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GAME OVERVIEW
Abstract

A 2d exploration game, set in the 
far future, where the player has 
to navigate through an 
inhospitable wilderness littered 
with remnants of a lost 
civilization, to find their home, 
whilst trying to discover a new 
way to live in this extreme new 
world.

About the Game

The player character of Digby, sets out from their home 
settlement with the hopes of establishing a new 
settlement. They are joined by a team of misfits, who 
seem, at first, to be more of a hindrance than a help. 
They soon lose their bearings after a violent sandstorm 
and have no choice but to forge on and find a place to 
camp, as they lose all trace of their way home. 

The player will help manage the camp and its members, 
expanding it and setting up plots for farming, whilst 
also striking out from the safety of camp in search of 
any signs pointing to their home town of Chasm, a 
settlement dug into the walls of a huge crevice in a 
cliff. Developing relationships with the other camp 
members is integral to the player’s progression and they 
are encouraged to be open and communicative.

When exploring the wilderness, the player will stumble 
across relics of a lost civilization (out current 
civilization) which will reveal information about what 
happened to them – their abuse of nature lead to extreme 
climate change, pollution and destruction of society. 
Experiencing a world made almost unrecognizable and 
extremely inhospitable as a result of the abuse of our 
society should hopefully make the player think more 
mindfully about how they treat nature and perhaps change 
some of their habits to be more environmentally positive.



  

Goals

My main goals for this project are
To explore environmental issues through 
some kind of narrative.
To gently encourage people to live more 
mindfully and be more respectful of 
nature.

My game is set in the far future after 
our civilization has fallen due to 
neglect of the planet, this has resulted 
in massive changes in the environment, 
weather and organisms. The people the 
game follows have little to no knowledge 
of the civilizations before them and I 
want the player to gradually glean more 
and more clues about what happened to 
the people of our time by exploring the 
environment. I don’t want to be overly 
blatant about the messages and I don’t 
want to seem preachy. I’d rather it be 
apparent in the underlying tone of the 
game and the smaller details.

User Experience/Market Research

Target Market – Ages 12+, but 
accessible for any age due to non-

demanding gameplay, no need for fast 
reflexes or button mashing. The 

casual nature of the gameplay would 
hopefully appeal to people who are 

not avid gamers and therefore expand 
their knowledge of what the medium of 

games can do, beyond simple 
arcade/phone games. I would like 

everyone to be able to play this game 
and gain something from it.



  

GAME INFO
The player takes the role of Digby, a beetle person who lives in a settlement 
called Chasm that is carved into the walls of a huge ravine in a cliff. The people 
of Chasm have lost touch with their origins but they know that the world outside 
is dangerous and wild and that their city is the only refuge against the forces of 
nature. Only and the bravest and strongest are permitted to step foot on the 
surface to farm hardy crops. These farmers are seen as heroes and celebrities and 
the whole city mourns when, every so often, one of them is killed or abducted by 
the mysterious beasts that live on the surface. 

Digby is stifled and overlooked by their large, frantic family and wants 
desperately to make a name for themself by becoming a courageous farmer, despite 
the occupational hazards. But when their application is rejected, due to their 
small stature, they are approached by a member of the council with a proposition -
join a team that will strike out from Chasm with the hopes of establishing a new 
settlement. Naturally, space is limited in Chasm and overpopulation has begun to 
cause unrest amongst the people. Digby jumps at the chance to be one of the 
intrepid founders of a new settlement, but shortly into the mission, after getting 
to know the rest of their team, they realise that they are simply a collection of 
misfits and rejects with no expertise, on a mission that will almost definitely 
fail. And failure on the surface means death. 

Eventually, Digby’s resilient nature and optimistic attitude prevail and they 
become the unlikely leader of the group. Dragged along by Digby’s momentum, hiding 
from the beasts that roam the surface and surviving searing sandstorms,  the team 
make it to a seemingly suitable place to set up camp. However, the sandstorms have 
disoriented them entirely and they have no idea which way leads home to Chasm. The 
arid landscape seems endless and any landmarks they charted on the way are 
obscured by the shifting sands. The team’s job now is to comb the landscape of any 
signs of home whilst excavating a new place to live for their people.



  

Gameplay
Exploration – 2d side-scrolling through different 
areas that are accessed through ‘doors’.

Exploration in the wilderness – the player starts 
at the base camp and can choose to go out to 
explore. Just outside the cave camp is the small 
farm they are building and a few other bits. But 
beyond that is open wasteland. 

The player starts with a certain amount of stamina 
that will deplete as they spend time outside due 
to the heat in the daytime and the cold at night, 
as well as the sandstorms and other environmental 
hazards. The distance the player can explore is 
dictated by this stamina level but the player can 
progress further with the assistance of camp 
members who can open shortcuts. 

Whilst out in the wilderness, the player will come 
across some relics from a lost civilization and 
also recent clues of other people. There will be 
no NPCs or encyclopedia entries to deliver the 
information, it will all be delivered through the 
environment and Digby’s inner thoughts about what 
they find. 

