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Document Overview 

Overview 

This is the design document for Buvez-vous un verre.  This document is broken into major 

sections, each describing a particular aspect of the game.   

Revision History 

This is a brief description of this document.  A list of the major changes is provided following each 

revision number.  

Revision Date Change Description 

1.0 September 
10th, 2014 

• Creation of the Characters, Camera, and Controls 
section  

1.1  September 28h, 
2014 

• The addition of the game mechanics section 

1.2  October 10th, 
2014 

• The addition of the game modes and progression 
section 

1.3   October 19th, 
2014 

• The compilation of all sections into one unified 
document  
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Above the famous château Margot castle wine maker 

          Below, one of the bottles they produce 
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Game Concept 

Overview 

“Buvez-vous un verre” is a 3D first person interactive and story driven life management and wine tasting simulator 

where the player is placed on the heart of a story and has to manage his life plus competing in multiple wine 

tasting competitions to become an expert wine maker.  

 

 

 

Here is an example of a cover for the packaging or for the 

front of the box.  

 

 

High Concept 

 “In vino VERITAS”.  

 “Buvez-vous un verre” is a game where the player can interacts with the environment and the NPC. Since it’s a 

life simulator, the player has to manage different factors such as:  relationship, charisma and personal confidence. 

Three bars at the top of the screen show the current condition of the abilities. A filled bar gives out a different way 

to interact with people, lets the player gain items and facilitates the wine tasting competitions.  

In this game the player can be the character’s enemy. Since the gameplay let’s the player have total freedom, if 

the player decides how to follow the characters desires, this one can hence not succeed of have an alternative 

success.  

The story is based on one leading question: From where is the delightful attraction of the character to the wine 

coming from. The main character is prone to loss of memories and has to visit to shrink frequently to rediscover 

moments of his past life. By doing so, he unlocks more knowledge about the wine; he lets the story progress and 

acquires skills to win the competitions. Going to the meeting with the shrinks is not mandatory but missing them 

leads to a more difficult gameplay experience. The outcome of the competitions such as success or failure 

influence the dreams or the memories unlocked and leads to different storylines.  
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The wine tasting simulator offers a gameplay experience following the process of a real wine tasting experience. It 

contains three phases where the player has to describe the wine and then identify it. The main goal of the 

character is to become an expert in wine making.  

The player can also organize events at his place to build up his charisma and obtain more reputation. If the player 

wants to focus on collecting bottles of wine, organizing events and dinner with people or networking with friends 

or people from the industry is the way to do it. The game will collaborates with real prestigious wine house to 

create a valuable in game inventory accessible and let collectors increase their passion inside the game trying to 

obtain rare bottles of wine. The player can build and customize his own wine room and on top of that is able to 

grow his own wine.  

 

 

One of the possible house wines available in the game 

Why Create this Game? 

This game is an original concept mixing genres and creating a new type of games. In the market, there is 

currently no game that offers that experience. Hence, “Buvez-vous un verre” is filling a void by offering an 

innovative concept.  

• It offers to the current generation of adult’s player an immersive game with a creative concept 

where the theme of responsibility is treated in an interesting way, directly connected to the 

gameplay.  

• It offers to the wine lovers a game where they could practice their passion for wine in a 

complete new experience within a virtual reality.  

• It offers a heavily story driven game with replaybility with a common theme that speak to 

every adult.   



Alain Marchino  24-Jun-15 
 

– 10 – Copyright © 2010 Vancouver Film School 
 

What is the Target Hardware? 

The Wii U is the only targeted console. “Buvez-vous un verre” is a Blue ocean idea and the game does not try to 

compete with others game. Hence, the Wii U fits entirely the production needs.  The game does not target 

hardcore and emphasize towards family dads and/or mothers.  

Who Is The Target Audience? 

ESRB: A 

Geographic: The game is targeting Europe first and then the American territories (South and North). The game 

will be released in all the countries featuring house wines available in the games. Hence, it will be released in 

South Africa and Oceania afterwards and finally Asia.  

