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0.0:  DOCUMENT OVERVIEW 
 
 

0.0.1:  Overview 
 

This is a design document for the game Strange Eden. This document is divided 
into key sections, each describing a particular aspect of the game. The 
appendices offer supporting information important to the development of the 
game. 

 

0.0.2:  Revision History 
 

This is a brief explanation of the history of the Game Design Document. Each 
version of this document is based on when a document is released for 
feedback/review, or major changes/additions have been made. 

 

Version 1.0  July 15, 2013 
 

• Established document sections & initial layout 
• Completed content for Game Concept Document 

 

Version 1.1  August 9, 2013 
 

• Revised document style; lightened background and replaced placeholder 
art with team art 

• Reorganized document sections, added the following: 
• Document Overview page, integrating Revision History 
• Table of Tables 
• Characters 
• Camera 
• Core Mechanics 
• Single-player Campaign & Game World 
• Appendices A-D 
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Version 1.2  November 1, 2013 
 

• Updated 1.0 Game Overview 
• Updated 2.0 Feature Overview 
• Updated 4.0 Camera 
• Updated 5.0 Controls 
• Updated 6.0 Gameplay Mechanics 
• Updated 7.0 Single-Player Campaign 
• Updated 8.0 Game World 
• Updated Appx. D. User Interface 
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1.0:  GAME OVERVIEW 
 
 

1.1:     High Concept 
 

“Resist the Attraction” 
 

Strange Eden is a fast-paced third-person 3D platformer for PC/Mac in which 
the player slides and bounces across rooftops in order to navigate a mysterious 
floating city. By skillfully swapping between black and white polarity, the player 
is able to slide across surfaces of the same color and bounce off of surfaces of 
the opposite color to reach greater and greater heights. 

 

 
Figure 1. The player prepares to land on a stable non-polar surface – on the 
non-polar surface, she can only walk. However, her backpack and particle trail 
show she is using white polarity, meaning she can slide across the white surface 
to the left or bounce off of the black surface to the right.   
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1.2:   Design Philosophy 
 

1.2.1:  FLOW 

Strange Eden is all about movement. As such, it is the team’s goal to make 
movement feel inherently rewarding to the player. By designing levels around the 
idea of a consistent high-speed “flow,” we hope to keep players focused towards 
maintaining their pace, rather than emphasizing the potential for stop-and-go 
gameplay. 
 

1.2.2:  Clear Navigation & Communication 

Through the use of conspicuous landmarks, planned occlusion and visibility, 
lighting and path placement, we intend to clearly guide the player through a large 
open stage. This is intended to allow maximum freedom, rather than an on-rails 
experience, while also ensuring that the player always understands the direction 
of the next destination. Furthermore, it is the team’s intention to communicate 
proper use of the game’s mechanics using nothing more than the level design 
itself. 
 

1.2.3: Something New 

Of course, the entire game is intended to be “strange” and alluring. This makes it 
necessary to continually introduce something new to the player to incentivize 
exploring the world we’ve created. Both visually and mechanically, levels vary in 
different ways throughout the game experience in order to keep players curious 
about what might come next. 

  

1.3:   Common Questions 
 

1.3.1:  What is Strange Eden? 

Strange Eden is a PC game in which players slide and bounce across rooftops 
through a strange, abandoned city in the sky. The city is known as the “Strange 
Eden” by the people living on the surface, who do not yet have the technology to 
fly to the city and can only dream about what it contains. 
 

1.3.2:  What is the city in the sky? 

For generations, there has been a city in the sky, floating over the desert outside 
a small frontier town. It is not supported by giant columns or other supports, nor 
by great wings or engines—it simply floats half a mile in the air. From below, it 
appears to be abandoned, yet also strangely well-maintained. The inhabitants of 
the town on the surface nearby have grown up with an overwhelming curiosity 
about the city, which helps inspire the first-ever development of manned flight. 
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1.3.3:  Who is the player? 

The player controls Ida Dumont, explorer and co-inventor of the first flying 
machine, along with her husband, August Dumont. A year ago, August set off on 
his inaugural flight to explore Strange Eden and didn’t return. 

 
1.3.4:  What is the goal of the game? 

The player’s goal in Strange Eden is to travel from the first area to the last. When 
the player reaches the final platform, the game is over. 

 
1.3.5:  Why should I play? 

Strange Eden is all about the experience of exciting movement through a 
mysterious place. Play for the thrill of sliding on rooftops and soaring between 
buildings. Play to explore the Strange Eden and uncover its secrets for yourself! 

 
1.3.6:  Who is the target market? 

See section 9.0: Target Market below. 
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2.0:  FEATURE OVERVIEW 
 
 

These are the core “back of the box” features of Strange Eden. Both features are 
described in greater detail in the pages that follow. 

 

2.1:  The Flow of Movement 
 

Player movement is the central focus of Strange Eden. The player has a range of 
movement abilities that must be used in the correct manner to effectively 
navigate the stage. In addition to being useful, however, our team strives to make 
player movement uniquely fun, by allowing extremely controlled player descent, 
providing generous checkpoints to encourage experimental play, and allowing 
sliding/bouncing on nearly every surface along the player’s path. The path shall 
be designed to encourage players to remain in a “flow” state  
 
Feature high-level detail in section 2.1: The Joy of Movement.below. 
 
