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For Xbox 360:
Tribe is a multi genre project game. Guy Thornby should be dead, he would be if he were human, he is the worlds first android, constructed by TRIBE and entered into the populace to see if he could fool both the world and himself into believing he were human. Control a miniaturised team of computer scientists and surgeons to aid in the repair of the damaged body, travel through the hazardous bloodstream, use an array of weapons and skill sets from each team member to shoot damaged cells and provide recognisance for the external surgeon team. Switch to the androids mind, explore your environment, solve mystery tasks, interact with familiar characters and overcome foes to progress to the next level and build your mind.
Overview:

Key themes/ambience/attitude:

Each aspect is very humane, moral, and realistic. During the introduction, the scene is set for a world in the not so distant future, same surroundings, no obvious political or social upheaval, and no difference in everyday technology. The mind is a dreamlike sequence, it has horrific scenes which are primarily created by being chased by zombies in unison with a change of music, there is little gore until you decide to confront then you are at times required to kill with your bare hands. The horror is mainly psychological and is set against the morality of attempting to create the mind and become human. 

Whilst controlling the Andora, the world setting is very realistic, a lot of investigation will be put into developing an environment as realistic as possible and the physics such as speed of blood flow, size of particles making up the bloodstream, we will strongly lend on poetic license when it comes to colour and art direction, we wont be completely faithful to nature to tweak a better gaming experience.

Overall style:

The body will be very colourful 

The mind will be eerie, dark, fog will be used to mask vision into the distance and will vary on body repair. There will be different animation styles at certain points in the mind.
Camera:

Mind – quite far away from guy and fixed whilst outside. In buildings it ill be at shoulder height and a few metres behind.
Bloodstream and neural pathways – directly behind and moving depending on proximity to vessel wall (if the Andora is close to the right side of the vessel wall, the camera moves closer to the left side of the andora, a little forward, and increases the camera angle so more of it can be seen). Also, if the Andora jumps in the neural pathways, the camera moves back a little.
Body – FPS unless lori is being controlled, she has a certain tool to use which acts as a cluster grenade (she also has a very nice ass). In her case the camera moves behind her.
Control:

Based on the Xbox 360 standard controller.
Mind – range of movement and control response is correlated to the level of body repair achieved by Andora team. The following controls are assuming sufficient body repair.
Walking/running - Left analogue stick, how far its moved decides whether character is running

*without sufficient body repair you will not be able to run very far without sufficient local energy.
Viewpoint – outside viewpoint is fixed, however when inside or engaged with enemy, the right analogue stick will rotate the viewpoint around the x axis by up to 90 degrees either side.
Fire weapon/hit with weapon/punch/punch elbow combo/grab – ‘a’ button, when in possession of a weapon and is being held pressing ‘a’ will fire if it is a projectile weapon or club if it isn’t, unless in close proximity of the enemy when a projectile weapon would club them. When not holding a weapon and not within grabbing distance pressing ‘a’ will punch, pressing it 3 times will punch punch elbow (force of elbow decided by timing on moving the left analogue stick in the direction of force). While next to the enemy pressing ‘a’ will grab.
*you will not be able to carry a weapon or punch effectively without sufficient body repair level, you will be able to shoulder barge whilst running by holding down ‘a’, you will automatically be directed towards the enemy, you will need to use the left analogue stick to adapt to where the enemy is to use the resulting momentum from the impact to aid your run.
Throw – while grabbing from behind, moving the analogue stick up will throw the enemy over your shoulder. Moving the analogue stick down will force the enemy down. Holding it down left or right after grabbing will swing the enemy around and around and can be used to knock things down

*throwing will not be possible without sufficient body repair.
Kick – ‘b’ will kick, when behind the enemy and grabbing pressing ‘b’ will knee the enemy’s spine and force them to the floor.
*kicking without sufficient body repair will be possible but it may topple your balance, whether or not this happens will be based on local strength.
Address characters/pick up object – ‘x’. When pressing ‘x’ whilst being no more than a certain distance away will pick it up, the same for characters and talking with them.
Throw object – ‘b’.
Jump – ‘y’.
Andora team – bloodstream:
Moving craft up down left right – left analogue stick.
Braking craft up down left right – right analogue stick. This moves the cross hairs and viewpoint, releasing will reset the craft, crosshairs and viewpoint all to centre unless specified otherwise in options.
Fire anti leukocyte substance – ‘a’ this destroys any white blood cell not attached to the vessel wall.
Fire anti natural killer white blood cell substance – hold down ‘b’, split screen comes up, use the right analogue stick to target then release ‘b’. acts like a grenade.

Fire grappler – ‘x’ fires a grappler to where the cross hairs are pointing. This can be used to negotiate tight corners or to get out of the blood stream and into parts of the body you need to go. 

Request position and navigation – ‘y’.
Andora team – in the body

Controls are relatively the same between team members, but the effects vary slightly.
Controls shared by all:
Walking / running – left analogue stick.
Jump – ‘y’.
Interact – ‘x’.
Crouch – left analogue button + left analogue down.
extend portable grappler – crouch + ‘b’ this is a means to help team members over obstacles, as soon as the grappler head gets within close proximity of the team members utility belt it automatically attaches and pulls, release ‘b’ to let go of team member.

Change viewpoint – right analogue stick, 360 degrees along the x axis, nearly 360 degrees in the y axis (I say nearly to prevent the pervs from crotching, which they would be doing over lori’s amazing ass)

Fire primary individual weapon – ‘a’.
Fire secondary individual weapon – ‘rt’.
Fire primary and secondary load of secondary weapon (if available) – hold down ‘rt’ and ‘lt’, release to fire.
Changing team member – ‘lb’ and ‘rb’.
Summon all team members (ST) / call for help – directional pad down.
Send team members away to their task – directional pad up.
Fire sonar to find position of all team members – directional pad left or right.
Simon Tanner control effects:
Weapon – standard issue shoulder mounted cell destroyer.
Primary weapon – cyberocytes.
Secondary weapon – megacyte rocket propelled grenade.
Secondary load of weapon – arm guided megacyte rocket propelled grenade, follows crosshairs.
Double tapping ‘y’ produces an air jump as he has a rocket pack.
Imogen Gorsha control effects: 
Weapon – standard issue hand held rifle cell destroyer.
Primary weapon – cyberocytes.
Secondary weapon – long range snipercyte.
Secondary load of weapon – snipercyte shotgun.
Lori Mckenzie control effects: 
Weapon – grenade launcher.
Primary weapon – cluster grenade.
Secondary weapon – short range cybercyte shotgun.
Secondary load – both barrels of cybercyte shotgun.
Jampwan Khafayet: 
Weapon – self modified lasercyte.
Primary weapon – rapid fire ‘always on’, pressing ‘a’ toggles on and off.
Secondary weapon – momentary wider spray.
Secondary load – semi permanent wider spray, pressing again will turn off.
Can run the slowest, cant jump, is heavy and so requires 2 grapplers.
Interface:

In the body:

Radar – a square in the top right which shows team members only when sonar is tapped (directional pad left or right) as a circle which completes 1 full rotation per tap. As a few seconds goes by the square disappears. Doing this will also show in which direction the Andora craft is.