Demographic: The game is designed for an adult audience because its featuring adult theme, alcohol and a story 

line that can be perceived as disturbing. The game tries to catch population like wine makers, wine lovers, people 

who enjoy life simulator and people who enjoy narrative driven games such as “Heavy rain”.  Those players are 

more casual players or adults from the video game industry who where past players. Family dad, women 

developers, mothers, young and active adults are the kind of player the games wants to attract.  

Below, an example of a casual couple that the games targets.  

 

 

Where does this game take place? 

The game takes place in France but the player will travel across the world to attempt the wine competitions. Also, 

the player can visit existing vineyards in the game. These areas are unlocked as soon as the player wins 
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competitions. The featured countries are France, Spain, Italy, Switzerland, Argentina, Chile, South Africa, New 

Zealand, Australia, Canada and USA. The countries available are based on where existing vineyards are.   

 

 

Feature Set 

This section describes the features that make up the overall gameplay experience of “Buvez-vous un verre”. 

Major Features 

Freedom of choices to the player in an interactive world and environment 

The gameplay lets the player achieve the experience the way he wants. The game wants to reproduce this 

illusion of freedom that someone can have in a real life. Hence, the player has a lot of choices and managing 

them is a part of the challenge. Also, the continuation of the story line can legitimately vary from a gameplay 

session to another. The game is meant to satisfy every player. Hence, homosexuality option is available when 

creating the character and the partners. The world is massively interactive. The player has to be allowed to make 

a phone call, watch TV, go running for a while, drink whine at home or organize a whine party at home. Therefore, 

most of the objects are interactive for the player to be able to use them accordingly, based on their function. The 

world has to support this sensation of full immersion.  

Everyone can be an influence 

Supporting the idea of freedom, the game features a huge number of NPC. The idea is that based on who the 

player decides to listen or to become closer, it may influence the player decision. Every NPC can bring something 

different to the player experience. The games does not transmits or deliver any moral or judgmental lesson in 

order to increase this theme of responsibility throughout the storyline.  

An oneiric storyline 

The storyline is delivered throughout flashback and hypnotizing sessions with the shrink. The character is 

experiencing loss of memories and needs desperately to re build moments of his memories based on his 

reminiscence. The player discovers consequently the background story throughout these oneiric moments, which 

allows the story to progress.   

Exclusive wine tasting simulation 

The game features the unique wine tasting simulation. This one tries to tie into the game the most accurate and 

relatively realistic wine tasting experience. In order to do so, the game provides choices such as temperature of 

the glass and wine but also enhances the wine tasting experience by offering a gameplay based on the three 

phases of a wine tasting experience: Observation, olfaction and gustation. 
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Minor Features 

In game knowledge 

To define the wine, the player must use his knowledge. He can use the adjective book to describe more precisely 

the wines during the competitions. This book can be implemented, either by playing the background story or by 

visiting vineyards. Then, the player learns about real wine process making and real specific vocabulary towards 

the wine making profession circle.  

In game collection assets 

The game features an in game wine collection. The player can decide to build his own collection and try to obtain 

rare bottles of wines as trophies or simple collector items. The bottles are either existing bottles or bottles that 

existed in the path. The rarest a bottle is, the more difficult it is to obtain it. The bottles can be rewards after a 

wine competition or can be obtained by simplest way like errands, networking or personal shop when visiting 

vineyards. The player can store the bottles in the customizable wine room.    

 

 

 

Example of a wine room 
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Game Characters 

Overview 

This section describes the main character and the NPC’s found in “Buvez-vous un verre”. 

Playable Character: Main Character 

There is only one playable character, which is created at the beginning of the game. The player can choose 

genre, skin, facial and body features, appearance, clothes and name and sexual preference.  

 

 

 

Here a sketch of a portrait of a female character 

 

 

 

Non-Playable Character(s) 

Overview 

The game features a huge variety of NPC. However, the mains one are the partner and the shrink. After that, all 

the others are NPC are minor but still important since everyone in the game can help the main character in one-

way or the other. The game introduces all the characters from the wine tasting competitions, the vineyard’s 

owner, the friends, the neighbors and also random people. The player can have pets in the game, which are NPC 

that the player must take care of.  
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Partner 

The partner can be either randomly generated based on the choices of the main character creation or created as 

well from scratches using same pre sets and tools than the one used for the main character creation. The partner 

is important since he is going to influence the nervousness factor of the main character.  