Gameplay mechanics low-level detail in 6.0: Gameplay Mechanics below. 

 

2.2:  A “Living” (Abandoned) World 
 

While our mysterious city in the sky appears to be abandoned and derelict, it is 
nevertheless bustling with life. Crows line the ledges and plants have overgrown 
their planters. Everything about the city seems welcoming and alive—except for 
its lack of inhabitants…  
  
Feature high-level detail in section 2.2: A “Living” (Abandoned) World.below. 
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2.1:  THE FLOW OF MOVEMENT 
 
 

2.1.1: Controlled Descent 
 

While falling, players are always able to control the horizontal movement of their 
character at full speed. But, in order to give the player even greater air control 
and more decision time in-air, there is an additional mechanical aspect to 
jumping. At any time while airborne, the player can hold the jump button to use 
their cape to artificially slow their descent speed without affecting horizontal 
movement. Because of the persistent slope present in the stage design, this 
extra float time gives the player more time to drift back around after poorly 
attempted jumps, alleviating any fear of risk taking. 

 

2.1.2: Pace-conserving Level Layout 
 

Level layouts are not intended to require players to make stop-and-go decisions. 
Like a snowboarding track or race track, there is always a continuing forward 
path across which players can quickly travel. Walls will penalize the player by 
slightly slowing them down and bumping them back towards the forward path. 
 
As to continue to encourage the joy of movement and relieve the fear of 
platforming failure, there are no lives and there is no penalty to failure aside from 
respawning at the most recent checkpoint. The generous placement of 
checkpoints is there to encourage players to keep giving it another try until they 
get it, and to try more experimental things in the process. 

 

2.1.3: Slide on / Bounce off of Pretty Much Anything 
 

Nearly every object in the player’s path is polarized either black or white, 
allowing for a diverse set of approaches to any given level segment. Typically 
only the outer buildings in an area are unpolarized, leaving them unable to 
sustain sliding or bouncing and allowing them to serve as boundaries.  
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2.2:  A “LIVING” (ABANDONED) WORLD 
 
 

2.2.1: The Birds! 
 

The most immediately apparent source of non-player movement in the scene 
comes from black crows that fly around the city and perch on rooftops. While not 
tremendously detailed, their animated silhouettes help give sound and movement 
to the abandoned cityscape without appearing interactable. 

 

 
Figure 2. Birds. (Untitled work by Killian Eng; from the series Various Work 05) 

 
 

2.2.2: Untethered Structures 
 

The city is constructed from a variety of buildings—in fact, each side of the city 
seems to be constructed of buildings from completely different worlds! Not only 
are these structures unique, but they each float in the air independently of one 
another. The slight differences in their slow bobbing result in an uneasy living 
texture to the city. 
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3.0:  CHARACTERS 
 

 

3.1:  Overview 
 

Strange Eden takes place in an abandoned city without enemies or local NPCs. 
There exists a single player character, a single NPC, and the environment itself, 
which acts as the sole antagonist. In addition to these, the game also contains 
large numbers of crows, whose behavior is explained below. 
 

3.2:  The Player Character:        
  Ida Dumont 

 

 
Figure 3. Ida Dumont (by Bernardo de Carvalho); Height: 1.6 meters. 
 
The player controls Ida Dumont, the very first inventor of manned flight. A 
discoverer and pioneer of some of her world’s earliest electromagnetic 
technologies, Ida is already well-known throughout the continent, along with her 
famed explorer husband August. Her further invention of a self-propelled flying 
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machine based on these electromagnetic technologies is one of the most 
momentous events in history.  
 
Of course, the inaugural flight was surrounded by great celebration, as August 
proudly set off for the city in the Ida’s first flying machine one year ago. Curiously, 
he never returned…  
 
Today, after spending the past year constructing a second machine and building 
the courage to act as an explorer herself, Ida takes to the sky. It seems her luck 
was not much better than August’s, however, as the game begins with her violent 
crash-landing at the very bottom of the city in the sky. 

 

3.3:  The NPC:          
  August Dumont  

 
August Dumont is the world-famous explorer and husband of inventor Ida 
Dumont. Having grown up after the infamous Strange Eden first appeared, the 
ultimate goal of his exploration has always been to reach this mysterious city in 
the sky and discover the secret of its origin. 
 
After Ida’s brilliant invention of the first flying machine, he eagerly took flight, 
accompanied by great celebration. Unfortunately, he did not return. 

 
Figure 4. August Dumont (by Bernardo de Carvalho); Height: 1.8 meters. 
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3.3.1: What happened? 
 
As August approached the city, he encountered unexpected turbulence. The 
cause? The city itself apparently disturbs the nearby magnetic fields and the 
Dumonts’ flying machines are actually powered by a unique magnetic drive 
technology (this is also what causes Ida to crash at the start of the game). 
 