As most of the action is FPS, the idea is to free as much of the screen as possible, so current ammo loaded in the gun and temperature of gun are shown directly below the gun on the screen. Ammo is replaced automatically from the energy packs on team members, and if the gun is too hot it won’t fire.

Pause and enter options – start, here you can view each team members skill level, health, information about individual weapon, current objectives, and a map of the area covered by the team.

Health level – bottom left there is a bar, which also shows up above the team member when they get hit by the enemy.

In the bloodstream:

There is little interface here, as you fire an anti natural killer white blood cell substance (hold down ‘b’), a split screen comes up which shows the target. There is also speed (shown in µm/s-1 and to 7 d.p. in a faded amber) and contour of the blood vessel ahead. Position inside the body and navigation are all done via verbal communication by team members. There is also a health level.
Pressing start pauses and allows you to see the same menu as in the body.

In the mind:
Body repair level (and body repair level needed for complete control of character) with local health level directly below, both are bars. Local is amber, body repair is green and if there’s any additional body repair needed this is show as faded purple.

Pressing start will bring pause and bring up an options screen allowing you to toggle sound and music.
Menus:
At the start screen you may choose the following games:

White blood cell suicide run – this is an arcade game set in the blood stream, during normal play in story mode, if you remain in the blood stream for too long you will face an array of white blood cells that will attack you, and the blood stream will increase as time goes on. This particular game will allow you to play this over and over with optional comedic audio from Jampwan. This also serves as training as it’s very tricky to control.

Arcade body - after completing the whole game project you can choose your location and how many team members are with you, also the initial ratio of infected cells vs. healthy cells, and how many cancerous cells there are to begin with. 
Zombie suicide run – after the game has been completed, you can select any level, any health level, any health level of zombie, and how many zombies. This could be a chance to roam the mind or simply play a hardcore game to see how long you can last.

full story mode - You may choose between easy or complex. There is no training offered apart from the bloodstream due to the challenging nature of the gameplay (this comes in the form of arcade level). 

*The options screen all have toggling of sound effects and music and inverted y axis.

Saving/loading:

In the blood stream and neural pathways, there is no saving, if you are killed you start from where you were.

In the body, you can save whenever you like, there is auto save at specified times, and a rollback feature which grants you access to your last save, last auto save, a few minutes before the last auto save, or the beginning of that level.

In the mind, a save happens at the start of each new level, with local auto saves at specified times, these disappear after ending the current game and you would need to start the level again.

World setting and physics – in the bloodstream and neural pathways:

Very fast, colour is relative to where you are (red for artery, white for neural pathway, blue for vein), very violent in terms of craft being hurtled from side to side and being attacked by antibodies or neurons. The craft will be thrown into walls by the pressure and direction of the blood stream, or thrown off the track due to forces. Collisions send the craft out of control but do not damage the Andora whilst in the blood, a secondary head on collision by a neuron will destroy it.
World setting and physics – in the bloodstream:

Spongy landscapes, very life like in terms of scale and textures, very colourful (non realistic). Gravity applies, collisions are quite elastic and can be quite fun or used as a means to get to a higher position.
World setting and physics – neural pathways:

As the race spirals around the spine, there is a constant force dragging you to the right, sometimes left in the later stages. Neurons travel faster than you do as you need to slow yourself down by jumping from pathway to pathway. Being hit by a neuron forces you backward, if it again you are destroyed. To jump to another pathway you must use the contour of the ½ pipe like shaped pathway and jump to the next in the same vein as a skateboarder would use a ½ pipe. This technique is also used to jump towards the spine.

World setting and physics – in the mind:

Extremely eerie, variable weather and environment based on level of body repair and current level. For example if the body hasn’t been repaired enough for the current level, it may be too windy to control the character, or too dark to see ahead. The character may also be too weak to fight the zombie like characters and may have to resort to running and colliding (shoulder barge).

Gravity applies but is used to create different level effects, such as raining cupcakes upwards, randomly being thrown into the air and swimming back down. (As this is the mind, laws of physics can be bent to gain effect).
Overview of chunks:

Characters: 

Player characters:

Name: Simon Tanner

Physical appearance: early 40’s, Anglo-Saxon with partial Italian heritage, 6’2”, stubble, pale skin, square jaw, average guy good looks, ex soldier stare, very handsome nose, well kept in terms of no excess hair with a well managed hair cut (black and slicked back).
Character traits: reluctant hero, fairly sad, not angry but is brash with his orders.
Moves/abilities: rocket pack enabling mid air jump. Shoulder mounted cell destroyer and arm guided . megacyte rocket propelled grenade.
Relationship to story: Andora team leader, ex military, no medical or computer science background.
Personalisation: none.
Name: Imogen Gorsha
Physical appearance: early 30’s, Slovenian, pretty face, 5’5”, athletic body, milky skin, green eyes.
Character traits: very caring and quick to call out those who don’t care. Love interest for Simon Tanner.
Moves/abilities: snipercyte rifle with shotgun capabilities.
Relationship to story: Guy Thornby’s friend, relationship is almost like family. Was part of the original team members who created Guy. Was thrown out for being to involved and disagreeing with entering guy into the world with no idea he was an android.
Personalisation: none.
Name: Lori McKenzie 
Physical appearance: nice ass, blonde, glasses, early 30’s, British accent.
Character traits: quiet, highly intelligent, surgeon.
Moves/abilities: cluster grenade, cybercyte shotgun.
Relationship to story: is a surgeon with extensive medical science knowledge, used primarily as a consult as to how to repair the body effectively.
Personalisation: ass and breast size can be altered at any time (yay).
Name: Jampwan Khafayet
Physical appearance: short, fat, African (Uganda), short hair, belly hanging out of his uniform, late teens/early 20’s.
Character traits: has a hilarious disposition, very rude and dismissive, very proud of his heritage.
Moves/abilities: can pilot the Andora craft.
Relationship to story: is the Andora craft pilot, has an engineering background.
Personalisation: none.
Name: Guy Thornby
Physical appearance: western depiction of Jesus, (white, Swedish looking, chiselled features, brunette, tall and thin).
Character traits: completely lost, blank. As he progresses in the mind he becomes more human.
Moves/abilities: variable, they range from shoulder barging and clubbing to lightsabre and high powered laser rifle.
Relationship to story: he is the android created by tribe who was entered into the world with no knowledge of who he was, who was found apparently dead at the bottom of a building, the Andora craft are inside and repairing him.
Personalisation: you can remove clothes in the mind.
Arch enemies:

Name: Lorenzo Gutterez.
Physical appearance: tall and heavy, greasy and stubbly, always grimacing unless manipulating. someone, then he adopts a time trusted expression which makes him look like a nice trustworthy guy.
Character traits: murderous, corrupt policeman, manipulative, obsessive, greedy.
Moves/abilities: has a powerful 6 shot handgun, can fight with his fists and punch very hard.
Relationship to story: he is the policeman who shot and killed butch Thomson in front of Guy Thornby and then turned his gun at him.
Personalisation: none
Name: Butch Thomson.
Physical appearance: thin with a beer/cocaine belly, average height, ugly unkempt face, hair and skin, red hair, mouth always open.
Character traits: sleazy but ultimately helpful.
Moves/abilities: can avoid getting shot in the mind, can lead character to safety.
Relationship to story: was killed by Lorenzo in front of guy, appears in the mind at first as a villain but then as a helpful guide.
Personalisation: none.
NPCs

Name: Dr Willy Thornburg.
Physical appearance: old, grey, white coat, feeble walk.
Character traits: slightly eccentric, gets excited easily, likes young ladies.
Moves/abilities: can communicate with Andora craft through the on board computer.
Relationship to story: member of the board of tribe, leader of guy project.
Personalisation: none.
Name: Drew Tyler
Physical appearance: stunning, short skirt, long dark brown hair, tall, thin.
Character traits: very friendly and personal.
Moves/abilities: none, just a reoccurring character.
Relationship to story: receptionist.
Personalisation: none.
Drones

Name: faceless zombie entity.
Physical appearance: green blazer, black trousers, no face or hair, just a concave stump and an open throat.

Character traits: mindlessly search out guy and try to kill him, gargle through their throat when they’re near

Moves/abilities: can break off things in the environment to use as weaponry, can grab hold of guy and can drag him upstairs and throw him off buildings, or through walls. 

Relationship to story: henchmen of Lorenzo.
Name: phagocyte.
Physical appearance: big and yellow.
Character traits: search and destroy pathogens (like the Andora). Hard to destroy, easier to avoid.
Moves/abilities: will try and suck the pathogen inside then release and enzyme to dissolve it.
Relationship to story: part of the body’s natural defence to pathogens (foreign entity in blood).
Name: NK cell.
Physical appearance: big round hairy looking white blood cell.
Character traits: natural killer, white blood-lymphocyte cell.
Moves/abilities: moves along the blood vessel wall slower than the blood flow. If the Andora craft hits 1 it gets flagged with cytotoxic granules for destruction by t cells.
Relationship to story: part of the body’s natural defence to pathogens (foreign entity in blood).
Name: t cells
Physical appearance: white with a faded black blob in the middle (this blob is used by the artist to make it look human like to give it a sinister tenacious edge) fairly smooth.
Character traits: there is an abundance of these, they can be shot and killed fairly easily
Moves/abilities: fire toxic granules at Andora craft (and other pathogens), some don’t do this and just release cytokines if not destroyed in time, these signal other t cells to the area.
Relationship to story: part of the body’s natural defence to pathogens (foreign entity in blood).
Name: b cells.
Physical appearance: purple, turning to scarlet when enough time has passed and can release antibodies capable of destroying Andora.
Character traits: can be very difficult to target once turned scarlet.
Moves/abilities: will fire test antibodies at craft until correct antibody has been created, then will change colour and behaviour, become more erratic, and constantly fire the antibody until craft destroyed.
Relationship to story: part of the body’s natural defence to pathogens (foreign entity in blood).
Name: infected cell.
Physical appearance: black/green version of healthy cell, can grow feet and shoot infected plasma, can range in size and add to each other. 
Character traits: will shoot healthy cells with infected plasma, will turn at team members when they shoot infected cells not yet freed.
Moves/abilities: can run fast, jump high, shoot plasma up to great distances
Relationship to story: Andora teams most common foe
Name: cancer cells.
Physical appearance: black, wet and glistening.
Character traits: slow moving, mainly targets healthy cells, will move towards major organs.
Moves/abilities: shoots infected cells with ready made feet and shooting capabilities and megaplasma.
Relationship to story: cancer cells occur when infected cells are allowed to team up, target major organs, if major organs infected then guy will die.
Setting:

A company called tribe develop the worlds 1st android, this was referred to as the guy project.
Not satisfied with their success, they wipe the androids mind and make it believe it is a human, then allow it to leave, to live as a human to see if other people can be fooled, as well as himself.

1 day guy was lead to the roof of a building by butch Thomson, the 2 are separated when guy witnesses a police office named Lorenzo Gutterez murder butch, Lorenzo spotted guy and then turned on him, pointed his gun and fired. This sent guy into a catatonic state as he was programmed with good intention and wasn’t made aware of how bad humanity can be, he then fell off the roof.

Guy was found with no sign of life, an apparent suicide. Lorenzo assured a quick investigation and suicide. As TRIBE were made aware of Guy’s death, they retrieved the body and began work on repairing guys body. As he was an android, although he seemed dead, robots can’t die. A lot of time, technology and money are given to the repair project as everyone involved thinks it was a suicide. A team of 4 are miniaturised inside a craft and enter Guy’s body in an attempt to aid in the repair of the body. 
Meanwhile, the shock of the events that occurred prior to guys ‘death’ create a phenomena, guy creates a mind. As he is an android, a copy of life, he is not supposed to have it, he responds to his programming and has no free will or desire. He then begins his fight to fully create his mind, overcome his programming and make decisions which will further expand his mind to take over from his CPU and become alive.

