at distance with his Engery Boomerang and will fire his mini gun while it is in 

mid air to keep Pyra on the defensive. HollandΩǎ ǿŜŀƪƴŜǎǎ ƛǎ Ƙƛǎ ōƻƻƳŜǊŀƴƎΦ !ƴ ŜȄǇƭƻǎƛƻƴ ƛƴ ǘƘŜ 

path of the boomerang will cause Holland to run to a new position to catch it. When running he 

will not fire his minigun and it is time for Pyra to strike. 

Pyra will only face Holland as an adversary as he chooses money over morals.  

 

. 
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Corporate Security Forces and the 

Corporations of Jenon 
 

Overview 
The three corporations of Jenon, Apex, Thalean and Con Grav each maintain their own 

independent security forces. All their forces have three grades of solider guard, para military 

and their elite Rapid Response TŜŀƳǎ όw¢ΩǎύΦ ¦ƴƛǉǳŜ ǘƻ ŜŀŎƘ corporation are signature units and 

one heavy weapons platform (HWP). Detailed below are first their common units followed by 

their unique. Relative strengths of all enemy forces and their associated weaponry is avaible in 

the damage tables in Appendix 2. 

Common Corporate Forces Unit Types 
 

 

Guard 
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The Guard receives only basic training  is armed with a baton and laser pistol. The will often run 

if confronted by Pyra if she attacks with battle explosives. They will always run from her if they 

are alone. 

 

Para Military  

 

Found near security check points and sensitive areas these members of the corporate forces 

receive years of training and are well coordinated in conflict situations. ¢ƘŜȅ ŀƭǎƻ ŎŀǊǊȅ άCƭŀǎƘ 

.ŀƴƎέ ƎǊŜƴŀŘŜǎ ǘƘŀǘ ŜƳƛǘ ŀ ƭƻǳŘ ƴƻƛǎŜ ŀƴŘ ōǊƛƎƘǘ ŦƭŀǎƘ ǘƘŀǘ ǿƛƭƭ ǘŜƳǇƻǊŀƭƭȅ ōlind and deafen 

anyone in a 25 foot radius. The flash bangs also have a countdown timer projected on the floor 

similar to the battle explosives and their 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 briefly whited out. 

They are armed fusion rifles that also double as a melee weapon. They will bolster the 

effectiveness of guards who will not run if Para military forces are engaged with Pyra. 
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Elite Rapid Response Teams (RTõs) 

 

When the Alert Mechanic is reaches its threshold the call goes out to these elite troops. 

Enduring a years of rigorous training and possessing an almost a fanatical level of corporate 

ƭƻȅŀƭǘȅ ǘƘŜǎŜ ǘǊƻƻǇǎ ƳŀƪŜ ǇǊƻōƭŜƳǎ Ǝƻ ŀǿŀȅΦ ¢ƘŜ w¢Ωǎ ŀǊǊƛǾŜ ōȅ ƘƻǾŜǊ ǘǊŀƴǎǇƻǊǘΣ ŘŜǘŀƛƭǎ ƻŦ 

which are in the vehicle section.  ¢ƘŜ w¢Ωǎ ŀǊŜ ŀǊƳŜŘ ǿƛǘƘ ƭŀǎer sniper rifles, rocket launchers 

and fusion assault rifles. They are well protected by suits of harden ceramic armor and are 

extremely well coordinated. An RT transport as capacity for eight troopers. An Heavy Weapons 

Platform takes the space of two troopers. A signature unit takes the same amount of space as a 

trooper. Hover Transports must be on the ground for the squad to disembark. 

The prŜǎŜƴŎŜ ƻŦ ǘƘŜ w¢Ωǎ ǿƛƭƭ increase all other units AI ability and they will never flee. This will 