Before crashing his machine into the glowing sphere atop the city, he ejected, 
and landed roughly where Ida begins her journey. Not having Ida’s polarized 
boots, he walked up the city on foot over the course of a week and a half, along 
the way writing letters to Ida about his journey. When he reached the glowing 
sphere at the top, he was absorbed into it, at which point he lost consciousness. 
 
He is still floating in the sphere at the top, but can he be saved? It is up to Ida to 
make her way to the top of the city, where she can make the choice to try to save 
him (and get absorbed as well) or tragically leave him there and make her way 
back home. 
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3.4:  The Enemy:          
  “Strange Eden” 

 
The city itself can be thought of much like the sirens of the Homeric epics, luring 
sailors in to crash on its shores. But what is it and what creates the emotional pull 
to reach it? 
 
71 years ago today, the thing they call the Strange Eden appeared overnight in a 
flightless world, outside a small frontier town at the edge of the desert. It was a 
massive mysterious object, with foreign structures protruding from the top and 
hanging vines as thick as sequoias. As it slowly floated across the landscape, its 
vines collected and pulled objects up into its massive center. The Strange Eden 
quickly became an infamous destination for foolhardy explorers, who were 
inevitable consumed by the vines themselves. 
 
Last year, August Dumont became the first man to set foot on the upper surface 
of the Strange Eden, never to return. Will Ida be able to survive what these men 
before her could not? 
 

 
Figure 5. Strange Eden 
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3.4.1: Background 
 
  Note:    The players will not discover this backstory through the course of 

playing. It is background material for the sake of consistency in 
development. 

 
The entity that people have dubbed the Strange Eden is not precisely a city. It is 
an emergent process, much like a virus or other extremely simple proto-
organismic process. It travels through galaxies and is naturally drawn to the 
surface of inhabited planets, where it drags across the land and pulls architecture 
up into its sedimentary layer. From here, it “digests” structures and “grows” them 
in a city-like visage on its top half. Its goal is to reach planets with intelligent life, 
which it lures into its central node.  
 
Not only do the crows, infamously intelligent birds, feel the intense pull towards 
Strange Eden, but land-dwellers like August Dumont do as well. After he was 
finally lured to the top of the city, he entered the central node at the very top. 
Inside was a pulsing, organic mass which absorbed his body completely. The city 
now uses August as a host, replacing his thoughts with the desire to pilot the 
entity toward massive population hotspots. The process is driven towards finding 
and subsuming all curious or intelligent life 
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3.4:  NPC: The Crows 
 

Throughout the city, the player can see crows in various poses. Crows are 
roughly ½m in diameter, including wingspan. There are three behavior types for 
the crows, listed as follows: 
 
  Note:   All 2D animations are at 30 frames per second.  
 

 
Figure 6. Checkpoint crow flying animation (from right side) 
 

3.4.1: Checkpoint Crows 

When a player lands on a non-polar surface 
that acts as a checkpoint, there will always be 
one to three crows standing on the center of 
the platform, which fly off when the checkpoint 
is activated. 
 
They are 2D sprites that switch between three 
behavior states:  

• from an idle standing animation with no 
movement,  

• to an animation of taking flight as it 
slowly lifts into the air (¼ m/s upward),  

• to an animation of the crow flying 
away (lerp to path nodes at 1-2 m/s). 
This is triggered immediately after the taking flight animation is complete 

The sprites rotate to match the relative angle of the camera (left, right, toward, 
and away). The flying crow sprites fly around a ring of path nodes until occluded 
by the city, at which point they are deleted from the scene. 

 

3.4.2: Orbiting Crows 

The sky is consistently populated with 40 
orbiting crows. These crows are not animated. 
Instead they are drawn to show the belly of the 
bird as it flies overhead, rotated so that the 2D 
sprite is facing down towards the ground 
below. Each crow is spawned randomly 
between 40 – 100 meters above the player, 
and 30 – 250 meters away from the perimeter 

Figure 7. Checkpoint crow 
in flight, from the right side 

Figure 8. Orbiting crow 
flying overhead 
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of the large central wall. They orbit the center of the scene at speeds between 4 
– 15 m/s. 

 
3.4.3: Perched Crows 

Throughout the city, there are also birds that are neither flying nor on a reachable 
surface. These crows merely stand perched on the rooftops, just out of player 
reach, and have brief idle animations. 
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4.0:  CAMERA 
 
 

4.1:  Overview 
 

Strange Eden features a third-person camera controlled by either the mouse or 
the right analog stick. Based on player input, and without the intrusion of 
obstacles, the camera freely moves in a spherical rotation based on the player 
character as the pivot point. This changes slightly when the player has entered 
the area known as Subterrane. 
 

4.2:  Camera Rotation 
 

The camera rotates freely around the player object as the pivot point. The 
direction the camera points in also dictates the character’s direction. The 
horizontal and vertical movement is at a rate of [mouse movement * 5] or at a 
rate of [analog stick movement * 100] depending on the type of input. This is 
because the way mouse movement is determined is the amount of change 
between current frame and previous frame which can result in large numbers 
based on mouse sensitivity, while analog sticks have a very fixed amount of 
movement based on where they are relative to their neutral state. Vertical 
movement however is clamped to a maximum of +80 degrees and a minimum of 
-75 degrees. 