Narrative and events:

The game begins in guy’s mind, no hints, no objectives, no environment, just a black outline on a grid type surface. As time progresses something appears in the distance, after moving towards it, his appearance begins to take shape, as he reaches the thing in the distance, it turns into a door, after going through it, the environment changes to a magnificent white light and then shows some of the story of how he apparently died, it shows Lorenzo as a menacing character but not the specifics. As gameplay is resumed, the environment shifts into a road in the middle of a desert with buildings on either side, he is fully formed in his appearance now. At the end of this level, were shown everything that happened prior to guys death, then introduced to the arch enemy in his mind, a figure of Lorenzo Gutterez, only more menacing and seemingly in control of faceless zombie entities, this begins the game levels within the mind, after this level it becomes clear what will be expected in the forthcoming levels.
Cut to the real world, the team is assembled and briefed; it is made clear they think he committed suicide. The team are injected into an artery and gameplay commences, from here they travel to different parts of the body whilst avoiding the bodies natural defence, repairing what they can, flagging what they can’t for repair by the external surgical team.

The narrative switches (as does gameplay) from inside the body to inside the mind with a few scenes outside the body (not gameplay).

The story inside the body is they enter, travel from location to location, after repairing what they can they travel to the brain to kick start the android again. Once there another phenomena occurs, Imogen enters guy’s mind on the penultimate level. Guy becomes aware of Imogen and can communicate with her, Imogen still has her snipercyte rifle as her appearance is a projection of her mind which includes a weapon that is capable of destroying the enemy, they work out from this after they meet up (after communicating with each other their position and coordinating a rendezvous) that as its guys mind he should be able to control everything around him. As the situation seems hopeless and the impending swarm of zombies seem far to great to overcome, guy concentrates and slowly removes the zombies with his thought, parts of the environment follow, Imogen gets sent back to the Andora, but when it comes to Lorenzo, he cant remove him, it appears the figure of Lorenzo is not a part of guys mind he can control. The final level is of the battle between the figurement of Lorenzo and guy. As the environment is controlled by guy, it varies and goes through each level hes already been through, he can conjure up new, random and crazy weaponry. However lorenzo can do the same, and as a specified point is reached Lorenzo becomes aware of this and creates some random weaponry of his own, changes the environment to suit him and provides more of a fight.
Guy eventually defeats Lorenzo, as he does he wakes up and is greeted by the team.

The final scene is guy in real life who finds out where Lorenzo lives. He finds him, a very less menacing figure in real life, who is asleep. In 1 hand guy has a gun, in the other a telephone. It’s up to the game player to decide whether to shoot him or call the police. If guy shoots Lorenzo, he shoots at the back of the head, leaving an exit wound where his face was. The game ends as guy looks out the window and sees everyone outside as faceless figures the same as the zombies he fought in his mind, the last we see of guy is him holding his head looking very disturbed. If he calls the police, he has a happy ending and is last seen in daylight amongst other people, suggesting he is fully human and is living as one.
Motivating factors:

After the 1st level in the mind it is clear that to progress in the game, you need to complete the levels in the mind. The player will wish to succeed in this and so will be more motivated to complete the body repair in order to gain more strength for later mind levels. 

The figure of Lorenzo will be very desirable to battle and overcome due to him being a villain and responsible for guys condition.

Imogen’s relationship with guy and hopelessness with his situation coupled with contempt for Simon’s detached emotion for his current assignment should make the player empathise more with Imogen and guy, and provide them with more of a reason to complete the project, and to be more comfortable with the transition between controlling guy in the mind and the Andora team.

Having defeated Lorenzo in the mind, the player will wan to make him pay in real life, and may appreciate the chance of an alternate ending.

As guy progresses in the mind, it will become clear what it takes to be human, what separates us from animals working off instinct, and robots working on programming, this will provide an added interest in playing the game and progressing from level to level.
Gameplay:

Win conditions: in the mind, progress through the environment through negotiating obstacles, locked doors, fend off against zombies, and ultimately either defend yourself against Lorenzo or move past him. On the last level you must destroy him completely.
In the body, destroy infected cells in an area until there are no more, flag blood clots and large areas of cells beyond repair. Destroy cancer cells, stop them reaching to organs.

In the blood, move to an area whilst avoiding the body’s natural defences (white blood cells)

Death: in the body - being shot by plasma enough times in the body, 

In the blood - being dissolved by a phagocyte, shot at enough times by an antibody or toxic granules by t cells.
In the mind -  being mauled by zombies or Lorenzo

High flow of the game: (this has already been described in the story narrative)
Hours of gameplay: 40hours +
Resources/items/attributes: in the body - every time an infected cell is shot, it leaves behind a small amount of bio energy which when touched automatically gets absorbed by your biopack (the source of energy for your weaponry and your shield (health)
In the bloodstream – shooting a white blood cell that’s been alerted to your presence raises points and in turn, Jampwan’s sense of satisfaction which improves his ability to defend against phagocytes, t cells, b cells. (i.e. raising points raises health)
In the mind – crates containing health items which raise health can be smashed open. These are spinning murky shapes of orange.

Weapons: in the body
Simon Tanner's standard issue shoulder mounted cell destroyer, shoots cybercytes and megacyte grenades.
Imogen Gorsha's standard issue hand-held rifle cell destroyer, shoots cybercytes and long range snipercytes, has a long range scope, several snipercytes can be shot at the same time through the long range scope as a shotgun.
Lori McKenzie’s cluster grenade with cybercite shotgun.
Jampwan Khafayet's modified lasercyte, rapid fire, toggle between on and off, has a variable wide spray.
In the bloodstream, double cannons firing anti leukocyte substance and a rear anti natural killer white blood cell substance which acts as a rear grenade.
In the mind, a Viking like club which can be used to club zombies to death and smash up the environment. On the final level, a weapon can be used which varies in size from handgun to rifle to shotgun to very large laser. It can vary in what it fires, from bullets to laser, and has infinite ammo. It changes as the play selects which is best to use in the options screen.
Replayability: it is possible to save the game at a point where the character in the mind doesn’t have enough body repair level to defeat zombies, and so a kind of suicide level is created, they can create a game for themselves such as how long can you get before the zombies kill you, how many zombies can you allow to be created before they block all possible paths, how fast can you move by using the shoulder barge technique.
Also it’s possible to stay in the blood stream indefinitely, so there is an arcade game within the story mode. Also if you stay in the bloodstream for too long, you are bombarded with an array of the body’s natural defences along with an increase in heart rate and faster bloodstream. These 2 I expect will be played over and over, particularly at times of being stuck and frustrated during solving puzzles, particularly in the mind.

