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High Concept
Master of Elements is a multiplayer frem-all where the player gains size and power by
consuming elements.

GameSummary

Master of Elementss set in a primal world where the playerstleain fantastic and

highly detailed environments of hostile wilderness. Each play®trols a Cypher, a

small creature that wishés become the ruling being of its primal world. Only through
building monoliths of power around the world can that gealdalized. The battles

against the Shard Guardian NPCs and other players rage through massive environments
with rivers, mountains, plains, fiery volcanoes, and geysers.

In Master of Elemenjgheplayer collects elements from the environment around eeem
they search for the shards, becoming successively larger and stronger. The game is one
of intense elemental combat, exploring the world from many different perspectives, and
balancing the elements to become the elemental you wish to be.

The player'snain task inMaster of Elements to collect the shards found in the world

and to bring them back to the central place of power to build a monolith. The player

starts as a childized Cypher creature with weak abilities and collects successively larger
and larger elements to grow into a massive elemental with great powers. The gameplay

is centered on collecting elements and shards and battling other elementals and the
guardians of the shards, using various powers depending on the kind of elemental the
player chooses to be. Each element has another element that cancels it out, an element it
is strong against, and an element it is weak against. During the game, the player can shift
from one elemental type to another by collecting allied elements, butnuaidtplayers

and NPCs of their opposing elements.

The player is rewarded with new abilities as they become larger and stronger elementals.
Theycanchange between the nine different types of elementals by balancing the types of
elements they pick uprhis adds a level of complexity to the choices they make

throughout the game. Collecting thigardsalso grants the player more firepower that

they can bring to bear on their enemies. The player feels powerful in revisiting areas they
were previously toaveak to handle and being able to draw power from the elements

there, eventually absorbing lakes, massive boulders and such. This raises the player's
sense of competence by giving the player new abilities along with appropriate new
challenges. This lethe player feel like they earned their abilities and rewards.

Master of Elementis easy to pick up and play with simple, intuitive controls. The game
uses the familiar first person shooter control scheme in a third person perspective so that
the playercan see their elemental grow and change. As they gain new abilities, they are
highlighted on the screen so the plasggeivesmmediate feedback.

Master of Elementis a game suitable for any modern 3D engine. Because of the
imaginative gameplay and borative freedom, it will appeal to action gamers of all
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ages, as well as refg@aying gamersand lovers of fantasy games. The realistic
environments and incredibleoking elementals will capture the imagination of the
players, and make for some tr@yciting and unique marketable imageiMaster of
Elementswill keep players coming back for more.

Game Structure
The game structure daster of Elements similar to most multiplayer first person
shooters, such asgnreal Tournament 2004

After stating the game, a user selects any number of the game maps to play, and may
change relevant options. Some of these options include random level ordering and the
Player Cap switch. The user then starts the match, which begins in the 244
waiting for players mode. Players then may log into the game. Once the minimum
number of players for that map is filled, the option to start the match appears to each
player. Any player may then start the match.

Players beyond the maximum capacity for a&leannot log in, assuming the player who
initiated the game left the Player Cap option switched on. At the end of the match, each
player seewho the victor was and the status (size, type and shards) of each other player.
The next map in the sequence &random map from the chosen list) is then selected and
loaded. If the current number of logged in players is beyond the map's capacity (and
Player Cap is on), or not enough players are logged in, the game sagskip to the

next map on the list \th the correct capacity, giving a message stating so. The matches
continue until the player who initiated the game ends the game.

GeneralArt Direction

The environments should reflect the color scheme of the elemental power most dominant
within it. Typical color schemes are: browns, dark reds, and grays for earth; blues,
greens, and grays for water; green grey and sky blue for air; and reds and oranges and
browns to black for fire. Elemental areas within other elemental areas (oases) should
clue the phyer at a distance with a lighting change, with the environment gradually
shifting to the new element type.
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Executive Summary

1 Air, Earth, Water, Fire: specialize in any of these four elements, or master them
all. Take on your foes by becoming a Pairfrire Elemental, or merge Fire and
Earth to evolvento a Lava Elemental.

1 Use the Elements to your advantaddaster of Elements has a unique game play
system. Use Water to put out Fire, or Air to bring Earth to its knees. Attack other
elemendls to dran their power, and add it to yourself.

1 Collect Elements, Gain StrengthiMaster the elements by absorbing them from
the surrounding environmemcquire new abilities, increase your size and
strength, become the mastéfse the Air Elemetd s g u shtenemies apay,
or shake the world with the Earth Elemaots Av al anche ability.

1 Explore the World of the ElemeritBattle in six uniqgue domainsach tailored

to a specific element. Roam through lush and rocky terrains of E2wtr. high

into the clauds where the Air Elemeaisreside.

Conquer the Elements OnliileMaster of Elementsupports up to 16 players.