Below, two examples of a male partner and a female partner.  

 

       

Shrink 

The Shrink is a character that can be chosen during the game. The games features a small list of shrinks and the 

player makes his choice. Hence, the character can be male, female, young or old and so long.  

Friends 

Friends are here to support the quest of the character. However, the outcome of the relationship depends on the 

choices of the player and a friendship can ends during the game with consequences, either good, bad or both.  
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Example of a shrink’s office 

 

Example of some friends in the game 
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Camera 

Overview 

The camera systems are designed around a first person view of the world. The player can only see itself during 

some moments of the wine tasting simulation or throughout reflecting objects.  

First Person Life Simulator Camera 

The first person camera does not show the created avatar. The camera always follows the sight of the character 

as if it was the player itself.  

 

Table 1: Table1: In world Camera 

Camera Image Example Description 

 

 

Mockup up of how would look the vision in the 

world.   
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Table 1: Table1: In world Camera standing position space captured 

Camera Image Example Description 

 

 

Illustration of what the camera captures  

 

 

 

Table2: Wine tasting first and second phase Simulator Camera 

Camera Image Example Description 

 

The camera stays in the first person views to makes the wine 

tasting simulation more realistic 

 

 

Wine tasting third person thermic view Simulator Camera 

The camera adopts a third person view showing the face of the character, The 

camera switches to an X-Ray and thermic mode views to allows the player to 

define the in mouth sensation of the wine. The camera can turns around the head 

to show a profile view and a back view of the head.  
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Table1: Thermic view wine tasting third phase camera 

 

This shows the thermic vision of the character. The camera can rotates around the head of 

the character in an angle of 180 degrees to show the in mouth sensation.  
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Controls 

Overview 

The controls in “Buvez-vous un verre” are based on the remote Wii U Pro controller only to offer the player a full 

immersive experience.  

Movement, world and environment  

The basic commands let the placer control movements, camera, and basic interaction. Since the options of 

different interactions are huge, the controls will differ from a situation to another.  

 

 

Figure 1: word and environment controls 
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Wine Tasting 

The controls during the wine tasting are completely different. The player has a lot of option to recreate this 

experience.  

 

 

Figure 2: Wine tasting Simulation controls for the three phases 
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Competitive Analysis 

Overview 

This section describes the closest game with which “Buvez-vous un verre” could compete since they have same 

concept or mechanics.  

Heavy rain 

“Buvez-vous un verre” wants the player to feel free the most he can. Therefore, the interaction let a lot of options 

and the world is designed in that way. Objects and people should bring something new to the adventure. 

Similarly, “Buvez-vous un verre” wants to drive the player inside a heavy story driven game. The difference with 

heavy rain is that the gameplay will use NIS instead of letting the player interacts during the cut scenes. “Buvez-

vous un verre” is not meant to be a playable movie and the background story and the story will be narrated 

through gameplay and NIS. Heavy rain offers QTE that lead the player to a complete different experience since 

those are part of the gameplay and the player can interact during those QTE, giving the impression of playing a 

movie. Buvez-vous un verre deliver a different mood with Non interactive sequences used to set the mood and 

the narration. The atmosphere of the game is very different from Heavy Rain even if the game adopts a serious 

and dark background story. Here the mood is balanced between sad, melancholic atmosphere and ambiances 

during the past moments and a strange oneiric and cloudy atmosphere for the present, to give the impression of 

an awaken dream. Again, the wine simulator part which is a very important percentage of the gameplay creates a 

unique identity to “Buvez-vous un verre”.  

