GAME MECHANIC SAMPLE - THE FRIENDMAKER
Warning: The following mechanic has only been created as a design sample. As far as I know it has not been implemented in the way I describe in any game.

Functional Description of the item: THE FRIENDMAKER
· It’s a melee weapon (looks like a syringe), and shares the same slot with any other melee weapon present in the game (i.e. knife).

· It’s provided along the game in VERY small quantities.
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The Friendmaker usage:

· Whenever the player approaches to a defeated enemy (but not completely dead) and selects to use The Friendmaker on it, the enemy will immediately become under the player control, becoming his team mate for a fixed time (initially 3 minutes).
· Depending on the enemy class, this team mate will behave differently: Soldiers will deal damage and attract some enemy attention, medics will heal the player character regularly, grenadiers will use heavy weapons…
· Players are NOT required to give orders to these newly acquired team mates. They’ll behave independently, following the player and providing the support their classes are supposed to.

· After a fixed time these temporary team mates will eventually ‘wake up’. They will remain confused for a short time (initially 3 secs) and turn hostile again. If the player applies another charge of Friendmaker while they’re confused, the enemy will go back to its team mate state. If not, the NPC will regain its combat behaviour against the player character.
· While any enemy is under the Friendmaker effect, a small icon will be present on the screen. This icon will be initially white, but it’ll gradually turn red when the drug effect is about to expire.

· Some audio effects and dialogue will be required to better communicate the player the effects on the NPC: An audio effect when the Friendmaker is applied, an NPC dialogue line used randomly while under the effects of the drug, and a dialogue line to be used when the NPC ‘wakes up’.
· Also, some NPC unique animations will be required to be used when the Friendmaker is applied on an enemy, when the drug is going away and the NPC is confused, and another one triggered randomly while under the effects of the Friendmaker.
SHOWCASING THE FRIENDMAKER
The player approaches to a new combat arena through a corridor. Through the windows, he can see there is a fortified enemy position at the end of the zone. 
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Player continues to advance through the corridor. He finds a door. When he gets into the room, 2 enemies are waiting for him. Combat starts right away. The player defeats both, who are now lying on the ground. Expecting heavy resistance soon, the player finishes the soldier but applies one of the Friendmaker charges on the grenadier.
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Now the grenadier is a temporary team mate. Using their combined firepower, the player now easily defeats the fortified position. It could have been possible to achieve the same result without the help of the NPC, but it would have been definitively harder.
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PRODUCTION STAGES

	Stages
	Focus
	Task & People Involved
	Assets
	Timeframe

	First stage
	Research
	Check references & related features in other games (Designer)
	Reference games
	1 day

	
	Concept
	Creation of a initial concept doc (Designer) 
	
	1 days

	
	Validation
	Validation Meeting of the doc (Creative Director + other designers)
	
	1/2 day

	
	Corrections based on feedback
	Update the concept doc (Designer)
	
	1 day

	Second stage
	Prototype
	Full-time resources needed: 2 programmers (AI & gameplay), 1 animator. 

Part time resources needed: 1 2D artist, 1 3D artist, 1 Audio designer
	Prog: AI confused state, AI Team Mate pathfinding, Gameplay funtionality for all enemy classes 
Animations: Player equipping syringe in / out, Player applying syringe to enemy, Enemy confused, Enemy becoming Team Mate
Graphics: 3D syringe model, 2D UI icon

Audio : Audio effects & NPC dialogue
	5 days

	
	Validation
	Validation Meeting of the prototype (Creative Director, other designers & everyone involved in the feature so far)
	
	1/2  day

	
	Corrections based on feedback
	Update the feature design doc (Designer)
	
	1 day

	Third stage
	Implementation
	Add the feature to the game (Programmers, Designer & QA)
	Implementation of prototype code on game & Bug fixing
	2 days

	
	Final Validation
	Final Validation Meeting (Creative Director and other designers)
	
	1/2  day

	
	
	
	
	Total time: 12 ½ days