ŜƴŎƻǳǊŀƎŜ ǇƭŀȅŜǊǎ ǘƻ ǊŜƳƻǾŜ ƎǳŀǊŘǎ ŀƴŘ ǇŀǊŀƳƛƭƛǘŀǊȅ ǳƴƛǘǎ ǇǊƛƻǊ ǘƻ ǘƘŜ w¢Ωǎ ŀǊǊƛǾŀƭΦ Lastly the 

w¢Ωǎ ŀƭǿŀȅǎ ǘǊŀǾŜƭ ǿƛǘƘ ǘƘŜ ŎƻǊǇƻǊŀǘƛƻƴ ǎƛƎƴŀǘǳǊŜ ǳƴƛǘǎ ŀƴŘκƻǊ IŜŀǾȅ ²ŜŀǇƻƴǎ tƭŀǘŦƻǊƳǎΦ 
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Heavy Weapon Platforms 
Heavy Weapon Platforms are hallway sized high tech tanks that are remotely piloted. Each of 

three corporations has their own type. 
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Heavy Weapon Platform and Signature Units Details 
 

Con-Grav 
 

Signature Unit : Blast Shield Trooper 

 

Con Grav is a large industrial conglomerate signature unit is the Blast Shield Trooper. The 

troopers wear robotic assisted armor and carry a massive ferrocete shield. This shield gives 

immunity to all enemy units behind the shield from explosives in front of the blast shield 

trooper. The Blast Shield has its own separate health and is detailed in the Damage Tables in 

Appendix 2. The Blast Troopers also can attack with a mechanically assisted punch. Blast 

Troopers are slow but tough. 
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Heavy Weapon Platform :The Pile Driver 

 

The Pile Driver is a product of adapting construction technology for military use. It carries short 

range rockets as its secondary weapon. Its main weapon is its magnetic pile driver that sends 

shock waves towards its target. The magnetic pile driver takes 15 second to charge 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 jumping. This heavy unit can move at walking pace. 
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Thalean 
Signature Unit : Holo Trooper 

 

Thalean Holo troopers have an wear active holographic armor that projects their surrounding 

on to their armor. Their suit is active for only twenty second intervals and then requires a forty 

second cool down. If holo troopers are caught in a blast of any size there stealth ability will be 

disabled for one minute. Holo troopers are armed with only their fists and feet but are well 

trained in their use. When they attack the instantly become visible as soon as the attack is 

begun giving the player a quick moment to react. 
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Heavy Weapon Platform : Lurker 

 

 The lurker has a fog turret that can rapidly fill an area with a thick fog. The fog can be triggered 

once every forty five seconds.  Visibility is greatly reduced when the lurkers fog is present. 

Guards cannot see thought the fog but  w¢Ωǎ ŀƴŘ Para Military Units can. Any battle explosive 

will clear the fog from an area. The Lurker is also armed with a twin laser rifles. This can move 

at running speed. 
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Apex 
Signature Unit: Beam Trooper 

 

The Beam Trooper looks much like the convential Apex RT with improved armor and one 

notable addition in terms of weaponry, 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 a twenty second cool down. Apex Beam Troopers use the solid beam to sweep 

ŀ ǊƻƻƳΦ tȅǊŀΩǎ ōƻ ǎǘŀŦŦ Ŏŀƴ ōƭƻŎƪ ǘƘŜ ōŜŀƳ ŦƻǊ ƻƴƭȅ ǘǿƻ seconds if is fully charged. The Beam 

does medium damage. 
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Heavy Weapon Platform : Nova 

 

 

The Nova hovers about three feet above the ground and has only two laser pistols mounted on 

its front. Its primary systems is its turreted energy doubles the strength of all weapons of all in 

arc that extends rough thirty feet in the direction its turret facing in a fourty degree arc. The 

beam trooper is not affected by the projector.  This HWP is quite fast but has light armor. The 

Nova will seek positions where it has the most number of team members in its arc but attempts 

to keep friendly troopers between it and Pyra and her allies. 
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Weapons 
Overview 
As weapons play a central role in Pyra a complete list of what they are are detailed below. 