AI:

Characters:

In the mind:

The zombies and Lorenzo become stronger and smarter in each level. More zombies are created and need to react with each other to block off escape routes for guy. As they approach guy and identify him they will need to change in behaviour, slowly increasing speed, recognising what in the environment can be used as a weapon.
In the body:

A cell starts off its life as healthy, after it is infected by another cell, it slowly becomes more infected, changes colour, grows legs, infects the cells next to it, then breaks free of the other cells. They then travel around the area shooting infected plasma at healthy cells, infecting them. As a team member nears, it will shoot plasma at them, whilst running towards them trying to suck them into the cell. If left alone for too long they will jump on top of each other and create a cancer cell, these then travel towards the nearest organ quite slowly, shooting out ready made infected cells with legs at team members and healthy cells.

In the blood:

The NK cells need to recognise how hard they’ve been collided with by the Andora as this is what decides how many t and b cells are alerted to the area.

The phagocytes need to recognise how long they’ve been in contact with the Andora and to what extent it is trying to avoid it, this is what decides if the phagocyte can ingest the craft. Once inside, the Andora would need to keep firing at the same point for long enough to escape.

T cells need to randomly decide if they will shoot toxic granules or release cytokines to alert other t cells to the area. Also if they are alerted to the andora, after a certain period they will release cytokines anyway. Also as they appear on the screen they need to know if they’ve already been alerted by the NK cells or if they need to be within close proximity to recognise he Andora as a pathogen.

B cells colour needs to change and its movement to become more erratic after the correct antibody has been found.
Description of chunks in narrative order:

Name: mind introduction
Description: you play the game for the first time. You have no idea where or who are, memory comes back in flashes so that by the end of the level you know you are trapped in your mind, that you need to explore and progress to build up your mind enough to wake up and take control of your body. The character you control, guy, begins as an outline, and the scenery begins as a flat grid like surface, when a point is reached (a door in the distance) partial memory is acquired which you are shown. As gameplay resumes, the environment changes to a desert road with buildings on each side. In each building has a door, through each door is a room. 1 of the rooms is unlocked (whichever of the doors is tried first), as you move into it, the gameplay shifts to point and click. The correct sequence of events need to be played in order to attain a key for the next building. As you leave the room, you are confronted by a zombie, you don’t have enough energy or motor coordination to fight it so you must escape into the next room to find a club. As you find the club, you allow the zombie in and club it to death.
Geographical features: begins as dark place with a flat grid as a surface. Then becomes a desert road with 1 storey rooms on each side, very hot and slightly windy
Inactive scenery: desert all around, road, tumbleweed
Active/interactive objects: key in room 1, club in room2, crates in room 2 with health inside, sofa in room which can be picked up and thrown by you or zombie. Key for big building dropped by zombie.
Puzzles/traps/environmental challenges: room1 – objects must be sought out from the drawers and cupboards and placed in the correct locations. Room 2 – the club must be found and picked up, and the zombie must be clubbed to death and the key for the big building found.
Player specifics for chunk: health can be reduced by the zombie, finding the health objects corrects it
Characters for chunk: Guy Thornby, zombie, Lorenzo Gutterez
Weapons: club
Items: 2 keys
Music and sound effects: no sound or music to begin with, a brilliant vox (vocal sample used in wavetable or graintable synthesis) chord which gets louder as you approach the door. A white noise sound (almost like a wave break) as you go through the door. Heartbeat, male screams and gunshots during memory flashback. Wind sounds in the desert with variable strength, footsteps, eerie pads and low string instruments which come in and out as new challenges begin, complicated violins playing minor scales as zombie approaches and attacks, gargling sounds emanating from the zombie.
Challenges - communication: absolutely none, the player is expected to be as clueless as guy as to where they are and what they need to accomplish for this level.
Challenges – requirements: reach Lorenzo in the big building on the roof.
Challenges – reward: reach the next level.
Challenges – consequences of failure: death.
Name: bloodstream introduction.
Description: as the team enter the body for the first time, the blood is not flowing do to the heart not beating and partially drained of blood. The blood vessels are injected with a yellow plasma to highlight areas of bleeding, and heart pumped slowly. It is the task of the Andora to travel through the plasma repairing damaged blood vessels with the onboard laser, and use the grappler when there’s sufficient bleeding out to effect the current (which would suck the Andora out) and alert the external surgical team as the Andora would not be capable of repairing it.
Geographical features: in the blood, yellow shade .
Inactive scenery: few red and white blood cells but they’re dead, natural killer cells aren’t moving and randomly break off into the plasma stream.
Active/interactive objects: blood cells can be shot but little happens.
Puzzles/traps/environmental challenges: gaps in the vessel wall are to be closed using the onboard laser
Player specifics for chunk: none, game continues until all blood vessels are repaired
Characters for chunk: none are seen but here is banter between Jampwan, Simon, and Lori, with communication between Simon and Dr Willy Thornburg.
Weapons: on board laser, grappler.
Items: none.
Music and sound effects: drum n bass soundtrack, 179bpm, 4/4, lots of LFO on mid range synth sounds and simple 3 note melodies.
Challenges - communication: Dr Willy Thornburg address the team through Simon, Jampwan gives comedic advice to the player.
Challenges – requirements: repair all the gaps in the blood vessels, use the grappler when the blood vessels end.
Challenges – reward: progress to the next level.
Challenges – consequences of failure: there is no failure, the game continues (plasma continues to circulate) until all blood vessesls repaired.
Name: inflation.
Description: pilot the Andora though the trachea and the digestive system, leaving behind bio energy released from the Andora to recharge the cells.
Geographical features: digestive system, tight fleshy tunnels, cramped space.
Inactive scenery: mucus
Active/interactive objects: the walls of the tunnels will loosen as you go through them
Puzzles/traps/environmental challenges: no challenge, this is just an opportunity to give the player a feel as though things are more realistic, all he has to do is drive in the right direction, and listen to communication from Willy Thornburg and hints from Jampwan as to where to go and how to fly. 
Player specifics for chunk: all health levels remain consistent.
Characters for chunk: no character are visible but there are instructions from Dr Willy Thornburg, hints from Jampwan, and banter from the other 3 members of the crew.
Weapons: none, the Andora automatically distributes bio energy on this level.
Items: none
Music and sound effects: low level music of some kind of edm (electronic dance music) either big beat or bassline or breaks, consisting of 130-150 BPM, breakbeats and high frequency range synths with mix focusing in on the ambience.
Challenges - communication: navigation supplied by Willy Thornburg.
Challenges – requirements: simply negotiate the digestive system.
Challenges – reward: reaching the next level, increasing body repair level and providing guy with the motor coordination and more hospitable environment for progressing in the mind.
Challenges – consequences of failure: if a wrong turn is made or the team are lost, they can start again by transporting themselves back to the mouth to start again.
Name: school grounds
Description: in the mind. As guys fake memories began at his school this is the setting for the first level. He must negotiate the landscape, study rooms and kill zombies use objects in the environment to clear a path, and ultimately find butch Thomson to get information.
Geographical features: primary school, dark rooms, some so dark there is only light from the door, fields, playground, mist on the floor.
Inactive scenery: grass and buildings.
Active/interactive objects: desks, windows (can be smashed), curtains.
Puzzles/traps/environmental challenges: the player must make a map of the school in his mind, find a location he can use as a vantage point to find where butch is, then work out from memory how to get to where he is and corner him. Also, keys must be attained from the caretaker and headmaster to enter certain buildings.
Player specifics for chunk: nothing changes.
Characters for chunk: butch Thomson, various zombies representing fake characters from his memory.
Weapons: 6 shooter hand held gun.
Items: ammo for gun. 3 keys.
Music and sound effects: eerie pads, violins playing random notes as zombies approach. Grunts from guy as he’s shot, gargle sounds from zombies as they approach (variable on whether the zombie is an adult or child).
Challenges - communication: text at bottom of screen at the start of the level, and at each point a key is found and door unlocked.
Challenges – requirements: corner butch.
Challenges – reward: butch tells you about the exit and where he is, guy then becomes aware he is trapped in his mind.
Challenges – consequences of failure: death, restart from saved position.
Name: first showdown with Lorenzo
Description: as you leave the school you find a path which you follow, mist begins to surround, you are attacked by Lorenzo, in order to proceed you must fend him off.
Geographical features: misty road, can’t see 2 metres in front of your face.
Inactive scenery: mist, floor.
Active/interactive objects: debris on the floor such as leaves and twigs.
Puzzles/traps/environmental challenges: avoid 6 shots from Lorenzo whilst staying within close distance to attack him before he can reload
Player specifics for chunk: nothing changes.
Characters for chunk: Guy Thornby and Lorenzo Gutterez
Weapons: you may have some ammo left from your 5 shooter, other than that you need to use hand to hand combat to defeat him.
Items: energy items on the road, you get these after knocking Lorenzo over.
Music and sound effects: dubstep, mix very bass orientated, with glorious horns played in a stabby way.
Challenges - communication: no communication.
Challenges – requirements: defeat Lorenzo.
Challenges – reward: proceed to the next level.
Challenges – consequences of failure: repeat the level.
Name: bloodstream.
Description: travel through the bloodstream to get to another position of the body or just for shits and giggles. avoid or confront elements of the body’s natural defences trying to kill you, avoid natural killer cells, target them with your rear grenade if you bump into 1 to prevent it calling for reinforcements, avoid the phagocyte trying to swallow you up and dissolve you, shoot the t cell or the evasive b cell before it develops an antibody capable of killing you. Use the grappler to negotiate hard turns.
Geographical features: realistic bloodstream with not so realistic but pleasing colours, everything in a shade of red or blue depending on if you’re in an artery or vein. Speed becomes faster the longer you’re in, short increase in speed as the heartbeats.
Inactive scenery: plasma cells, proteins, glucose, mineral ions, hormones
Active/interactive objects: white blood cells (act as enemy) made up of NK,b and t cells.
Puzzles/traps/environmental challenges: if you bump into a NK cell, it will release cytotoxic granules to flag you for destruction from t and b cells, you can target it with a rear grenade to prevent it. The current is quite strong and will throw you into the wall and spin you out of control unless you negotiate the tune well. If targeted by a b cell you have little time to destroy it, otherwise it will b able to create an antibody capable of killing you and will be very hard to destroy. If you approach the heart you can time your entry so you don’t get crushed.
Player specifics for chunk:

Characters for chunk: none will be seen but you will hear communication from Willy Thornburg and the Andora team, with comedic banter from Jampwan.
Weapons: anti leukocyte substance (used to kill everything in front) laser (used primarily to seal or open wholes in the blood vessel wall) and the anti natural killer cell grenade (this fires backwards and produces a split screen for means of targeting).
Items: none.
Music and sound effects: hardcore or techno music. The sound effect for the rear grenade is a heavily chorused sustained mid range bass sound with LFO modulated filter, which lowers in pitch the closer it gets to its target, then a very dull muffled short explosion as it explodes. For the laser, a high frequency range filtered white noise with de-essing compression to produce a ‘kshhh’ sound which together produces a poppy sustained fizz to recreate the sound a laser would make underwater whilst cutting flesh.
Challenges - communication: communication is through verbal commands from Willy Thornburg.
Challenges – requirements: make your way to the next position in the body without sustaining enough damage to destroy the Andora.
Challenges – reward: none.
Challenges – consequences of failure: health is decreased by hits from the leucocytes. Enough of this will crash the Andora and will force the team to begin at the position of entry in the blood.
Name: infected cell shoot 1
Description: there is an infection running through the body. Infected cells infect others then grow feet, they then break free and either shoot plasma at healthy cells or run at team members shooting plasma at them. The team must search them out and destroy them, then move onto next area through the blood.
Geographical features: lots of hills and cliffs to climb pools of plasma, dripping water, rising blood streams that can be used by team to climb distances.
Inactive scenery: hills and cliffs.
Active/interactive objects: when an infected cell is shot it momentarily leaves behind bio energy which can be collected by a team member which automatically goes to their bio suit.
Puzzles/traps/environmental challenges: to climb, the team may need to select the correct person to jump first, then use their portable grappler to help others across
Player specifics for chunk:

Characters for chunk: Simon, Imogen, Lori, Jampwan
Weapons: each team member has their own weapon as described in the character and weapon sections of this document. The mobile infected cells shoot plasma out from their bodies, they have a seemingly unlimited supply
Items: none
Music and sound effects: ambient IDM (intelligent dance music, like Aphex Twin, completely random sounds yet based on EDM which has a constant tempo and BPM). Each gun has its own signature sound effect, and each team member has its own grunt as they get hit. When they die they all have similar screams/sighs.
Challenges - communication: each team member can communicate with each other, Simon usually spots places that need to be targeted first.
Challenges – requirements: destroy all infected cells before there becomes too many of them.
Challenges – reward: progress onto the next level.
Challenges – consequences of failure: if a team member dies they wont rejoin the group until the level is complete or every team member dies and the level restarted or the last save point is loaded up.
Name: “it’s a zombie massacre”.
Description: guy is back trapped in his mind, this time he is in his home town. He needs to reach a certain point across town, killing all zombies along the way. In order to succeed he must be constantly running
Geographical features: city centre, derelict houses, graffiti, hills, train stations, underground train stations, subways.
Inactive scenery: as above
Active/interactive objects: as above, although the glass can be shattered, shops broken into, chairs thrown, doors kicked in.
Puzzles/traps/environmental challenges: in order for guy to complete the level, he must constantly run as soon as he is targeted a zombie, otherwise he will be cornered. He must evade observation until he reaches the guns and knives shop. Here he arms himself to the teeth, then he can run and shoot everyone.
Player specifics for chunk:

Characters for chunk: zombies of various size, Guy
Weapons: p-90, shot gun, club
Items: none
Music and sound effects: dark IDM and classical until he is spotted, then its techno. Each gun has its own sound effect, the zombies gargle, guy grunts when hit, and groans when killed.
Challenges - communication: text at bottom of screen at the beginning.
Challenges – requirements: reach the opposite side of the city.
Challenges – reward: none.
Challenges – consequences of failure: death, restart level.
Name: showdown with Lorenzo 2.
Description: after crossing the bridge from the last level, a mist comes in around guy, he hears Lorenzo shout out so goes into the nearest building, here he loses his vision and only sees everything as a bright white. He doesn’t see obstacles, only their shadow.
Geographical features: none, just shadow.
Inactive scenery: wooden beams holding up the roof of a 4 storey hollowed out derelict house
Active/interactive objects: crates that can be hidden behind.
Puzzles/traps/environmental challenges: hide from Lorenzo, evade his shots, then grapple with him, coaz him up to the top level then eventually throw him off.
Player specifics for chunk: nothing changes.
Characters for chunk: guy and Lorenzo.
Weapons: only Lorenzo is armed with his 6 shooter handgun.
Items: none, but crates can be lifted and thrown to draw out Lorenzo as a decoy.
Music and sound effects: no music, just eerie echoes from each character’s footsteps.
Challenges - communication: none.
Challenges – requirements: kill Lorenzo (temporarily) by throwing him off the 4th storey.
Challenges – reward: gain a 6 shooter permanently.
Challenges – consequences of failure: restart level.
Name: infected cell shoot 2

Description: there is an infection running through the body. Infected cells infect others then grow feet, they then break free and either shoot plasma at healthy cells or run at team members shooting plasma at them. They are now combining to form cancer cells. These cancer cells shoot out mobile infected cells and are moving towards the organs of the body. The team must destroy them before they reach organs.

Geographical features: lots of hills and cliffs to climb pools of plasma, dripping water, rising bloodstreams that can be used by team to climb distances.
Inactive scenery: hills and cliffs.
Active/interactive objects: when an infected cell is shot it momentarily leaves behind bio energy which can be collected by a team member which automatically goes to their bio suit.

Puzzles/traps/environmental challenges: to climb, the team may need to select the correct person to jump first, then use their portable grappler to help others across. Only certain weapons can be used to kill the cancer cells and they must have enough bio energy, so the other team members should collect as much as they can and then given to the team member with the correct weapon.

Player specifics for chunk:

Characters for chunk: Simon, Imogen, Lori, Jampwan.
Weapons: each team member has their own weapon as described in the character and weapon sections of this document. The mobile infected cells shoot plasma out from their bodies, they have a seemingly unlimited supply, the cancer cells also shoot out additional infected cells.
Items: none.
Music and sound effects: ambient IDM. Each gun has its own signature sound effect, and each team member has its own grunt as they get hit. When they die they all have similar screams/sighs.
Challenges - communication: each team member can communicate with each other, Simon usually spots places that need to be targeted first.
Challenges – requirements: destroy all infected cells and cancer cells before there becomes too many of them.

Challenges – reward: progress onto the next level.
Challenges – consequences of failure: if a team member dies they won’t rejoin the group until the level is complete or every team member dies and the level restarted or the last save point is loaded up.
Name: army of zombies.
Description: lots of zombies in a location, they’re working together. This represents fake memories for when people work together in his mind, such as sporting events and work. Guy must hide and pick out a few at random.

Geographical features: 1 vast field

Inactive scenery: boundaries on either side, trees.

Active/interactive objects: branches, rocks, stones.
Puzzles/traps/environmental challenges: in order to kill all of the zombies, the weaker zombies need to be killed first, then guy receives a gun (out of thin air, as its his mind, as his confidence increases, he is able to conjure it up, he is not aware he did it yet though) if too many zombies are alerted to his presence he needs to constantly run to avoid being cornered.
Player specifics for chunk:

Characters for chunk: guy, zombies.
Weapons: 6 shooter eventually, until then he needs to use his hands and active environment
Items: he can collect stones to throw

Music and sound effects: IDM, usual mind sound effects

Challenges - communication: text at bottom of screen.
Challenges – requirements: kill all of the zombies.
Challenges – reward: progress to next level.
Challenges – consequences of failure: if too many zombies are alerted to guy’s presence, they can work together to surround him. He has nowhere to hide due to the boundary.
Name: infected cell shoot 3

Description: the infection running through the body has created an army of infected cells and cancer cells. There is way too many for the team to destroy so they must sneak around, lay traps for the cancer cells in the form of pits they must dig, and pick off sections of mobile infected cells without allowing the fight to spread and alert other sections of mobile infected cells.

Geographical features: lots of hills and cliffs to climb pools of plasma, dripping water, rising blood streams that can be used by team to climb distances.
Inactive scenery: hills and cliffs.
Active/interactive objects: when an infected cell is shot it momentarily leaves behind bio energy which can be collected by a team member which automatically goes to their bio suit. 

Puzzles/traps/environmental challenges: to climb, the team may need to select the correct person to jump first, then use their portable grappler to help others across. Only 1 weapon can create an area responsive to another weapon to create the pit, the final weapon need to be fired as the cancer cells are on the area otherwise they will avoid it. As the shot is fired the team become spotted by the army, they must move to another area.