Simple Intuitive Control$ Master of Elementsses a firsperson control

scheme, but from a thirgerson perspective.

1 The target audiende TeensMaster of Elementsontains graphic violence that
might not be suitable for younmeople Older audiences will enjoy the

= =
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extraordinary game play with the elemental system. ESRB rating may change in
online play.

1 Master of Elements designed fothe Unreal engine. It can be developed most
efficiently on the PC, but can be easily ported to other systems.

The Purpose of this Document

This design document establishes a foundation for the creation of levElsiioental
Madness Included here arthe basic gameplay mechanics, storyline, general art
direction and style guide, representative artwork, and an outline of each of the proposed
levels. The objective is to provide direction and guidance for the creation-tiétged

levels of the gami Unreal, as would an actual complete game design document.

In general, this work focuses on art style and level design, assuming the game itself will
be built on top of the Unreal engine. As a result, certain gameplay elements are assumed.
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Gameplay Mechanics

Being the Elemental

In Master of Elemenighere are four different elements. Fire, represented by flames,
lava, oil, dry woodand coals; Water represented by ice, mist, pgjdivers, and lakes;

Air represented by tornadoes, dust dewdtsd areas of windvhere leaves and other

things are being blown about; and Earth represented by the stones, |selblesse
boulders in the world. The player starts as a meugad elenental spirit called a

Cypher. The Cyphdryeginswith four empty meters, representing the amount of each
element that the player has collected. A Cypher starts out by picking up pebbles, small
twigs, dewdropsand small gusts of wintb begin to take the®arm of one of the

elements With growth, elementals leave behind smaller pickups in favor or larger ones;
the small ones dondét do any good after a whi

Collecting two level 1 pickups of any element grows the player to size 1. From size 1 on,
the plaser can gain an addition level of size by consuming two pickups equal to their
current size, or six pickups one size smaller than their currentfeiz=xéamplea size 6

player would need two size 6 pickups or six size 5 pickups to advance to sidaygps P

can only acquire pickups that are equal to or one size level lower than their size; other
pickups outside that range are either too small to gain any power from or too large to
collect yet. The maximum size for any player in a given map is two Isigs than the
maximum pickup size, as the player will no longer gain power from any pickup on the
map at that pointfgr example a map with size 12 pickups would allow for a player of

size 14, but no larger.)

Players can also only carry a number dadrsls equal to their current size level.

Balancing the Elements

When an element meter is more than 20 percent larger than any other, the player becomes
a Primary elemental of that type meter glows to show, iand theCypher character

turnsinto the éemental. If the player can get two affiliated element meters in balance
(within 15 percent), they become a secondary elemental if those two meters are not
smaller than the other elements. The secondary elementals are Lava (earth + fire), Ice

(air + wate), Mud (earth + water), and Lightning (fire + air). As a Primary or Secondary
elemental, touching an element powerup that is opposed to the elemest@dmage to

that player. To become either kind of elemeritad player must have a minimum total
numberof elements. Otherwise the player remains a Cypher.

If the player can keep two opposing elements in balance (within 15 percent), the player is

a Void elemental if those two meters are not smaller than the other elements. In this

state, the playerags not take damage from any element powerup. This means that it is

easier to be a Primary elemental when small, but at larger sizes, it is easier to be a
Secondary el ement al or Voi d. I f the Void el
Air,theyarec n Def ensi ve mode and all the el emental
damage dealt to it is reduced to half. If Fire and Water are the highest meters for a Void
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elemental, the elemental shifts into Offensive mode where all its attacks are doubled in
damage and damage dealt to it is doubled as well.

Player Size and Movement

Players begin at 1 meter tall. Players gaining size levels increase in height by 1 meter per
level, and move at a speed equal to 1 plus half their size level. Thus, size€t® play

would be 11 meters tall and move at a speed of 6, allowing them to move across the map
faster, reach greater heights and leap over larger gaps in the t@imaisizes the player

can be range from 0 (a Cypher) to 14 (a God elemental). When thentdegaens

enough elements to earn a new size category, they immediately change in size. Every
four sizes the el e imemalldeméntals;8ie mddiuntahd®On ge s .
and above is godized. The player can only carry a number of shardaleq the

pl ayerds si ze.

Elemental Types

As players collect elemental pickups, they change into a variety of different elemental
types. Consuming pickups of just one type, or a majority of that type,themplayer

into that kind of elementafdqr example,a player with all Water elemental pickups, or a
larger percentage of water pickups than any other type, becomes a Water elemental.)
Collecting an even number of two ropposing elemental pickups turns the player into a
hybrid elemental:
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Water andcearth: Mud elemental
Water and Air: Ice elemental
Fire and Earth: Lava elemental
Fire and Air: Storm elemental

A player who collects an even number of all elemental pickups becomes a Void
elemental. A Void elemental with a majority of Water or Earthdshbecomes a
defensive Void elemental, while a majority of Fire or Air shards turns the player into an
offensive Void elemental (see Combat below.)