 
Figure 9. Here, the player object (black capsule in the center) is shown with the 
camera’s possible angles of rotation in X and Y. Default camera rotation (30° Y, 
0° X) in yellow. 
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4.3:  Camera Rotation vs. Character Rotation 
 

As shown in figure 10, the camera can be rotated a full 360° horizontally around 
the player object. However, horizontal camera rotation also rotates the player so 
that the direction the player object is facing is always the direction the camera 
faces. In figure 4 below, you can see that the directional controls (up, down, left, 
right) are rotated respective to the direction the player and camera are facing. Up 
and down always move the player in the direction that’s away from or towards 
the camera, respectively. Thus, the character always has her back to the 
camera. 

 
Figure 10. Here, the up/down/left/right arrows (black), representing the player’s 
up/down/left/right movement, are shown aligned to the same direction as their 
respective cameras (green). 
 
 

4.4:  Regular Camera Distance & Collision 
 

The camera is at a distance of 6 meters away from the player whenever it is able 
to be. If an object is between the camera and the player, the camera should 
instantly go to the position where the wall blocks the camera from the player. If 
the wall no longer blocks the camera from being 6 meters away, the camera 
should quickly move back to that distance. 
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4.5:  Pipe Camera Rotation & Pipe Character Rotation 
 

For horizontal camera movement and character rotation, they are both the same 
for pipe cameras as they are for regular camera. For vertical however, the 
camera gets locked to how the player’s orientation is, such that if the player is 
upside, the camera is also upside down, following with the player. The player is 
still able to look up and down, but it is instead clamped between the values of -20 
and 0. 
 
 
.  

PAGE 25  – STRANGE EDEN – 



5.0:  CONTROLS 
 
 
Strange Eden can be played using mouse & keyboard or with an XBOX 360-compatible control 
pad. 
 

5.1:  Mouse & Keyboard 
 

5.1.1: Standard Controls 

Figure 11. Mouse & Keyboard: Standard controls 

 
 

  

Space: Jump (if grounded) 
Space (hold): Glide (if airborne) 

 

LMB: 
Swap Polarity 

Esc: Pause 

Mouse: Control camera 

WASD: Player movement 
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5.2:  XBOX 360 Control Pad 
 

5.2.1: Standard Controls 

Figure 12. Xbox 360 Controller: Standard controls 
 

 

 

 

  

L Thumbstick 
Player movement, 
relative to camera 

RB or LB: 
Swap Polarity 

Start: 
Pause game 

R Thumbstick: 
Control camera 
and character 

rotation 

A: Jump (if grounded) 

LT or RT: 
Glide 
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6.0:  GAMEPLAY MECHANICS 
 
 

This section describes all of the gameplay mechanics present in Strange Eden. 
 

6.1:  Overview 
 

Strange Eden is a game focused on utilizing speed by sliding and reaching 
heights by bouncing on polarized surfaces to be able to discover, explore and 
complete the game. Players are able to control when they are sliding or bouncing 
by use of changing their polarity. Players are also able to use a limited energy 
source to glide around the world to reach areas that are just out of reach. While 
on non-polarized surfaces, the player can walk and jump. 
 

6.2:  Sliding 
 

When the player character is the same polarity as the surface they are touching, 
the player snaps to the surface and instead begins to slide in the direction they 
are facing. 
 
Sliding across polarized surfaces is the player’s primary means of accumulating 
momentum in the game. While sliding on a surface, the player’s gravity is 
deactivated, allowing the player to stick to a surface of any angle, sliding at the 
same speeds uphill or downhill, vertically or horizontally. 
 
Upon making contact with a same-color surface, the player’s velocity is instantly 
increased by adding to their relative forward vector. The player’s velocity is able 
to accelerate quickly, being able to go from 0m/s to 80m/s within 2 seconds. After 
reaching 80, it takes another 2 seconds before the player reaches their full speed 
at 90m/s. The player is also able to strafe left and right at a speed of 10m/s. 
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6.3:  Bouncing 
 

When the player character is the opposite polarity as the surface they are 
touching, the player character bounces at a speed of 30m/s, decaying to 0m/s as 
they reach the apex of their jump, which is 12 meters in the air (6 times player 
height). If the player was moving in a direction, that directional velocity is 
sustained and the player clearly only bounces in the direction of the surface 
normal. 

 

6.4:  Swapping Polarity 
 

The polarity of the player is represented with the colors white and black as part of 
the character model, with the different particles that come off the player and with 
the glide bar on the HUD. If the player is the same color as the surface they are 
colliding with, they will slide and if they are the opposite they bounce off. 
 
The player can swap their polarity by pressing Left/Right Bumper or the Left 
Mouse Button. By switching between the two polarized states, the player can 
prepare to land on black or white surfaces with specific intent.  
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6.5:  Descent 
 
6.5.1: Descent with Gravity 

Whenever the player is airborne, the player is pulled to the earth at a gravity 
amount equal to 40 m/s. The player also is able to move along the horizontal axis 
with input, moving at a speed of 15 meters per second. 
 