 

The Sims 

The life management uses a similar system than the Sims in a way that the character has to manage his state of 

mind, his condition and his mood, some attributes somehow.  The difference is that  in “Buvez-vous un verre”, the 

modification of attributes have consequences. These can directly influence the gameplay by modifying the 

difficulty of the challenges that the player must go through or the storyline whereas in The Sims, the modification 

of the statistic does not change any storyline and do no affect the play style. Plus, the life management in “Buvez-

vous un verre” is not the main focus of the game even if it’s a big part of the gameplay, the central point of the 

game is focus on the wine simulator and the extensions focus on the wine like the wine room or the possibility of 

building a wine collection. The game really tends to recreate a wine experience. 
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Gameplay Details 

Overview 

This section describes the gameplay and mechanics found in “Buvez-vous un verre”, and 

contains topics describing the mechanics, how they are used, and their implementation into the 

game. The game contains five specific systems such as character creation, movement system, a 

player navigation system, a camera, an interaction system and a wine tasting system. Those 

mechanics are related to the main character and are all the main possible options doable by the 

player. The game does not contain any AI. This mechanic break down describes the systems with 

third person sprites for convenience reason. Indeed, it’s easier to understand for the reader. 

However, don’t forget that the game is in a first person view. As a side note, myself using Adobe 

Photoshop CC and google image assets do all the mockups.  

Movement 

The main character can perform basic movement actions. Below, a description with illustrations of 

the existing movements in the game.  

Walking 

The player can makes the character walk. To do so, he must tilt the right joystick up. As long as 

he’s holding the joystick, the character will walk. If the player releases the joystick, it goes back to 

the neutral position and the character stops walking and stands still.  

 

Above, an example of the walking forward mechanic 
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Walking backwards 

The player can walk backwards looking at the same direction. The same system is use with the 

same joystick. The player tilts it down and the characters steps back. If there is no input, the 

character stays still. The player walks 2meter/second.  

Below, an example o the walking backwards mechanic 

       

Running 

To run, the player uses the same system as walking. He tilts the joystick forward to walk. On 

addition to that, he has to press the joystick and keep holding the pressure on the Z axe. When 

he stops pressing the joystick, the character stops running and walks or stands still depending if 

the player keeps tilting or completely releases the input. The player runs 4meter/second.  

 

Above, example of a running mechanic 
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NOTE:  The right joystick is use to move. The left joystick controls the camera and so, the 
direction where the player moves. 

 

Player Navigation 

To navigate inside the world, the player uses a combination between the walking input and the 

left joystick. The left joystick works as if it is the eye of the player. When he is walking, if he wants 

to change direction, he tilts or rolls the joystick in the desired direction.  

Player Navigation 

The left joystick follows a traditional compass orientation.  
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180 Degrees 

If the player wants to make a 180-degree quickly, he has the option to double tap the left joystick. 

Wherever he’s facing, he makes a full 180 U-turn and will face the opposite direction. The 

camera, hence, follows the player and turns in real time with the character.  

 

Camera movement:  

 

The camera turns. The character is in orange and makes the 180 degrees. The camera follows in real 

time 
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Interaction 

The games let the player interacts with a lot of objects within. The type of interaction can be pretty 

simple or can lead to a deepest inspection of the object. Therefore, the player can grab the 

objects and manipulate them. However, the game indicates on screen the way to interact with the 

objects.  

Basic interaction 

Most of times, the basic interactions can be considered as grabbing objects, triggering a 

conversation with a NPC or other actions that let the player use the environment.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

This example above depicts how the interaction system is built within the game. As the player is approaching the 

objects he can use, those get highlighted and a text appear to clarify the interactiveness of the object. The closest 

the player is from the source, the clearest the highlights and the text become. Both fade away when the player 

receed from a source. If the player is to far away from a source, the space stay emtpy and nothing appears like in 

the space behind the NPC or the left of the room. The player has to press the button shown on screen to start the 

interaction. The player needs t be close enough to the object to interact and does not neet to aim. When the 

interaction range is reached, this is shown by the input displayed flickering. The range depens of each objects.  
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Above, an example of the flickering button sequence 

 

The player presses the B button in this case to read the newspaper 

Books 

In the game, one of the most used objects are books, magazine, newspaper, anything the player 

can read.   
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Key 

The player can open doors with key.  

