
Initial Concept Style Bible: 

A quick access guide of the style for the game that we are aiming for. 

Conceptual Design Document 

Brief – Outline of what will be the focus of the project. 

Our focus within this project is to collaborate to create an interactive level prototype of the 

described game. Due to this the main focus has shifted to make the final product as clear and well-

reasoned as possible.  

Primary focus for the characters is going to be on the protagonist. Additional attention to at least 2 

of the ally characters will be taken through to the final prototype whereas the other 2 characters 

development will be under the discretion of all involved in the process. 

Similarly the focus for the environments is falling on the tutorial level of the game, the dock/harbour 

(situated half and half between the middle and working class). Attention will be on the harbour as 

this is the introductory level of the game and in-game will follow on directly after the intro 

animation.  

As a team we all have varying differences of involvement and hopefully the outline below will help 

everyone to understand the vision of the project and where everyone fits in.  

 

Overview – Game  

(Game: the verbing noun) is a single player role playing game set in the fictional city of Paragonia. It 

features a character focused narrative as seen in Bioware’s Dragon Age and Mass Effect series, but 

combines this with the collective community experience in the online features in Demon’s Souls, 

Dark Souls. Insert buzzword sentence.  

 

Basic Game Details – 

Genre:  

Best classified as an Adventure Role Playing Game. 

Target Demographic:   

Our audience is between the ages of 16 to 32, based in the regions in North America and Europe. We 

aim to hook gamers who value character driven narratives situated in rich and immersive worlds.  

Alongside fans who regularly engage in emotional experience integrated media. 

PEGI aim:  

16 

Perspective:  



The main camera is 3rd person, a set distance away from the character. When investigating objects, 

the camera stays in 3rd person but fixes looking over the characters shoulder. 

 

Visual Style: 

A realistic twist on cell shaded graphics. Similar to Borderlands textures style. Keep things simple. 

In regards to the physical style of the design, the world is going to be fairly exaggerated i.e. 

elongated limbs. The style should reflect the mix between cartoon and adult to respond to the target 

audience.  

The cel shading and border detection (outlines) will mimic the idea of the animated comic for the 

intro animation, and make a smooth jump from animation to in-game graphics. 

Refs: 

 

 

 

 

Environments –  



Atmosphere: 

In-game the setting is a misty cold autumn month. The climate is changing to accommodate the 

winter months in which the City is faced with drastic weather changes. The majority of the time sleet 

pours down from the sky with intermittent hail and sometimes a light sprinkle of snow. The sea is 

fiercest at this time of year as the warm winds from the west swoop over and clash with the cold 

northern winds just off the coastline. This creates a terrible fog that drifts steadily inland and covers 

the majority of the city when the sky showers have stopped.  

City description:  

A utopian dream based of off the ideal of social reform. The City’s distinguishing feature is the 

intrusive central tower in which the social order known to the public as The Elitist lives and controls 

the City. The city is segregated into social classes as part of an initiation deployed 37 years ago when 

the great colonies began rebuilding humanity.  

Districts: 

Upper – 

The upper class follows a mixture of trends. Half features the Bauhaus stylized clean defined 

structures like the Elite class, whereas the other half defines themselves by rich cultural 

artefacts. The cross-over of aspiring to become elite and follow their style with the natural 

need to live a life full of beautiful things often clashes to create some unique architecture 

and design.  

From the below images: 

 Structure vs organic shapes 

 Unique features i.e. the floating bed and sofa/bed 

 Light and airy spaces, value natural light. 

 Creativity 

 Materials: 

o Plaster 

o Metal 

o Glass 

o Concrete, similar to elite 

 Diversity between the districts in the upper class sector. 

 



 

 

 

 



 

 

Middle – 

The middle class is set in a distinct uniformity. The houses are communal, split into 9 cell 

pods per commune that vary by design but all have the same core values. All communes 

have a distinct style varying on which district they reside in within this sector.  

The society values the creativity of the upper class sector and has directly had several top 

architects design the central financial district of the middle class. 

From below images: 

 Pod shaped houses 

 Mixture of materials 

 Finance district high design to reflect nature of their work. 

 Materials: 

o Concrete 

o Fake wood 

o Plastic 

o Glass 

o Metal 

 Connected pods in the commune 

 Maximise light 

 

Development /Ideas: 



 

Home ref: 

 

 

 



 

 

Financial District ref: 

 

 



 

 

Working – 

The manual labour force sector is defined by the main body of it being focussed on 

workstations, with the minority being living quarters. It is split into 5 divisions, 3 of which 

hold workplaces and 2 that have living areas. Half of the entire landmass of this sector is 

dedicated to the farming for the whole city population.  