6.5.2: Descent while Gliding 

When the player has sufficient amount of energy and falling in the air, the player 
is able to glide with space bar or the Left/Right Trigger. While using glide, the 
player reduces the effect of gravity to 7 m/s. The player’s in air movement is also 
increased from 15 meters per second, to 40 meters per second. 
 

6.6:  Non-polar Surface Navigation      
  (Walking & Jumping) 

 
In addition to the black and white polarized surfaces, Strange Eden contains 
multicolored non-polar surfaces which are not amenable to sliding or bouncing. 
On these surfaces, the player can walk or jump. 
 

6.6.1: Walking 

When the player is on a non-polarized surface (any surface that is neither black 
or white) they are able to walk with left, right, forward and backward movement. 
Walking movement is at the speed of 10 m/s. 
 

6.6.2: Jumping 

When the player is sliding or walking, the player is able to press space bar or (A) 
button. The player jumps at a speed of 10 m/s until they reach a height of 2x 
character height. 
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6.7:  Death & Respawn 
 

The player dies when either falling past the lower limit of the city or by touching 
bramble (thorny bushes). Upon “dying”, the player has a particle represent the 
disappearance of the player, as well as the reappearance at a previous spawn 
point, as if they never died but were instead saved from the mysterious power of 
the city. 

  

PAGE 31  – STRANGE EDEN – 



7.0:  SINGLE-PLAYER CAMPAIGN 
 
 

7.1:  Overview 
 

Strange Eden consists entirely of one large single-player stage, punctuated by 
checkpoints and three story beats. 
 

7.2:  Story 
 

Strange Eden is about Ida Dumont’s journey through the mysterious city in the 
sky, where she hopes to discover the answer to her husband’s disappearance. 
 
For details about Ida Dumont’s backstory, see 3.2: Ida Dumont. 
For details about August Dumont’s backstory, see 3.3: August Dumont. 
For details about the Strange Eden’s backstory, see 3.4: “Strange Eden”. 
 

7.3:  Campaign Progression & Time Projections 
 

The Strange Eden single-player campaign is designed to be a complete 10-
minute experience, give or take 3 minutes for variance in skill level.  
 
The campaign is broken up into 16 “Challenges” instead of separate levels, 
ranging from 20 – 90 seconds each. Completion of the campaign involves 
progressing linearly from challenge to checkpoint, challenge to checkpoint. The 
end of the 16th challenge is the end of the game. 
 
Each challenge attempts to focus primarily on conveying a single feeling, 
balancing between these moods, as well as between difficulties and duration, 
throughout the campaign to keep the gameplay varied. 
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7.4:  Campaign Beat Chart 
 

The difficulty of a challenge is measured on a scale from 1 – 10.  
1 signifying…  the ability to walk along a flat surface. An average gamer will 

never need to retry. 
5 signifying…  a challenge just barely too difficult for a non-gamer or casual 

player. An average gamer might retry 1-2 times. 
8 signifying…  a challenge just barely too difficult for a less experienced or 

midcore gamer. An average gamer might retry 10+ times, and 
is likely to quit playing. 

10 signifying…  a challenge just barely too difficult for the most experienced 
hardcore gamer. An average gamer will never complete this. 

 
Table 1. Campaign Beat Chart. 

Challenge # Focus / Mood Difficulty Duration 
Tutorial Teach Slide, Swap Polarity, Bounce, Jump, 

Glide, Recharge Glide Meter, Pink Orbs. A 
pipe connects the Tutorial to The City. 

1 - 4 ~1:30 

The City A safe, deathless playground of 
overwhelming freedom and opportunity to 
explore. Funnels to The Approach. 

2 - 5 ~0:35 

The 
Approach 

Narrow hallway with an upper wall jump 
challenge, and a lower straight forward path 
that funnels to a tower with a path that 
leads directly up it. 

2 - 5 ~0:25 

Upper 
Corridor 

A smooth flowing downhill with multiple 
paths. The upper paths are the more 
challenging; the lower path is fairly easy. 

2 - 5 ~1:00 

Lower 
Corridor 

A smooth flowing uphill with multiple paths. 
The upper path is more challenging; the 
lower path is fairly easy. The end of the 
corridor contains a drop which forces the 
player to fall to the underbelly of Strange 
Eden. 

2 - 5 ~1:30 

Subterrane A 360 degree pipe challenge where the 
player must avoid bramble. 

3 - 6 ~0:30 

The 
Waterfall 

A fast paced sliding challenge as the world 
falls apart around the player. Leads to a 
long ramp which ends the game once 
travelled upon. 

4 - 6 ~1:00 
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8.0:  GAME WORLD 
 
 

 
 

8.1:  Overview 
 

The city they call Strange Eden can be divided into four different key areas, with 
four challenges each, but is ultimately one continuous city. 
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8.2:   Strange Eden 
 

8.2.1:  Overview 

Strange Eden is huge, weird place. Ida’s journey begins down below, where she 
sees homes from her planet being sucked up into the bottom of this entity. After a 
tunnel to the top, she finds herself surrounded by buildings like none she’s seen, 
as she cruises across rooftops and through alley ways. From here, she descends 
to the underbelly once more and must travel through a pipe to the top of a 
waterfall. Ida then races across platforms that are falling apart around her before 
she reaches one final ramp to take her to the top of Strange Eden. 
 