 

Dialogue Options 

When conversing with people, the character can decide multiple options. The same system is 

used at the shrink office. Some dialog bubbles pup out and the player can choose by rolling the 

joystick towards the desired bubble to highlight it. He confirms his choice with the X input.  

 

To choose one of the bubbles, the player directs one of the joysticks towards the location of the 

bubble. In this example, the upper bubble is highlighted; hence, the joystick is tilted up.  
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Character creation 

In the game, the player has the ability to create his character. The game offers a palette of 

different menu available with a character rendered that shows what the character looks like. The 

player can choose his/her look and some skills afterwards to assign some preferences and create 

a personality to the avatar.  

Modelling:  

The player navigate between different stats he can modify according his desires. Below an 

example of the modelling part. The player chooses the stats option he wants to modify first by 

tilting the joystick up or down. Then the player tilts the joystick left or right and adjusts the chosen 

stat till the desired effect is reached. At the end of the character creation the player confirms by 

pressing on accepting or declining.  
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Press Y to confirm 

 

 

NOTE:  The same system is used to assign the personalities attribute.  

Stats 

The player has three stats that perpetually changing depending on the actions he takes during 

the game. Those stats influence the gameplay and the progress of the game.  

Confidence, Nervousness, Charisma 

 

Those three stats are influencing different factors. The confidence is responding to the knowledge the 

player can gain by going to the shrink. This knowledge is the in game adjective in the adjective book. The 

most the player goes to the shrink to unlock memories; the more adjective he will have to describe the 

wine.  

The Nervousness is linked to the partner. The relationship affects the confidence of the character and the 

lowest the bar is, the more stressed is the player during the wine competitions. The player is affected, 

don’t see the correct colors, is shaky while holding the glass and shorten the length of the competition.  

The charisma is only for in game assets. The most popular the character become, the rarest wines 

become accessible for him to build his collection. If the player has  
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Trigger a cinematic event or enter the dream universe 

Overview 

The player can observe some illusion shapes. Those shapes or object trigger a cinematic. 

Depending on the situation, the player can watch the cinematic or enter the dream universe when 

he is at the shrink. The process takes an object as a medium. The player must observe the 

object. In this case, it is a picture of the dad. The player must observe a certain amount of time to 

start displaying a reaction on the object. When the reaction is done, the process is completed. In 

game, it takes the shape of a floating halo and the player knows that observing it can trigger a 

cinematic. At the shrink, the player can enter the dream universe. The dream universe surrounds 

the player entirely and takes over the reality.  

 

On the left, an example of an in game aura that can trigger a cinematic.  

 

 

 

Here an example of the process of entering the dream universe. If the player stop watching at the 

object, the process stops and must be restarted. After a certain amount of attempt, the process 

cannot be triggered anymore. At the bottom, the dream universe completed. Below, the process 

of reaction on the picture example.  
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Wine tasting simulator mechanics 

The wine tasting simulator is divided in three phase. Each phase has its own specific mechanics. 

The player can bring up the adjective book during this phase at any time to identify the wine. The 

player open his book and pick adjective from the book to describe the sensations. Each phase 

has a timer. This one depends on the level of difficulty of the competition. Therefore, there is a 

failure condition: when the time is up. If the wine has not been described, hence, if the player did 

not go through the three phases, this is a failure.  

First phase: observation 

In the first phase, the player has to define the appearance of the wine. He muse inspect the wine 

in order to do so. He can lean the glass, roll the wine within the glass, look closer and tilt the 

glass.  

 

Rolling the glass 

The glass makes some circles when the player rolls the joystick. Also, the speed of the joystick 

matches how the joystick rolls in game. A low roll rolls the glass slowly and fast roll rolls the glass 

fast.  

 

 

Tilting the glass 
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The glass tilts to the left or right. The glass stops tilting when the player releases the output. 

Therefore, if the player wants, he can spill some wine on the floor. If the pressure on the input is 

fast and heavy, the tilting process is faster. A slow and smooth input tilts the glass accordingly to 

the pressure on the button.  