This sector is best described as the industrial section. 

From below images: 

 Materials: 

o Recycled plastic 

o Metal 

o Some glass 

 Modern take on medieval design; drawbridges, fold out windows 

 Houses are designed to maximise small spaces – Fold out bed, cupboards etc. 

 



 

 

 

 

Lower – 

The lower class of the city began with a similar, smaller version of the pod communes in the 

middle class. Over time as the population grew out of hand, any reusable materials were 

sourced and utilised by the people to create a shanty town. In its current state the lower 

sector is undergoing major reconstruction by the elite class as they believe that the situation 

has got out of hand.  

Several parts of the shanty town are established as separate districts. Three major districts 

are established and have been designed to mimic a pyramid effect of hierarchy of the 

people. The highest being the most respected and lowest being the less appreciated within 



the society. Between the three districts the only distinguishing features are the favourable 

building materials and the idols/statues alongside graffiti symbols that identify which district 

you are in.  

From below images: 

 Materials: 

o Anything that can be found. 

o Scrap metal 

o Plastic instead of glass 

o Stone – dry stone building is favourable 

o No glass 

 Houses piled on top of each other. 

 Waterways lie at the bottom of the sector, hidden from the sun. 

 Venice style of street system. 

 Scrap houses, reusable, renewable society. 

 Base level of houses is constructed of commune areas that reflect the idea of the 

Dafen Art Museum. 

 

Development/Ideas: 

 

Architecture ref: 

Overall style: 

 



 

 

 

 

District 1: focus on metalwork 

 



 

 

 

District 2: focus on reinforced plastic 

 

 



 

District 3: focus on traditional homes, Stone. 

 

 

 

 

Culture/Society Refs: 

 



 

 

Elite –  

Elitist’s, due to their passive nature, do not need any materialistic or cultural items. Situated 

in 6 vertical towers that stand at the uppermost parts of the central communication tower in 

the City, the Elite maintain a simple design. The aspect of the towers features a mixture of 

organic and renewable materials with one key design principle, simplicity.  

A value is on other living organisms, so plants are rife in the Elite interiors. Bodies of water 

reflect the calm nature of the Elite whom lack most of the negative human emotions. 

Uniformity is key to the living spaces of the Elite, but the communal areas lack this style and 

instead adopt an open inviting area. The living quarters are designed to house family units, 

although the Elite do not actually follow this specific structure, it is solely to amuse the 

citizens and reassure them that the Elite value the same things as them. 

Living quarters are situated in the central tower, working stations in the outer towers and 

the communal areas in both. 

From below images: 

 Materials: 

o Concrete  

o Metal 

o Glass 

o Wood, Bamboo 

 Light airy spaces 

 Lots of glass feature, floor to ceiling windows, glass floors etc. 

 

Refs: 

Communal: 



 

 

 

Living quarters and Working Stations: 

 

 



 

 

 

 



 

 

Presidential Area: 

 

 



 

 

Central Tower – 

Requirements: 

 Multiple levels 

 Structured design 

 Concave and convex feature 

 Natural light is main source of lighting 

 Materials: 

o Glass, lots of it. 

o Metal 

o Natural materials i.e. wood 

 

Development /Ideas: 

 



 

 

 

 

 



 

 

General Cityscape refs: 

 

 

 

 

 

Characters – 

Ally Characters –  

Development/Ideas: 



 

 

Artisan: 

Creativity mixed with strength, kindness mixed with hostility. The Artisan is a unique subject 

in the manual labour force; she has a persona for every occasion. 

Refs: 



 

 

 

 

Fashionista: 

Prim and proper, the Fashionista is consumed with the hierarchical respect given to the 

Upper class.  

Refs: 

 



 

 

Rebel: 

Years spent roaming the streets has made the Rebel able to utilise practically any unaltered 

material. 

Refs: 

 

 

 

Ex-Soldier: 

Strong, nimble and lethal, the Ex-Soldier is designed to be able to attract little attention but 

still manage to get the job done. 

Refs: 



 

 

Other Passive –  

The Elite: 

The Elitist represent the very best of humanity. Through years of training any one human 

can join the respected ranks of the Elite society. The purpose of the Elite is to show 

something universal to aspire to and the successful development within The City has 

become a valued part of the key initiative’s within future sister cities. 

 

Whitchurch: 

The visionary given the task of creating an entire city.  

 