Management – the player can make choices about how 
the camp progresses – how to expand the cave 
system of the camp, what plants to farm, what 
tasks the camp members should do. This will happen 
contextually by speaking to certain members, where 
dialogue options will be available to select. The 
plans will then take shape over the next few days.



  

Gameplay

Ideas for possible discoveries in wilderness - 

-a seemingly natural formation that turns out to 
be buildings and structures from the past.

-a lake filled with plastic remnants, islands of 
plastic, partially broken down so that the water 
is full of chemicals and looks pearlescent.

-finding what looks like a recently abandoned 
settlement with recent signs of activity.

-a giant empty nest/burrow that might belong to 
one of the mysterious creatures.



  

Game Controls



  

Aesthetic



  

Aesthetic
Mad Max: Fury Road

Koyaanisqatsi



  



  

Chasm City Concepts



  

Characters



  

Characters
DIGBY

Beetle. From a poor family of production workers, one of 10 
children. 

Personality:

-steadfast
-resilient
-naive
-idealistic
-impulsive

Skills:

-Leader of the group – not due to age or status, but 
temperament and because no-one else rose to the task.

-Very sturdy, lots of stamina and tough body. More 
resistant to the harsh weather and temperatures.

-Very strong for their size – can lift up to 5x their 
body weight and fall from heights without much damage. 

 



  

Characters MAL
Moth. Child of one of the council members, tried to kill said parent and is 
effectively banished from Chasm.

Personality:

-Very grumpy and sulky – a foil to Digby. 

-Cynical of everything and everyone. Doesn’t trust anyone due to having parents in 
government and politics, initially very suspicious of Digby’s cheery, open demeanour 
but gradually realises it’s for real.

-Begrudging and mopey to the max.

-Likes carving things out of stone, bones, wood etc. Loves knives and is usually 
sharpening them or fiddling with them. 

Skills:

-Very observant and has quick reflexes despite moving sluggishly most of the time.

-Keeps notes on everything, is very book-smart and can regurgitate facts at will, 
often when no one asked.

-Practical and takes Digby’s impulsive ideas and makes them achievable, is the brains 
of the team. 

*** Special Skill: Reveals hidden areas or solutions to environmental puzzles if 
interacted with enough throughout game. 

 



  

Characters ALOMA
Butterfly.  The child of a nature-researcher who was fascinated by the surface and 
wanted to study the surface beasts, who repeatedly tried to get to the surface and in 
the efforts to stop them was accidentally knocked off one of the upper levels of a 
chamber and killed. Aloma wants to study the surface beasts and record information to 
fulfill their parent’s dream.

Personality:
-Very contained and distant. Speaks rarely and quietly. Is seen as rather aloof and 
arrogant but is actually just unused to casual conversation and other people.

-Curious about the flora and fauna of the surface and often gets into trouble trying 
to get a closer look.

-Daydreams a lot and gazes at things.

-Feeble and fragile, not used to physical tasks and very slow at completing any thing 
they are asked to do, so the others tend not to ask. Carried by Otto a lot when 
travelling.

Skills:
-Vast knowledge of specific plants and creatures and their natures.

-Can identify species and can glean information from nature such as approaching 
weather and location.

-Has a nice singing voice and duets with Sloan sometimes.

***Special Skills: Can use knowledge of plants to manipulate them if obstacles or to 
create paths.

 



  

Characters OTTO Woodlouse. Their parent disappeared whilst farming on the surface, 
presumably killed by a surface beast, but because there was no 
evidence of their demise, Otto wants to search for them. 

Personality: 

-Simple and almost childlike, the reason they were ostracised from 
society. 

-Easy to please and to anger. 

-The ‘home-maker’ of the group, very gentle and kind.
Scared of many things despite being a formidable force due to their 
large size and armoured skin.

-Takes care of everyone and tries to please. Will protect others if 
they are in danger even though they are very scared.

Skills:

-Huge and strong with protective hide.

-Stronger even than Digby but tires easily and requires lots of 
food.

-A great cook, even with limited ingredients.
Digs tunnels and caves for the camp. 

*** Special Skill: Can move huge obstacles that block the path or 
throw Digby to higher places.



  

Characters SLOAN
Spider. A swindler and known thief who will be pardoned if the complete the 
mission. Lives alone with their many spoils. 

Personality: 

-Charming and dramatic, but devious.

-Lies so naturally, no one knows if anything they say is true.

-Always tries to talk their way out of chores and obligations. Very lazy and 
wants everything to be easy. They are used to stealing what they want, not 
working for it.

-Has a soft spot for Otto and doesn’t try any ploys or play tricks on them. Otto 
is extremely trusting and gullible and the only time Sloan tricked Otto, Sloan 
felt the beginnings of guilt forming inside them.

Skills: 

-A talented entertainer and storyteller. Can spin wild tales and bring them to 
life. 

-Excellent at swaying conversations and persuading people, even if they are 
aware of his games.

-Can juggle well and perform acrobatics, very agile.
 
-Sings well and duets with Aloma sometimes.