8.3:   Challenges & Progression 
 

8.3.0:  Tutorial 

After a brief audio intro the player finds themselves next to a wrecked Ornithopter 
and must venture into the Tutorial. The tutorial teaches the player how to Slide, 
Swap Polarity, Bounce, Jump, and glide. Here the player also learns about Pink 
Orbs and letters before entering a pipe that takes them to the surface of Strange 
Eden. 
 

8.3.1:  1. The City 

The City is a safe, deathless playground of overwhelming freedom and 
exploration. This is an area where the player can try out the mechanics of the 
game without worrying about death or falling. Pink Orbs are placed on the tops of 
tall buildings that require some skill to collect. Inevitably the player is funneled to 
a narrow hallway that exits The City. 
 

8.3.2:  2. The Approach 

The Approach is a linear narrow hallway with an upper wall jumping challenge 
incentivized with Pink Orbs, and a lower straight forward path that funnels to a 
massive tower. The tower has a vertical path that leads directly up it. 
 

8.3.3:  3. Upper Corridor 

The Upper Corridor is a smooth flowing downhill slide with multiple paths along 
the ground and side walls. The upper paths are the more challenging and are 
incentivized with Pink Orbs; the lower path is fairly easy. If a player falls from one 
of the upper paths there are ways to get back up from the lower path. The Upper 
Corridor is also where the player is introduced to Bramble, which kills the player 
should they touch it. The Bramble is placed in a way that makes this section 
seem more challenging than it actually is. 
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8.3.4:  4. Lower Corridor 

The Lower Corridor is a smooth flowing uphill slide with multiple paths. The upper 
paths are the more challenging and are incentivized with Pink Orbs; the lower 
path is fairly easy. In this section the player is invited to wall slide by connecting 
the ground path to the wall path with a quarter pipe design. The end of the 
corridor contains a drop which forces the player to fall to the underbelly of 
Strange Eden. It is during this fall that the player is introduced to platforms that 
drop away once contact has been made, which will be revisited in a later 
challenge. 
 

8.3.5:  5. Subterrane 

After a short fall the player must enter a pipe similar to the pipe that took them 
from the tutorial to The City, but now with Bramble inside. Here the player has 
360 degrees of movement as they slide forward while avoiding Bramble. 
 

8.3.6:  6. Waterfall 

After an ominous noise, the world begins to fall apart. The player races across a 
large platform over top of a waterfall. The platforms are crumbling and creating 
divergent paths ahead of the player. After successfully traversing the falling 
platforms the player is faced with a large ramp that will take them to the very top 
of Strange Eden, and thus end the game. 
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9.0:  TARGET MARKET 
 
 

Strange Eden is for gamers that enjoy trying more unconventional games, both 
stylistically and mechanically. Strange Eden’s combination of tight mechanics, 
atypical thematic dressing, and bold visual style will appeal to gamers that enjoy 
unique single-player indie titles.  

  

9.1:  Demographics 
 

Strange Eden is intended for gamers age 10 and up, due to the level of challenge 
and mild thematic elements.  

 

9.2:  Geographics 
 

Strange Eden is not currently planned for localization; however, it will be 
distributed online for English-speaking audiences to enjoy. 

 

9.3:  Psychographics 
 

The focus of our target audience is on players that enjoy discovery and 
exploration-focused platform games, such as Journey. Players that are fans of 
Journey for its unique theme and art-house feel will also constitute a clear target 
audience for Strange Eden.  
 
A strong focus is placed on single-player gamers that are looking for less 
conventional thematic elements, in addition to a less conventional mechanical 
focus within the tried-and-true platforming genre. 

 

9.4:  Behaviors 
 

Due to the moderate level of challenge, Strange Eden places a primary focus on 
mid-core gamers; that is, gamers who are comfortably experienced with complex 
controls on modern consoles or PCs, but who aren’t necessarily looking for the 
punishing difficulty and failure rate of games like Dark Souls or Super Meat Boy. 
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Appx. A: ACHIEVEMENTS 
 
 

A.1:  Overview 
 

Aside from completing individual challenges and completing the overall game, 
Strange Eden contains only two optional things to achieve, both being 
collectibles. 

 

A.2:  August’s Letters 
 

Hidden somewhere in each challenge, there is a letter written by August Dumont 
during his journey to the top of Strange Eden. These exist to incentivize exploring 
the nooks and crannies of each challenge. 
 
When the player walks or slides over the letter, it swirls around the player along 
with SFX feedback. Since there are 16 challenges, there are 16 letters to collect. 
The total number collected can be found in the pause menu, but does not appear 
on the player HUD during gameplay. After the game is completed, the player is 
able to read through the letters they’ve found. 
 

A.3:  Strange Orbs 
 

Somewhere conspicuous in each of the world’s four areas, there is a bright 
magenta orb floating on a difficult-to-reach platform. These exist to incentivize 
player skill and encourage players to strive to achieve feats that are more 
challenging than what is needed to simply complete the challenges. Since there 
are four areas, there are four orbs total. The player can collect these by passing 
through them, which is rewarded with SFX feedback. 
 