LƴŎƭǳŘŜŘ ŀǊŜ ŀƭƭ ǿŜŀǇƻƴǎ ǘƘŀǘ ŀǊŜ ƛƴ ƎŀƳŜ Ǉƭŀȅ ǿƘƛŎƘ ŀǊŜΤ tȅǊŀΩǎΣ aŜǊŎŜƴŀǊƛŜǎΣ /ƻƳƳƻƴ 

Corporate ¦ƴƛǘǎΣ w¢ΩǎΣ {ƛƎƴŀǘǳǊŜ /ƻǊǇƻǊŀǘŜ ¦ƴƛǘǎΣ In terms of the rough damage levels of this 

weaponry please refer to Appendix 2. ¢ƘŜ ¢ǊƻƪƛŀΩǎ ǿŀƭƪƛƴƎ ǘŀƴƪ ŘŜǘŀƛƭǎ along with  the RT Hover 

Transport weaponry are covered in the vehicle section.  Heavy Weapons Platforms due to their 

relationship to the gameplay are included here. All of the weapons in Pyra are character specific 

and are non transferable. Most weapons in Pyra are energy based and are assumed to have 

infinite ammo. All units enemy and NPC have set amount health that represents the amount of 

damage they can receive and this is available information is included in Appendix 2 with the 

other Health and Damage Tables. 

Pyraõs Weapons 
As mentioned Pyra has three types of battle explosives large medium and small. They are all fist 

sized and circular. Pyra carries these explosives in a bandolier around her torso. 

PyraΩǎ 9ƴŜǊƎȅ .o is eight feet long when in use. When not in use the energy blades shut down 

and the rest of the Bo is three feet long. Pyra has a custom pack that holds the bo in its shut 

down state on her back. 

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

her waist. 

Mercenaries weapons 
 

Jack and Marshaõs 
Jack  and aŀǊǎƘŀΩǎ twin energy blades have small cylindrical handles and have four foot long 

blades. When not in use the cylindircal handle portion rests under their wrists by way of a 

magnetic brace and ǘƘŜ ōƭŀŘŜǎ ǎƘǳǘ ŘƻǿƴΦ WŀŎƪΩǎ ōƭŀŘŜǎ ŀǊŜ ōƭǳŜ ŀƴŘ aŀǊǎƘŀΩǎ tƛƴƪ. 
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Rexõs 
!ƭƭ ƻŦ wŜȄΩǎ ǿŜŀǇƻƴǊȅ ƛǎ ǇŀǊǘ ƻŦ Ƙƛǎ ǊƻōƻǘƛŎ ŀǊƳƻǊΦ His Fusion Rifle is a slow firing weapon with 

long range and strong attack power he can fire it once every three seconds. Every trigger of 

wŜȄΩǎ ƘƻƳƛƴƎ missiles fires four missiles from his shoulder launchers. Each missile can target 

and different enemy they require a five second direct line of sight from Rex to lock on. The 

missiles may be fired once every ten seconds. wŜȄΩǎ ŀǊƳƻǊŜŘ ǎǳƛǘ ǎǘŀƴŘǎ ƴƛƴŜ ŦŜŜǘ ǘŀƭƭΦ 9ŀŎƘ 

missile is about twice the size of can of pop. His rifle is oversized similar in proportion to the 

concept art in the character section above. 

 

Hollandõs 
IƻƭƭŀƴŘΩǎ ǿŜŀǇƻƴǎ ŀǊŜ among the most powerful in game. His Energy Boomerang when not 

energized looks like an oversized polished aluminum boomerang about five feet from longest 

point to longest point. When not in use Holland 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 his back 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 alter its coarse to return to 

Holland but can turn no more than thirty five degrees. The mini gun fires round in nearly a 

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

Corporate Security Forces Common 
Guardõs 
Guards carry a laser pistol carried in a belt holster and simple baton for mêlée attacks. The gun 

can be fired once of every three seconds and sends a single bolt towards the target. The laser 

pistol and the baton do light damage. 

Para Militaryõs 
Paramilitary corporate forces carry a fusion rifle with fires three round bursts every four 

seconds. Each bolt of the burst does light damage. For Mêlée 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. 
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RTõs 
The rapid response teams weaponry is the most diverse and powerful of the corporate forces. 

Two sniper rifles and one rocket launchers are available per team.  

The sniper rifles will be used at distance where the sniper has the ability to quickly duck back 

into cover, sniper hits do medium amount of damage.  

