GAME MECHANIC SAMPLE - THE WOLF MODE
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. Also, keep in mind it’s just a preliminary doc which should help ‘selling’ the idea. A low-level design document for programmers would require much more information.
CONCEPT

· This feature is conceived for a shooter & fantasy game (1st or 3rd person view), where the player controls a human character. 
· While being human, he can choose among different ranged weapons to deal with enemies.

· However, players can get into a new an exciting mode to deal with enemies by pressing one button: The Wolf mode.
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· This mode allows players to enjoy of a limited and (mostly) optional stealth gameplay.

HOW IT WORKS

· Players only need to press a button (Initially Left Trigger) to make the main character transform into a wolf. If he presses that button again, the character will go back to human mode.
· While in this mode, the character becomes invisible to enemies whenever he gets into the dark areas of the scenario. In addition to this the Wolf will be difficult to spot from a distance while in exposed areas.
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· The Wolf cannot use any type of weapon. However, he can perform devastating melee attacks against enemies.

· The Wolf can only be spotted in the distance by one enemy type: The hunters. These will be visually distinctive, particularly since they’ll be accompanied by a dog. The player needs to avoid or supress them at any cost.
· Enemies will always follow patrol routes, which means the Wolf needs to be constantly checking for their positions in order to not be spotted.

· No matter if the game is in 1st or 3rd view, the Wolf mode will be presented in a 3rd person view.

· Whenever the Wolf gets into close combat range with an enemy, he’ll be able to finish him:
· If he approaches from the enemy’s back, it will be an instant kill, just pressing a button (Initially Right trigger).

· Approaching from any other direction, a simple mini-game will be triggered where the player needs to press a random button within a time frame to kill the enemy.
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· This mode allows a temporary sprint (pressing the [image: image4.jpg]


 button) in order to reach distant dark areas.

· If spotted, the Wolf will be in serious trouble. Either he hurries to escape from enemies, or simply go back to human mode and use his ranged weapons.
· The level design can take advantage of this mode to create many interesting situations. Some examples:
· The player escorts a friendly NPC, and needs to clear the path in front of them. Problem is, the NPC should not see the wolf or she’ll run away.

· The player is required to sneak into a facility populated mainly… by hunters.

· While in human mode the player needs to snipe down enemy hunters to clear the path for a friendly NPC who’s also a wolf.
· He can also shoot lamps and city lights to increase the number of dark areas.

· Some enemies will be difficult to kill while in human mode, but piece of cake for the wolf.

· Shadows may be limited in the level, and players need to swap between human and wolf modes to progress.
· The morning sun is about to rise. The wolf needs to hurry or he won’t be able to use that power!

· He may be forced to fight a special enemy who’s also a werewolf, using the same techniques against the player, only he cannot transform into a wolf this time!
