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Genre: Fixed-camera, Single Player, 3rd-Person Action RPG 
Target Audience: casual players, 12-19 years old . Rated T for Teens (12+). 
Controls: Controller or keyboard 
Thematic Setting: Medieval / Fantasy / Orcs, Skeletons, Goblins, Forrest animals  
Tech Stack: Unity 2018.2.12f1 with C#. Blender 2.79+. /  Photoshop  
Platform(s): Steam, iOS, Android 
Game Moment: Short 2-3min levels, with variable enemies on which end is chest with loot. 
Character leveling and stat improvments.  
 
Game Summary: Project “Knockback” is a Diablo style RPG with the dark fantasy 
atmosphere. You play as a hero and at the beggining of the game you play as powerful 
knight with lot of gear and magic abbilities versus demonic enemy which control corruption all 
over the protagonist land. In the battle he almost kill us but we survived, lost big part of his 
memory and we continue from zero to revenge, find out what happend and get our land 
back. On the journey we will do lot of events, epic quests and adventures. 
 
Core Player Experience: Casual, Adventure, Dark, Serious, Dungeon, Rebelion 
Central Theme: Effort for revenge and restoration of memories and homeland. 
Design Pillar: Putting the player into confusion, because of memory loss. 
Anticipated Remarkability: Casual gameplay in dark free to play RPG. 
 

Anticipated Early Access Launch date: Q2 2019 on Steam 
               Q3 2019 on iOS & Android 
 
Feature Development Priorities: 

• Real-time combat and movement with lot of different enemies  
• All the required RPG abilities  
• Character progression and upgradeable stats  
•  Level design, collectives and minigames 
• Loot, story, quests and events 
• In game shop with gems (energy, gold, skins, chests) 

 
Comparative Products: Diablo, Torchlight, Bladebound, Path of Exile, Dungeon Hunter 
 

 

 

 



Design Stage 
 

 

 
Targeted personas: 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Similar Objects: 

 

 

 

 

 

 

 

 

 

 

 

 

 



Values for our game: 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Value curve of our game : 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Ideas - Cardgame 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Ideas visualisation: 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Ideas rating: 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Storyboard: 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Paper prototype: 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Prototype level design: 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Moodboards: 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Art direction design 

Philosophy of this particular Art Direction: 
• The basic concept of game will be placed in medieval fantasy world with really dark 

atmosphere with lot of skeletons, magic creatures and monsters. There will some 
damaged villages and castles but main star of the show will be characters and 
enviroment will be just a backdrop. 

• Camera will be static from 3rd person with angle. Main character will be centered in 
the middle of the screen.  

• The overall vibe of the world should say “oppressed Medieval with a hint of 
hope”.”. I think “times are tough” is a starting point to build from. 

• The overall tone of the art should be dark (demonic or apocalyptic) in contrast with 
light (ie. day time, beautiful villages and sceneries). 

• Dark theme elements should be present all over the world (for example skulls, dead 
bodies, damaged buildings, war zones) in contrast with (innocent nature sceneries, 
beautiful forests with amazing views) 

Rundown houses should be *really* run down (perhaps just one wall with a  
door, no roof or other walls. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Summary of Art Direction  
This level of detail (if possible), camera, lighting, BUT with a more lived-in world (things are 
more run-down, people’s clothes are dirty, tents need repair, etc)... 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

With these  characters, enemies, people, monsters… 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

 

 

 

 

 

 

 

 

 

 
In these settings / locations… 
 

 
 

 

 

 

 

 

 

 

 

 

 

 



 
With this sort of polish / effects… 
 
 
 
 
 
 
 

 

 
 
 
 
 
 
 
 
With this type of colour palette… 
 -soft palette – old school filter like mood, vibrancy red 

 

 
 
With these kind of punchy particle effects… 

 

 

 

 



User Interface design 

GamePlay User Interface 
 

Possible look of first menu page 

 

Level selection menu map 

 

 

 

 

 

 



Characters design 

Our Hero 
 

 
-angry, brave, wants revenge. 