The fact that these orbs also match the color and shape of the mysterious sphere 
at the top of the city also serves to unify the setting and allow the purpose of the 
orbs to remain mysterious. The player can see the number of orbs collected in 
the pause menu and after the game is completed.  
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Appx. B: ART GUIDELINES 
 
 

B.1:  Overview 
 

Strange Eden has a very distinct art style, brought to life by the following 
features: 
 

B.2:  Minimalist Geometry,       
  Minimalist Color Palette,      
  Highly Distinct Styles 
 

The architecture throughout the city consists entirely of simple primitive shapes, 
simply textured, and intricately arranged. The use of these separate styles makes 
it a more interesting and surprising journey through the unknown city. 
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B.1:  Clash between Character and Environment 
 

The characters do not belong in the Strange Eden. As such, their design avoids 
this stark minimalist idea, and focuses on more organic color and style. 
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Appx. C: AUDIO 
 
 

C.1:  Overview 
 

This section outlines the audio assets required for the game. 
 

C.2:  Character Sound Effects (SFX) 
 

The character sounds consist include feedback for all of the player mechanics. 
There is no voice acting for any of the game’s characters. 
 
Table 2. Character sound effects; **= Looping 

SFX Asset Variations 
Sliding (loop)** 4 
Sliding (attack) when first landing on 
surface 2 

Bouncing 4 
Swapping Polarity (plays a soft tone, 
of a random note in the key of the 
current BGM) 

12 

Walking (footsteps) 6 
Jumping 2 
Landing on Ground 4 
Cape/Cloth movement when gliding** 2 
Wind Resistance** (increases with 
speed) 1 

Character SFX Asset Total: 37 
 
Table 3. Audio-only intro sequence with the sound of a crashing plane 

SFX Asset Variations 
Intro Sequence 1 
Intro Asset Total: 1 
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C.3:  Environmental Sound Effects (SFX) 
 

The environmental sounds consist primarily of the crows that occupy the city and 
the ambient sounds like wind and buildings groaning. 
 
Table 4. Bird sound effects 

SFX Asset Variations 
Crow Calls 8 
Crows flapping their wings 2 
Crows taking flight 1 
Thousands of crows taking flight at 
the same time (from afar) 1 

Bird SFX Asset Total: 12 
 
Table 5. Miscellaneous environmental sound effects; ** = Looping 

SFX Asset Variations 
Wind (Environment node)** 12 
Buildings Creaking & Groaning** 8 
Glowing Orb Pulsing** 1 
Waterfall** 4 
Industrial Rumbling Sounds** 8 
Cavern-like windless air, inside the 
dome** 1 

Strange internal organ-like sounds 
inside the sphere atop the city (the 
"brain" of the Strange Eden) 

8 

Environmental SFX Asset Total: 42 
 
 

C.4:  Background Music (BGM) 
 

The music of Strange Eden is designed to suit the mood of the environment and 
situation throughout the game. Most of it, therefore, is moody and unsettling, but 
with a steady rhythm to it to reinforce the feeling of motion through the 
environment. 
 
Table 6. Background music assets; ** = Looping 
BGM Asset Variations 
Title Screen** 1 
Intro 1 
Act 2** 5 
Ending 1 
BGM Asset Total: 8 
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Appx. D: USER INTERFACE 
 
 

D.1:  Overview 
 

Strange Eden uses few interface elements. To maintain immersion and focus, 
there’s only Heads-up Display (HUD) for what is strictly needed. There is a main 
menu screen when the player begins the game and a pause menu screen while 
the gameplay is paused. From these two screens, player can access many other 
options. 
 

D.2:  HUD 
 

Strange Eden’s Heads-Up Display tries to be the least intrusive, since it’s a fast 
game that requires a lot of awareness about the environment ahead and around 
the player. 
In figure 1 we can see three elements on the screen. The rightmost element is 
the pink orb counter and is always shown to the player. With this, they can 
evaluate the number they currently have to the maximum number of orbs at all 
times. The leftmost element is the note counter. Notes are all in the player path 
and are very hard not to see, but the counter still has the function of telling the 
player how far into the game they are. 
 

 
Figure 13: HUD Example 
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Finally, the glide meter is on the center of the screen. It represents the glide amount, but 
it also reinforces the player’s polarity in its color. In figure 2, the character has changed 
polarity from white to black. This meter starts out small, but, as the player collects orbs, 
it grows until it reaches its maximum size, as shown in figure 3. 

 

     Figure 14: Polarity change expressed on the HUD 

 

Figure 15: Full glide meter 
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After using the glide, the bar will recede, revealing a pink bar underneath (figure 4). This 
pink bar is the maximum of the player’s glide meter. Recharging it makes the bar full 
again, as in figure 3. If the player empties the bar completely, it will be like in figure 5. 