Coming into contact with an el emental that
type causes the gjer to take damage equal to the level of the elemental, as the two
opposing elements cancel each other out:

Water: opposes Fire

Fire: opposes Water

Earth: opposes Air

Air: opposes Earth

Mud: opposes Fire and Air

Ice: opposes Fire and Earth
Lightning: oppses Water and Earth
Lava: opposes Water and Air

Void: no opposing elements

For example, a Water elemental touching a size 6 Fire elemental would cause the player
to take six damage. An opposing pickup two sizes smaller than the player has no effect
andis not consumed, and a pickup larger than the player makes them lose a pickup equal
to their size.The advantages and disadvantagfabe elementals atbese

1 An Earth Elemental moves slightly slower, but has knockback resistance.

1 An Air Elemental moes much more quickly, but takes more knockback damage.

1 A Fire Elemental takes damage in water, but can swim in lava gueikhout

damage.

A Water elemental can swim really fast in water, but takes double damage in lava.

Secondary elementals gain @dvantages and disadvantages of the two elements

they represent. At high levels, they lose the disadvantages of both elements.

1 A Cypher deals and receives weak damage from all others, and can never really die,
just be reduced to zero elements.

1 A Void elenental deals and receives medium damage from all others unless in
Offensive or Defensive mode. Void elementals move at an average speed on land
and in water and lava. They also take normal damage from Lava

= =4
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Pickups
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Combat

Upon gaining a new level, ptars have a number of hitpoints equal to 4 times their size
level, and deal base damage equal to their size level plus the number of shards they have
collected. Thus, a size 12 player would have 48 hitpoints and would deal 12 damage on
every hit. Losinghose 48 hitpoints would drop the player down to size 11 and restart the
player at 44 hit pointsAn elemental who loses a level dsaprandom element pickups

of his new size (of a type the elemental is currently carrying) and one of the size below.
Deding enough damage to cause the opposing elemental to not be able to carry the
number of shards they are carrying netkeem to drop the most recently acquired

shard(s).A player taking enough damage to be shorn of all their elensemduced

again to aniniscule Cypher, and they have to build up ag@@ining a size level
restores the playerds hitpoints to the stand
the elemental type of the player and the enemy the player is attacking, the damage caused
is adjusted as follows:

Fire and Water deal 200% damage to one another. They are opposing elements.
Earth and Air deal 200% damage to one another. They are opposing elements.
Fire deals 150% damage to Air and 50% damage to Earth.
Earth deals 150% damageFRire and 50% damage to Water.
Air deals 150% damage to Water and 50% damage to Fire.
Water deals 150% damage to Earth and 50% damage to Air.
Damage to an elemental of your own type is normal.
Void dealsnormaldamage to all elemental typestandardOR
50% damage to and from all elements (defensive) OR
200%damage to and from all elements (offensive)

Secondary elementals deal damage and take damage as if they were the average of the
two elements against the opponent. Thus, Water attacking Lava cemalldedium
damage, and Ice attacking Lava would deatium damage as well.

Building the Monolith

Once a playehnas collectedhe required number of shards, they can go to the nexus to
build a monolith. When the player has the required number of shiaegsgain a new
ability, the ability to channel energy into the nexus, creating their monolith. The player
has to get the monolith up to 100% to win (or 100 hit points). Channeling energy
constantly into the monolith increases it by 2 points per secBtayers can stop a
monolith-building player by either destroying the monolith or knocking the player down
a size category. If the player loses any of their shards, they lose the channeling ability.

Level Design
The levels are massive enough thatléingest elemental possible in the level still has a

decentsized level to explore. There are areas that only elementals of a certain size can
experience, and a few that only elementals of a certain type can as well. Each level has a
differing number of Bards required to build the monolith, though an equal number of
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each elemental shard is always required. For example, a level that needs four shards to
win would call for one of each type, while a level that requires 12 shards would need
three of each.

Some shards are hidden in places only small elementals can get to, meaning they are
good for starting elementals, but larger elementals have to compete for fewer and fewer
shards. This gives weaker elementals places to run and hide from the more massive
elementals, though massive elementals will most likely ignore the tinier ones.