Player specifics for chunk:

Characters for chunk: Simon, Imogen, Lori, Jampwan.
Weapons: each team member has their own weapon as described in the character and weapon sections of this document. The mobile infected cells shoot plasma out from their bodies, they have a seemingly unlimited supply, and the cancer cells shoot out mobile infected cells.
Items: none.
Music and sound effects: ambient IDM. Each gun has its own signature sound effect, and each team member has its own grunt as they get hit. When they die they all have similar screams/sighs. As a cancer cell falls into a pit, it lets go a very low harmonic grunt, like Godzilla.

Challenges - communication: each team member can communicate with each other, Simon usually spots places that need to be targeted first.
Challenges – requirements: destroy all infected cells before there becomes too many of them.

Challenges – reward: progress onto the next level.
Challenges – consequences of failure: if a team member dies they won’t rejoin the group until the level is complete or every team member dies and the level restarted or the last save point is loaded up.
Name: in the spine.
Description: travel up the spine repairing neural pathways, applying bio energy to the spine, and avoid neurons.
Geographical features: 3 rings (later becoming 8) the Andora travels around with the spine in the middle (viewed on the left) each ring that spirals around and up the spine is a big groove
Inactive scenery: as above.
Active/interactive objects: there are divots on the spine the Andora can jump into and deposit bio energy.
Puzzles/traps/environmental challenges: each ring has a groove the spaceship must surf from side to side to slow down the craft, and to jump from 1 to the other to avoid neurons, also to use momentum from double jumps to reach the spine.
Player specifics for chunk:

Characters for chunk: Andora team.
Weapons: on board weapons but use of them will destroy the neural pathways.
Items: none.
Music and sound effects: no music, neurons have a whooshing sound. As Andora is no longer in liquid, the exhaust now makes a sound, also if the Andora is at an angle, there is an aerodynamic sound like a plane.
Challenges - communication: at the start of the level, Willy informs the team of having to reach the brain through the spine, but the challenge ahead is a complete mystery as no one knows what to expect. Willy says you must deposit bio energy to the spine but not how, the extent to how successful you have been comes in the form of colour change of the spine
Challenges – requirements: reach the top of the spine without being smashed by a neuron, give the spine enough bio energy to create a bridge from neck to brain. Every time you complete 1 length of the spine, you go back to the start, this time with another pathway, eventually you need to create 8 (they don’t all follow the same direction. You also need to build up speed the closer you get to the neck to be transported along the bridge from top of spine to brain.
Challenges – reward: to give guy the chance to switch off his CPU, for Andora team to travel to brain.
Challenges – consequences of failure: being hit by a neuron either knocks you back and into the path of another neuron and ultimately smashed, or knocks you off the ring. If this is the case you don’t die, you just start again. Failing to light up the spine with bio energy doesn’t kill you off, you simply start the level again.
Name: turning off the CPU.
Description: guy begins this level in a black room. A flash of blue-white light comes on, the player must tap the keypad at the same rhythm as the flash, it then connects to guy like a balloon to the waist and lights up a bit of the room. Guy can now see what he’s doing, he must now switch off his CPU.

Geographical features: a circular room with wires and cables and chipsets

Inactive scenery: chipsets.
Active/interactive objects: cables.
Puzzles/traps/environmental challenges: get enough light from the seemingly random flashes, then remove the cables.
Player specifics for chunk: guy loses motor coordination if he removes the incorrect cable. Its ok as the task can still be accomplished no matter what sequence the cables are taken away. Also perspective changes, from turning upside down to seeing in 360 vision within a narrow angle in front of you.
Characters for chunk: guy in FPS.
Weapons: none, you have to use your hands.
Items: none.
Music and sound effects: no music, just echoes of interacting with objects.
Challenges - communication: none.
Challenges – requirements: switch off CPU by removing cables.
Challenges – reward: turning off the CPU allows guys mind to fully switch on.
Challenges – consequences of failure: this level is easy to complete, but there needs to be enough body. repair to complete without being too confused with change in perspective.
Name: penultimate level.
Description: Imogen joins guy in his mind. They are either side of a maze of buildings. Gameplay switches between the 2, each moving towards the centre.
Geographical features: streets, buildings, during the day, moving to night.
Inactive scenery: cars in the street, walls of buildings and fences.
Active/interactive objects: car doors.
Puzzles/traps/environmental challenges: negotiate the maze of alley ways, move slowly to avoid detection.
Player specifics for chunk:

Characters for chunk: Imogen, Butch, Guy, Lorenzo
Weapons: Imogen has her snipercyte which now can affect zombies, guy has his 6 shooter, lorenzo has his 6 shooter which can now shoot very powerful shots and can kill with 1 shot.
Items: health items inside crates.
Music and sound effects: drum n bass, fairly slow, intricate drum patterns, powerful strings and midi orchestra. Hopefully we will be able to license a song from high contrast or other hospital recordings artists
Challenges - communication: guy can communicate with Imogen. As they meet up they work out that guy can control things with his mind.
Challenges – requirements: as Imogen, reach guy. Kill or avoid the zombies.
Challenges – reward: reach the last level, and to be able to send Imogen home and allow the Andora to leave the body.
Challenges – consequences of failure: if either Imogen or guy dies, the level restarts.
Name: showdown with Lorenzo: final.
Description: gun battles, negotiate obstacles thrown at you, hand to hand combat. Destroy lorenzo once and for all.
Geographical features: you go through each of the levels covered, including some set in the body
Inactive scenery: as we’ve seen.
Active/interactive objects: all that we’ve seen.
Puzzles/traps/environmental challenges: at certain points, Lorenzo throws things at guy, guy must jump on to these in order to be able to get closer to Lorenzo and shoot him with his randomly generated gun which at these times will have a trajectory which requires extra height to reach the target.
Player specifics for chunk: both you and Lorenzo increase in strength.
Characters for chunk: Lorenzo, Guy.
Weapons: both start out with 6 shooter pistols, then random weaponry is used which act in the same way, but with a different shot, such as a shotgun cartridge, or full metal jacket, or grenade, or flames, or laser/laserbomb
Items: health items.
Music and sound effects: all we’ve seen including new sounds for random weaponry.
Challenges - communication: Lorenzo is constantly taunting guy, through which you can pick out instruction.
Challenges – requirements: defeat Lorenzo by hitting him once in each of the locations.
Challenges – reward: complete the game
Challenges – consequences of failure: start the whole level again.
Final scene. You have a choice after regaining consciousness as to whether or not kill the real lorenzo. If you do, this is the incorrect choice and ends with guy losing his mind, going crazy and him seeing each person outside as a zombie. If you don’t, you alert the police to him instead. This is the correct choice and ends with him being among other people treating him as a human.

