	Your Name: Andrew Eiche
Date: 2/2/10
Class & Section: CA195


GAME “HIGH CONCEPT”
Please complete this document in Word or WordPad
 (i.e. it should be typed not handwritten). 
Hand in your printout at the beginning of class.

Title: “Taking it Back”
Premise – your “elevator pitch” (2-3 sentences):

Esmeralda has been married to Theodore for 10 abusive years. She has finally had it and is going to take her life back by leaving the man that has hurt her mentally and physically. Tonight is the night she faces the dangers of the outside world and the demons within herself.
What genre (or mix of genres) best describe this game?
This game will be a Role Playing Game, especially since it is a Neverwinter Nights 2 level.
Describe your target audience?  And what is your target ESRB rating?
The target audience for "Taking it Back" is anyone 15 or older who is familiar with RPGs. By 15 the player should have at least a passing grasp on romantic relationships. Any younger and the message might be lost.
Describe the main characters in the game:
Esmeralda – For years Theodore was a loving husband with the occasional mean streak. He would come back from the pub a bit drunk and yell at her. After the first few years of marriage it just got worse. First he banned her from going to the market without him at her side. He thought it was "unbecoming" of a married woman to be seen in public without her husband. Then, she was not allowed to have anyone over to their house, male or female, without Theodore chaperoning the event.
It was at this time that Theodore first pushed Esmeralda to the ground. She blamed herself for the incident. She thought if she had just told her friend Jasmine to wait outside till Theodore got home he wouldn't have had to push her. The next day she awoke to a huge bouquet next to her bed with a note from Theo that read

"Forgive me for last night, I never meant to hurt you."
She was delighted to see that he knew the error of his ways, but never suspected that this would be the beginning of a pattern. Day by day he cut her off from the world. Before she knew it she had no friends and was completely isolated from everyone but Theodore. He came home drunk more frequently, and the pushing became slapping. The slapping became striking, and the striking became full beatings. Now a full 10 years into her marriage she has hatched a plan. When Theodore is passed out from drinking she will escape to her old friend Jasmine's house and tell her, and her compassionate husband Warren, everything.
Theodore is the average abusive husband. By calling him average you might think I am trivializing his terror, but trust me I am not. Even the average abuser is completely intolerable. He, or she, is a coward, weak and pitiful; he feels defined by terrorizing the life of another. Esmeralda’s escape could not come quicker, and once Theodore is all alone with nobody to turn to hopefully he will be able to rehabilitate himself.
Jasmine is Esmeralda’s best friend. She is married to Warren, and together they are a loving couple. They have their rough patches, and disagreements, but the bond they share makes them better people. The love they feel inward shines outward and gives Esmeralda hope that there is more to life than hiding in your own house.

John, Kara, Stephen, Mary, Eugene - These are all former people from Esmeralda’s life. Some are friends, others are relatives. As she battles the demons inside herself to overcome her oppression each of these people will act as a sage, guiding her on her path to freedom.
What is the setting and backstory of the game?
The game is set during the events of the original story of Neverwinter Nights 2. 

Esmeralda is a married woman who seems to be trapped in an abusive relationship. After years of abuse she formulates a plan to escape her husband and live under her friends roof while she picks up the pieces of her life. 

One night as Theodore is too drunk to stay awake she quickly and quietly packs her things and leaves the house. Immediately after closing the door behind her she is left to make her way through the real world toward Jasmine's house. At the same time she must battle the demons in her mind. To make it safely out of the prison she lived in for the past 10 years she needs to break down her own internal barriers, many of them set by Theodore, and find herself again. After this she will arrive at Jasmine's house and her own mental freedom.
Describe the gameplay in detail, including the player motivation (victory condition):

The level will be played as a standard Neverwinter Night 2 level. It will consist of one level where the player, as Esmeralda, begins inside the house. The player will guide Esmeralda through a series of various arenas. At the entrance to each arena there will be a person from her past who will provide some background about the area she is entering both physically and mentally. Some arenas will be populated with large mobs while others will have a few powerful enemies.

The stages of the level are broken into 3 acts: The escape, the struggle, and the liberation. They are break down into 6 arenas: The Forest of Deception, Lake Doubt, The Self-loathing Caverns, Catacombs of Dependence, Confidence Hill, and Freedom Field. The player will end at Jasmine's house with her and Warren pledging to keep her safe while she gets back on her feet.

The visuals of the level will begin with mist in the first act and a very ethereal structure. The second act will be dark and almost hellish. The third act will be a movement toward light and the brightening of the world around her.

The player will achieve victory by defeating the enemies and traversing the entire level.
What is the game’s Unique Selling Proposition (USP)?
There are not many games that address serious social issues facing us. This game will use the backdrop of an RPG to allow the exploration of the difficulties that people who are the victims of domestic violence face. This combination will provide players with a unique perspective and hopefully will encourage them to be proactive if they become some part of an abusive situation.
Competitive analysis (compare this game to a closely competing game):
I will avoid the obvious comparison to “Neverwinter Nights 2.” “Dragon Age: Origins “has the player dealing with various back stories. Some of them include broad social issues that face various social groups today. The allegory allows players to better connect with the past of the characters and further the investment in the relationships.

Dragon Age is focused on a central physical goal. Unlike “Taking it Back”, “Dragon Age” uses the horrors the characters have experienced in their past as a way to connect the relationships of your party. GAME will explore the individual mental aspects of one single character’s past and the eventual escape from it.
Goals: What are your expectations for this game as an experience?

I expect the player to be horrified by the treatment that this woman faced. By the end of the level the player should feel a sense of hope for the main character. That with her inner strenght and the support of her friends she was able to overcome the terror she expierenced. 

I also expect players to feel as if they are responsible as a member of society to ensure that domestic abuse is addressed. The game should show that abuse affects everyone and without people there to help it becomes an impossible task. Also, if the player is in an abusive relationship they should feel that although escape might be hard it is doable, and he or she will be better for it.
SKETCHES
1) GAMEPLAY SKETCH: 
[image: image1.png]



2) MAP SKETCH:  On another page, sketch a top-down map of one level of your game.  This map should 
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