Levels give the players the opportunity to become any size of any elemental they wish
(up to a single maximum size for the level). There are levels of various sizes to
accommodte differingnumbersof players. By collecting the required number of shards

of each type and the minimum total shards, then going to the central victory location and
building their monolith, the player wins the level.
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Elemental Abilities

Elemental Aldities are special attacks players can Esechelement has three elemental
abilities. These abilities ka a cootdown time,soplayers can not constantly userthe

The three abilities are classified into three groups: Minor, Major, and Special. Eidsnent
acquire the Minor ability at size one. The Minor ability is a weak attack, but it does not
use elemental energy. The major ability is acquired at size five. By sacrificing a small
amount of elemental energy, the Major ability deals more damage. Atisgédhe

special ability is available for use. The sp
enhancement.
Earth

Melee orientated elemental and tougher than the others. Strong melegnagtdck
ranged attack.
1 Avalanchgminor) - Elemental mmashes the ground with his fists. Anyone within
a certain radius is stunned; deals light damage.
1 Stalagmite (majorj The Earth Elemental summons a giant stalagmite from the
ground. The stalagmite deals moderate damage.
1 Stone Skin (special)For a few seonds the Earth Elemental takes half damage.

Air
Relies on hit and run attacks to survive. Strong ranged attaclk melee attack.
1 Gust(minor)- Pushes enemies that are in front of the elemental baatcssd
moderate damage. Can push people offdstly extra fall damage.
1 Tornado (major) Air Elemental summons a large tornado. The tornado sucks in
nearby players, and deals light damage
1 Flight (special)- The player can fly for a limited time.

Fire
Hybrid of closecombat and ranged, but is stgen at melee.

1 Meteor (minor) Tosses a fireball and when it hits the ground it causes damage to
the area around it and sets any player caught in the blast ontich does low
damage over time.

1 Blazing Aura(major) - Anyone within a few feet of the efeental takes damage
over time the closer to the elemental, the greater the damage

1 Ignite (Special} Fire Elemental can jump higher and move faster.

Water
Hybrid of closecombat and ranged, but is stronger at ranged.
1 Hydro (minor)i A jetstreemofwaar shoots out of Water EI e
attack deals moderate damage, and knock back enemies.
1 Tsunamimajor) - A ranged attack that damages any enemies in its path and
slows their movement speed for a few seconds.
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1 Evaporate (major} Elemental can teport a short distance.

Ice
A pure range class relies on damaging enemies from a long distance.
91 Icicle Blast (Minor)f Shoot s mul tiple icicles out fron
moderate damage.
1 Entombment (Major) Freezes nearby enemies in a tombkcef While entombed
enemies can not take damage, but they cannot attack or move.
1 Ice Shield (Special) Crystallizes water particles in the air to create sheets of
floating ice around the elemental. The shield absorbs half the damage, and last
for ten secnds. Heavy damage may lower the shielde time.

Mu
A hybrid of melee and ranged, but focuses more on melee.
1 Decayed Turf (Minor) The Mud Elemental hurls a large piece of turf. The attack
does light damage, but poison the enemy. Poison additiatedlg medium
damage over five seconds.
1 Swamp Engulf (Major) The Mud Elemental converts its nearby surrounsling
into black swamp. Nomud Elementals in the area suffer aslospeed anthke
light damage.
1 Earth Meld (Specialj The elemental fuses intbe ground and disappears. In
meld mode, they can go through any part of the level. However they cannot attack
or pick up items, unless they-umeld.

o

Lava
A puremeleeclass focuses on getting up close to enemies and dealing a lot of damage.
1 Lava Bomb (Nhor) i Throws a ball of molten lava that explodes on impact.
Deals medium damage.
1 Hell Raiser (Major)i Columns of fire shoots up from the ground near the Lava
Elemental. The attack deals heavy damage.
1 Super Jump (Super)Uses a small amount of energyaimable the Lava
elemental to jump higher.

Lightning
Hybrid of melee and ranged, but is stronger at ranged.
1 Chain Lighting(Minor) i Shoots a bolt of lighting that has a chance of bouncing
to other enemies. The bolt deals light damage.
1 Thunder (Major) Summons a large bolt of thunder from the sky, and hits the
target. Dea a large amount of damage.
91 Dash (Specialj Enables the Lightning Elemental to dash for a short time.
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Character Concepts

Air Elemental

A mysterious creature that moves along the vamatents of the land. Though it would
seem impossible to harm with normal weapons, but due to the Cyphers technology,
hurting the Air Elementals is as simple as hurting anyone else. The Air Elemental can
move quickly when it is within a wind current, buis difficult to navigate. It can attack
with either a gale that can cut or push away its foes with harsh blowing winds.
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Earth Element
Big, strong, yet slow in movement. Covered with stones, moss, and plant vines to hold it

together, the &th Elemental is like a colossus. It can toss huge stones with the base
attack, or stomp on the ground to stun foes

with rocks sticking out when creating this character.
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Fire Element

Lean, meanand a total destruction machine! She can torch down (think flamethrower)

certain obstacles or foes with her base attack, or create a fire trail behind her with her

second attack. The Fire elemans covered in flames, and smoke follows in her trails.

A good way to figure out what she |l ooks |ike
El emental 6 in Googl e.
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