Rocket Launchers will not be fired if there is any danger of hurting an RT, signature unit or 

HWP. 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 game. They also gradually accelerate and take a second to 

reach their top speed after being fired and explode with an area of effect damage 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 amount of damage. If rockets cross an exploding battle explosive are 

destroyed and do no damage. A rocket can be fired 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.   

w¢Ωǎ Cǳǎƛƻƴ !ǎǎŀǳƭǘ wifles can fire every once every two seconds in single shot mode or fully 

auto for two seconds after which they require five seconds of cool down. Fusion Rifle a light 

amount of damage per round. 

Signature Units 
Blast Shield Trooperõs 
Although not technically a weapon the defensive aid the in the form of the blast shield will be 

mentioned here. The blast shield is large round block of hardened concrete that is seven feet 

ǘŀƭƭ ŦƛǾŜ ŦŜŜǘ ǿƛŘŜΦ Lǘ Ŏŀƴ ƻƴƭȅ ōŜ ŎŀǊǊƛŜŘ ōȅ /ƻƴ DǊŀǾΩǎ .ƭŀǎǘ ¢ǊƻƻǇŜǊǎΦ ¢ƘŜ ƻƴƭȅ ŀǘǘŀŎƪ .ƭŀǎǘ 

Shield Troopers have is a punch powered by their 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 damage. The shield can be damaged and destroyed. 

 

Holo Trooperõs 
Holotroopers have only their fists 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.  
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Beam Trooperõs 
The Beam Troopers Beam Cannon does medium damage and knocks Pyra to the ground as she 

is burned by the beam. The 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 terminate in mid air. 
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Vehicles 
 

Overview 
While not Pyra is not a vehicle centric game there are a few prominent examples that do 

interact with game play. This section outlines thir basic appearance details and behavior and 

role in the game world. Due to the large role of the Glide Bike details regarding its abilities and 

presentation appear in other sections of the document as well as below. 

The Glide Bike 

 

The Glide Bike is a low slung vehicle that Pyra mounts belly down and faced forward. The Glide 

Bike is about ten feet long. Its wings when deployed have wingspan of around twenty four feet 

and a total surface area that about four glide bikes could fit under. The bike has a speed that 

relative to the real world would be about fifty kilometers per hour but in the game world is 200 

kilometers per hour which is a 1:4 ratio. 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. Its boosted speed is 280 game kilometers per hour. All futher speeds mentioned in 

this document are in game kph. 

When gliding the initial forward 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 degrees from its level 

position.  Other than details the bike glide mode will function like a hang glider with forward 
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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 at fourty five degree angel both left and right 

relative to its level position. 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 would hang glider. A stall happens when the Glide Bike is not moving fast 

enough to maintain lift and flight. Please see http://en.wikipedia.org/wiki/Hang_gliding  for the 

basics of han gliding. 

 

The Walking Tanks of the Troika 
The general nature as well as the tanks specific weapon capabilities will covered in this section.  

All three tanks are identical in appearance in all ways excluding their paint jobs. BorrisΩǎ ǘŀƴƪ ƛǎ 

black with gold trim ,NadiaΩ ōƭŀck and purple and AnnaΩǎ ƛǎ .ƭŀŎƪ ŀƴŘ tƛƴƪΦ The tanks only mode 

of transportation is there large mechanical legs. A fast jog is there fastest speed which in game 

speed is forty kilometers per hour. Each tank weighs the same as a full semi trailer. As with all 

assets in Pyra that take or give damage please see the damage tables in Appendix 2 for more 

information. The size of each tank is similar to tanks of modern day. 

 The tanks have two front mounted fusion rifles the same carried by the Para Miltary corporate 

units the are mounted in front right and left corners of the tank body. Their main weapon is 

their cannon. The main cannon is angled up and is mounted in the centre of the turret. In 

ƳƛƭƛǘŀǊȅ ǘŜǊƳƛƴƻƭƻƎȅ ǘƘŜ ¢ǊƻƛƪŀΩǎ ǘŀƴƪǎ ŀǊŜ ƳƻǊŜ ǎŜƭŦ ǇǊƻǇŜƭƭŜŘ ŀǊǘƛllery rather than a main 

battle tank. When fired the shells fire up in arc then return to the ground for area of effect 

damage(radius). A targeting laser from the tank firing the shell projects a red dot the size of 

Pyra to indicate where the shell will hit. The 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 must be still. The forward mounted Fusion Rifles can fire 

three round bursts every four seconds but they do not track. The fusion rifles fire only straight 

forward.  