 

 

Leaning the glass 

The player can lean the glass on the depth. The same concept is applied to the movement of the 

glass and the position the player can reach with the glass.  

   



24-Jun-15  Buvez-vous un verre 
 

– 35 – Alain Marchino 
 

 

Bring the adjective book, make a close up or give up 

The player can perform those three actions during all the three phase. The player must press 

either Y to bring the adjective book, B to make a close up or A to give up.  

 

 

 

Below, example of a close up when the player presses B. The longest the player presses the 

input, the closest to the wine the camera is going. When the input its released, the camera dopts 

the initial position before the close up 
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The close up simulates a view where the glass of wine is in front of the eyes.  

 

The adjective book 

The adjective book is brought up to help describe the wine during the first two phases of the wine 

tasting. When the player presses Y, he opens the adjective book. The player can use the pad to 

choose the adjective and can confirm his choice with the X input. The numbers of adjectives 

available depends on how much memories have been unlocked by visiting the shrink.  

 

As a side note, myself using Adobe Photoshop create the texture 

 

Second phase: olfaction 

During the second phase, the player must associate smell to inputs of the controller. It’s called 

the bouquet phase. Different colorful smokes come out of the wine.  Each smoke equals to a 

flavor. The player must press the inputs displayed on the left of the screen to associate a smell to 

the colored smoke. Again, the player can use his knowledge using the adjective book. Below, a 

mockup describing the mechanic  
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Since the input change when a smell has been associated, this phase is very dynamic. The 

player keeps pressing the input till the phase is done.  

 

Below, an example of all the inputs the player can press during this phase to associate a smell 
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Third phase: gustation 

During the last phase of the wine simulator, the camera adopts a frontal third person view where 

the player can rotate the camera around the face till 90 degree right and left. The camera is on 

thermal view and the player has to identify where the sensation are in the mouth. The sensations 

are depicted by purple and glossy zone inside the mouth. The player, by rolling the left joystick, 

can rotate around the face of the character.  
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Open the mouth of the character and identify the purple zone 

The player uses the right joystick in every direction he can to identify the purple zones on the 

mouth. It works as a target and the process combines the right joystick to locate the location and 

move the cursor and the Y button to pin the locations. The A input opens the mouth of the 

character.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

The purple zone in mouth leads to a different kind of wine generated automatically in a list based 

on the result of the phase. When the time is up, the list is displayed on screen. The available 

wines are green. The player has to pick the wine he thinks to end the competition.  
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Below, an example of the list wine generated. The traced wine are the one not available based on 

player inputs during the wine tasting competition. At this point, the adjective book cannot be used 

anymore. The player pick a wine and confirm his selection.  

 

The player chooses the wine.  

 

The player presses Y to confirm his choice.  
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Failure condition 

Failure condition 1:  

The player has a timer during each phase. The level of difficulty raises throughout the different 

competition by shrinking down the available time to describe the wine.   

A glassy sand timer is displayed all the time on the top of the screen for each phase.  

 

When the time is up and all the sand is I the bottom section, the competition ends.  

 

 

On the left, an example of the time sander displayed.  

 

 

 

 

Failure condition 2:  

If the player fails to identify the wines, he loses the competition.  

AI 

The game does not contain a lot of AI. However, during the wine competition, the bartender will 

welcome the player and set the competition. The AI will make sure that the player chooses his 

glass, is comfortable, and starts the timer when the player has picked the wine.  

The bartender hence, is the master of ceremony.  

Bartender behavior 

The bartender is an isle state. He welcomes you when he sees you. He will ask how the 

characters feel. After that, he will ask if the player want him to store his jacket. If the player says 

yes, he will do so and come back. If the player says no, he asks for the player to follow him and 

guides him to the bar. He asks for the player if he wants to start the wine competition. If the player 

replies not yet, the bartender stays at the bar and confirm that he will wait for him. The bartender 

stays at the bar till the player comes back. He asks again when the player comes back to the bar 

and offers to choose the glass he wants. He can give some advices on the glasses when the 

player decides to observe one glass. He asks for the player to confirm his glass and offers to 
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choose for which title the player is competition. The answer leads to a specific wine. The 

bartender goes pick the bottle and purrs the wine. He gives the wine to the player and asks if the 

player is ready. If yes, he starts the timer. After the competition, he asks the player if he wants to 

leave. If yes, he will go grab the jacket.  