 

Figure 16: When the meter is used, the pink beneath is revealed 

 

 

 

 

Figure 5: Empty glide meter 
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D.3.1:  Screens 
 

Strange Eden has two main screens, the Main Menu and the Pause Menu. From both, 
the player can access the Area Select, choosing the destination they want, or the 
Settings, adjusting volume and sensitivity. The main menu can also take the player to 
the game Credits and Quit the game. The pause menu can take the player to the Notes 
screen and back to the Main Menu as well. 

The flow chart below better illustrates the screens in the game and how they interact 
with each other. 

START GAME

NEW GAME AREA SELECT SETTINGS CREDITS

MAIN MENU

GAMEPLAY AREA SELECT
SCREEN

SETTINGS 
SCREEN

QUIT

RESUME AREA SELECT SETTINGS NOTES MAIN MENU

NOTES SCREEN

END GAME

CREDITS 
SCREEN

PAUSE MENU

 

Figure 17: Flow chart of the screens in Strange Eden 
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D.3.2:  Main Menu 
 

The main menu shows Strange Eden on the horizon. It slowly rotates on the left side of 
the screen with the options for the players are displayed on the right side. From this 
screen, the player can choose New Game, which begins the game immediately, Area 
Select, which can take them to a specific point in the game, Settings, Credits or Quit. 

 

        Figure 18: Main Menu 
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D.3.3:  Pause Menu 
 

The pause menu screen is darkened and blurred, taking the focus away from the game 
and into the options now displayed. The orbs and notes are still clearly displayed. From 
this screen, they player can Resume the game, access the Area Select and Settings 
screens and go back to the Main Menu. In addition, they have access to the Notes 
screen, which allows them to read the collected notes, giving them insight into the 
setting. 

 

       Figure 19: Pause Menu 

 

Figure 9: Settings Menu 

– STRANGE EDEN –  PAGE 48 



  

D.4:  Credits Screen 
 

The credits screen is a static black screen with white text, with nothing to 
click. It is merely a list of team members and roles, followed by a special 
thanks to everyone that helped make Strange Eden possible. 
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Appx. E: COMPETITIVE ANALYSIS 
 
  

E.1:  Journey 
 

Journey is an award-winning ambient platformer released for Sony PlayStation 3 
in 2012. In the game, the player controls a cloaked character that runs, slides, 
jumps, and glides through a desert full of hills and valleys in order to reach the 
top of the mountain in the distance. 

 

 
Figure 20. Journey by Thatgamecompany (2012) 

 
7.1.1: What makes Journey a competitor? 

Journey is a game about satisfying movement and little more. The narrow focus 
on the visceral feel of player movement, the attention to ambient exploration, and 
the unique, minimal aesthetics make Journey a clear competitor to Strange 
Eden. 

   
7.1.2: What does Strange Eden do differently? 

Because Journey is a primarily abstract experience, a clear point that separates 
Strange Eden is its more narrative environmental design and more focused 
single-stage level design. And because both games focus heavily on the value of 
art direction, their differing art styles afford them distinct positions in the market.  
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E.2:  Jet Set Radio, aka Jet Grind Radio 
 

While this sleeper hit was originally released for Sega Dreamcast in 2000, the 
2012 re-release of Jet Set Radio for PC/Steam shows that the series remains a 
source of positive sales potential. In the game, the player skates, grinds, wall-
grinds, and sprays graffiti in order to free the streets of the threatening Rokkaku 
Group. 

 

 
Figure 21. Jet Set Radio by Smilebit (2000) 

 
7.2.1: What makes Jet Set Radio a competitor? 

The series hit its stride with the game’s sequel, JSRF: Jet Set Radio Future, in 
which the platforming elements were finally fully explored; however, JSRF is still 
a 2002 original XBOX exclusive with no modern port on the way. Jet Set Radio, 
the original, contains the same rail and wall-grinding mechanics present in the 
sequel, although the game’s level design does not draw these mechanics into 
sharp focus. 

  
7.2.2: What does Strange Eden do differently? 

Jet Set Radio is a third-person action-platforming game in which the player is 
entirely focused on spraying graffiti, and in which the level design is centered 
around this activity. Strange Eden removes this mechanic and adds another layer 
to the player movement (polarity), which allows the player to focus all of their 
effort on navigating and experiencing the city through movement. 
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E.3:  Gravity Rush, aka Gravity Daze 
 

Gravity Rush is an action-adventure game released for Sony PlayStation Vita in 
2012. In the game, the player controls gravity to walk on walls, fly through the air, 
and deliver powerful attacks. 

 

 
Figure 22. Gravity Rush by SCE Japan 

 

7.3.1: What makes Gravity Rush a competitor? 

Gravity Rush makes its primary challenge the environment itself. By changing 
gravity, the player launches themself around in order to reach specific points in 
the city. The focus on the puzzle element which still requires platformer timing 
places it clearly within the same market space as Strange Eden. 

  
7.3.2: What does Strange Eden do differently? 

Gravity Rush is not a particularly fast-paced game. The player is afforded ample 
time to propel around the city and explore. Ultimately, while used in a similar 
way, the mechanic of gravity shifting is completely different from shifting polarity. 
Furthermore, by remaining a PlayStation Vita exclusive title, Gravity Rush is not 
accessible to the PC and Mac gamers who make up the target audience of 
Strange Eden. 
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