 

http://en.wikipedia.org/wiki/Hang_gliding
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The RTõS Combat Hover Transport 

 

The Rapid Response team hover transport seats eight and a heavy weapons platform can be 

loaded at the cost of two personnel spaces. The Transport must be on the ground before the 

w¢Ωǎ Ŏŀƴ ŘƛǎŜƳŜƳōŀǊƪΦ One pilot sits in the front cockpit. 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 in strength 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 continually after which they require a five second cool down. All three weapons 

can fire and track in a seventy degree arc. The Hover Transport will take off after dropping of 

ǘƘŜƛǊ w¢ ǎǉǳŀŘ ŀƴŘ ǿƛƭƭ ƴƻǘ ƛƴǘŜǊŀŎǘ ǿƛǘƘ ǘƘŜ ǇƭŀȅŜǊ ǿƘŜƴ tȅǊŀ ƛǎ ƻƴ ŦƻƻǘΦ LŦ w¢Ωǎ ŀǊŜ present in 

ǘƘŜ ƭŜǾŜƭ ǿƘŜƴ ŀ DƭƛŘŜ .ƛƪŜ ǎŜŎǘƛƻƴ ƛǎ ōŜƎǳƴ ǘƘŜ w¢Ωǎ ǿƛƭƭ ƳŀƪŜ ŦƻǊ ǘƘŜƛǊ ǘǊŀƴǎǇƻǊǘ ŀƴŘ ǇŜǊǳǎŜ 

tȅǊŀΦ ¢ƘŜ ǎƛŘŜ Ǝǳƴǎ ǿƛƭƭ ƻƴƭȅ ōŜ ƳŀƴƴŜŘ ƛŦ ǘǿƻ w¢Ωǎ όƴƻǘ ǎƛƎƴŀǘǳǊŜ ǳƴƛǘǎύ ŀǊŜ ŀƭƛǾŜΦ LŦ ƴƻǘ ƻƴƭȅ 

the forward cannon controlled by the pilot will be active. 

The top speed of a Hover Transport is 180 kilometers an hour. 
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Jenonõs High Speed Mag Lev Rail System 

 

WŜƴƻƴΩǎ ƳŀƎƴŜǘƛŎ ƭŜǾƛǘŀǘƛƻƴ ǘǊŀƛƴ ǘǊŀǾŜƭǎ ŀǘ ƳŀŎƘ мΦу ŀƴŘ Ƙŀǎ {ǘƻǊŀƎŜ ŦƻǊ tȅǊŀΩǎ DƭƛŘŜ .ƛƪŜΦ The 

player has no control over the train and it is a fiction element to explain how Pyra travels 

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

train. 
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Civilian and other Commercial Transport 
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WŜƴƻƴΩǎ ŎƛǘƛŜǎ ŀƴŘ ŦŀŎƛƭƛǘƛŜǎ ƘŀǾŜ civilian and commercial vehicles both wheeled and airborne. 

They range from small personal transports to large industrial crystal haulers and sand dump 

trucks. None of these vehicles are player, enemy or NPC controllable. In glide bike portions of 

the levels they do damage to the Bike (and RT transports if present) if the they crash into to the 

ōƛƪŜ ƛŦ ǘƘŜȅ ŀǊŜ ƛƴ ƳƻǘƛƻƴΦ ¢ƘŜǎŜ ǾŜƘƛŎƭŜǎ Ŏŀƴ ōŜ ŘŜǎǘǊƻȅŜŘ ōȅ ōƻǘƘ bt/ ŀƴŘ tȅǊŀΩǎ ǿŜŀǇƻƴǎΦ 

They do no damage when they explode. The game AI will always stop these vehicles from 

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 (eg weapons fire, exploding battle explosives) they will 

immediately attempt to flee the area. 
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User Interface and Controls 
Overview 
Outlined below are two simple wire frames of HUDΩǎ, HUD details, the controls and a screen 

flow diagram. Added to the controls section is additional details regarding throwing and 

selecting battle explosives. Included with HUD are details on the battle explosive countdown 

feature.  

Pyraõs HUDõs 

Pyra Simple Wire Frame HUD 

 

    