*** Special Skill: Can weave webs to create bridges and ladders for the player.



  

Inspirational Games

Hollow Knight

The aesthetic has inspired my idea, with the 
anthropomorphised bugs and glowing caves. But 
I also really love the charming but simple 
character designs and how information is 
revealed to the reader using environmental 
clues, similar to Souls game (expanded on next 
page). The designs, especially for the 
environments are very clever and well-thought 
out as the architectural details really look 
as if bugs have designed them.



  

Inspirational Games
Dark Souls & Bloodborne

Specifically, I took inspiration from the way that progression 
is handled in Dark Souls and Bloodborne with the use of 
shortcuts. I like how even though the player hasn’t advanced 
or gained any particular skills to make exploring the world 
easier, they are able to advance through the opening of 
shortcuts. In my game I want the player to have a set amount 
of stamina that dictates how far they are able to travel, and 
by opening shortcuts, they can make that stamina go further to 
reach new areas. The feeling you get when you open a shortcut 
in Souls games is one of relief and accomplishment, the 
feeling that you have conquered the area somewhat, making the 
travel not so daunting. 



  

You begin to see statues like these, 
which all have the recognizable head 
shape with many indentations.  And 
then before long you begin to see 
huge creatures like this clinging to 
the sides of buildings. 

Another thing that is excellent about these games, 
something I have noticed more in Bloodborne, is how the 
decorations and accents of the architecture and 
surroundings subtly change as you progress throughout the 
game, coinciding with the player’s discoveries or 
foreshadowing future discoveries. For example, as more 
elements of cosmic horror are revealed in Bloodborne, the 
statues and decorations on the buildings start to mimic 
the designs and motifs of the cosmic horror creatures, you 
begin to see a few hints as you progress and more and more 
the environment changes to reflect the new themes 
introduced.  

Dark Souls & Bloodborne



  

Journey

Journey is inspirational to me because of the 
way it handles revealing narrative through 
the environment using visuals such as the 
murals and environmental design. There is no 
dialogue or text yet it still manages to 
convey a narrative about the world and what 
happened in the past.

The graphic and minimal way the environment 
is designed is very bleak yet beautiful and 
encourages the player to take a
breath and reflect.



  

The main inspiration behind this game idea is my extensive research into environmental issues. In Phase 1 and 2, I have 
researched into many different avenues concerning this wider theme, including different cultures and their relationship with 
nature, what activists and influencers are doing to persuade people to alter their lifestyles to positively affect the 
environment and how different stories in lots of different mediums have tackled the issues facing our world. I hope to 
influence people with my game, or even just open their eyes slightly to how the way we live affects the environment greatly 
and we hardly realise it, due to our capitalist society and the focus put on consumerism which is actively destroying our 
world every day. 

My research can be see on my blog - https://emilyclay3rdyeargames.wordpress.com/sustainability/

Research



  

Project Deliverables

Digital Game. PC. 2D. Keyboard (possible controller 
support).  - available to download from itch.io or 
dedicated website for free.

Arcade – playable game with image boards and posters and 
perhaps some things to give out like stickers or business 
cards.

Specifics to be made:

A 20min section of game – 

-Show set up in cutscenes and linear gameplay sections – 
then expanding out once reaching the new settlement. 

-A large enough area for the player to explore in roughly 
10-15mins- with a few landmarks/relics to discover.

-NPCs with some dialogue each, revealing some of their 
backstory and personality.

-Final pixel assets for the entire area and all 
characters – with animation and hand-drawn dialogue 
sprites.

-Some simple ambient music – for exploring, resting in 
cave and Chasm city. 

Project Structure

I am working by myself so there will only be me 
to organize for and schedule. As for 
methodologies, I aim to work very reflectively 
and create lots of iterations and prototype 
versions. I believe the Agile methodology is 
the most free and natural to me, so I will try 
to follow that, although the way I think and 
work is not very structured so I may stray from 
that at times.

-Introduce Digby as main character – player starts off in 
their room as Digby – when there is a visitor – a council 
member delivering their rejection notice for Digby’s farmer 
application, but they also offer Digby a chance to join a 
team going to explore the surface to find a place for a new 
settlement.
-Digby accepts and is taken to meet the new team, they 
attempt to say goodbye to their family but it is too hectic 
and they are ignored, the leave a note instead. Digby meets 
the team and has some inner thoughts about each of them, 
they prepare then set out. (The player travels through Chasm 
to get to various points and can explore on the way)
- The team venture out onto the surface and set out. They 
pass various relics of the past but when a sandstorm hits 
and they lose their bearings. They cannot find their way 
home. The keep going with Digby’s enthusiasm and eventually 
find a cave that is suitable shelter.
- From here the player can now set out to explore an area of 
the landscape. The game will be open ended and include some 
discoveries to give the player a feel of the full game. 

Project Plan



  

PC GAME – Keyboard (possible controller support)
Free download online – possible Switch/PS4 version

Target Audience: 10+ years. People who like 
exploration games, casual games and character focused 

narratives. 

Thanks for listening!
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