- special talents and abilities 

Our Villains 
-fantasy oversized characters 

- monsters 

 

 
 



Business model 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Game overview 
 

 

 

 

 

 

 

 

 

 

 

 

Game Summary 

“ Project “Knockback” is a Diablo style RPG with the dark fantasy atmosphere. You play as 
a hero and at the beggining of the game you play as powerful knight with lot of gear and 
magic abbilities versus demonic enemy which control corruption all over the protagonist land. 
In the battle he almost kill us but we survived, lost big part of  memory and we continue from 
zero to hero with desire for revenge. We want to find out what happend and get our land 
back. On the journey we will do lot of events, epic quests and adventures. 

 
What is the Game Genre? 

• Single player, Fixed-camera, 3rd-person Casual Action RPG  

• What is the Player Experience? 
• Casual, Dark, Serious, Dungeon,  
• Our goal is to make the player feel into the main character. 
• The player should have feeling that he is not going to die easily so he can rest with 

coffe and play casually without big stress or tense. 
• On the other side, game itself should look and feel serious. 

 
 

What is the Game’s Theme? 
“Effort to create justice”. We losed a lot, trying to get back our memories and our land. Help 
innocent people from domination of plague of enemies. 

 

 



Who is the Target Audience? 
• 12 yrs+ fans of action RPGs and people who like fantasy themed games and movies. 
• The target PEGI rating is: PEGI 12  
• The target ESRB rating is: T for Teen 
• With a Teen / PEGI 12 target audience we will be limited to mild language, not too 

much gore and hidden meaning in things that only the mighty minds of 13 year olds 
and above will understand.  

What is the Setting? 
• Medieval Europe. Fantasy setting. 
• Knights, wizards, monsters, swords, dragons, peasants, cabbages. 
• The world that the peasants live in is harsh, grubby and unforgiving. Things are 

generally run down and very “lived in”. 

What is the game moment? 

Short 2-3min levels, with variable enemies on which end is chest with loot. 
Character leveling and stat improvments.  

 

When will it launch? 
Our target for Steam Early Access is Q2 2019 for Stem 
      Q3 2019 for iOS and Android 

Comparative products 

Diablo, Torchlight, Bladebound, Path of Exile, Dungeon Hunter 
 

 

What are the technical details? 
• Developed using: Unity with C#. Blender / Photoshop, Audacity 
• Art Assets: 3D game world and characters with 2D User Interface. 
• Platform(s): PC and mobile platforms (Steam, Android, iOS). 
• Controls: Keyboard and also Game Controller. 

 
 

[BRAINSTORM] Game title ideas 
A place to brainstorm game titles as the project progresses… 
 

• Knockback 
• Redemption 
• Remembrance 
• Memory Redemption 
• Rebirth 
• Genesis 

 
Note: I think we need to make our game title unusual in structure as this would fit with our 
overall Player Experience 
 



Camera, Character and Controls7 

 

 

 

 

 

 

 

 
Camera: 
The game is played with a fixed-camera isometric view (note: using the loose definition of 
isometric meaning 3/4-ish top-down view). The player character will be locked to the centre 
of the screen. 
 
 
Character: 
The player controls their “hero”. Our hero will be very powerful knight at the beggining but 
after losed fight he will lose all his memory and most of the combat skills so he will basicly 
start from nothing again but after few level he will be stronger and stronger. Player will have 
feeling that he is much more powerful than default enemies he met. He has strong opinions 
on politics and how the country is run and finds himself in a situation where those around him 
suddently expect him to take action.  
 

Context / Setup: 
You have been given a quest! “Save the village!”. You learn from a fellow peasant that the 
strange creatureshave forceably taken control of a nearby town, forcing the villagers to give 
up their food and houses to the soldiers. The peasants are enraged but lack the courage to 
take action. Derk suggests that you ask the soldiers to kindly leave. You think they need a 
swift kick in the pants.  
 

 

 
 
 
 
 
 



Gameplay Features 

 

 

 

 

 

We will use  onion design system in my game what basicly means that we will make always 
sure that the core of the game still feels good and after that I can add more layers like 
abbilities or levels but after every step I will check if core combat and movement feels like it 
should. 
We will prioritse a consecutive Vertical Slice approach, with some horizontal slice flavour to 
help the game flow. That is, we will start with combat and drill deep into the mechanics of 
combat before then moving on to the next major chunk of development.  
 
 
 

 

 

 

 

 

 

 

 

 

 

 

 

 



Marketing 

 

Logo and possible merchandise: 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Trailer:  

 