 

Example of a flowchart AI bartender behavior  
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Game Modes 

Overview 

This section of the document details the single player campaign of “Buvez-vous un verre” The 

game contains two different modes: the single player one and the training mode.  

 

Single-Player Game 

This mode is the story mode. The player takes control of whomever he creates as an avatar. The 

character will progress by completing events such as a wine competition, a shrink session and a 

romantic dinner with the partner. For a matter of convenience, the name “Trey” will be used in the 

document to refer to the main character. Amanda will be used to refer to the partner.  

Story 

A famous wine competition is approaching and Trey is experiencing unexpected troubles. Since 

the death of his father, Trey is not the same one anymore. Even if it happened two years ago, 

Trey is still affected. He took over the business of his father of a wine maker since he was sharing 

the same passion than his paternal. “Trey” is stuck to achieve a goal his father never could 

achieve and wants to become an expert in wine maker, which requires gaining some honorific 

titles. Those are delivered through wine tasting competitions. As the date of the competition is 

approaching, insomnia has taken over Trey’s nights and Trey shows more sign of stress and lack 

of confidence.  

Story Breakdown 

The player has to face three different situations. Primarily, the player is having dinner with his/her 

partner. The objective of the first stage is to have the player getting introduced to the concept of 

nervousness plus the main mechanics of the game based on interaction with the environments 

and NPC’s. The player discovers the character’s background story and his main objective.  

The second situation is the character during his weekly meeting with his shrink. Using the same 

mechanics, the player is thrown in the past of the character and plays the character’s youth. He 

has to unlock memories of his past, trying to fade away the darkness clouding his perception 

about his own relationship with his father. The character is playing a dream world sequence 

where the memory he unlocks gives him new knowledge about the wine and the story. The 

knowledge can general or more conveniently, adjective filling the pages of the adjective book.  
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The third situation is the actual wine competition where the player needs to identify the wine 

based on his experience and his stats. If the player manages to identify it, he earns the title he 

was coveting.  

Single Player Progression 

The section of the design document details how the player progression through the single player 

campaign.  

Single Player Campaign 

The progression is completed level-by-level. This is based on going through the different 

situations described before. The player must fulfill the different objectives such as filling his stats 

the most he can and competing in the wine tasting competition. The campaign takes place in 

three different places: Firstly, the home of the partner, secondly, the shrink office and finally, the 

vineyard where the competition takes place. The overall story happens in France in the city of 

Bordeaux.  

In each stage, the player is free to interact the way he wants which can lead to multiple different 

situations. However for the clarity of the document, the focus is based on a conventional and 

generic walkthrough where the player completes the objectives in a satisfying way, which leads to 

success.  

Below are displayed the location of the levels in the world.  

 

   

 

 

 

 

 

 

 

 

        Europe Map      Bordeaux city Map 
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Bordeaux wine competition location     Château Pessac Leognan vineyard 

 

Level progression walkthrough 

Level one: The dinner at home 

The player starts by having a dinner with the partner. Some cut-scenes are weaved during the 

character’s conversation taking the form of flashbacks to reveal to the player important 

background story information’s such as the insomnia, his stressed mind’s condition and the death 

of his dad. The player progresses by achieving interactions with the environment and the partner. 

The interactions with the partner are of course dialogue based. The interactions with the 

environment are player choices. The player reaction is all that matters and triggers different 

reactions from the partner and the world that let the story continues. The goal of the first stage is 

to dive the player into the story, letting him know about the conflictual relationship the avatar has 

with his the partner and the repercussion of this relationship on his nervousness bar. The player 

objective is trying to have the nervousness bar the most filled up he can. 

Mission objective 

The objectives are mostly introduced with cinematic letting know the player the current situation 

and his objective. Below, a bullet point’s list of what the player must do to get the confidence bar 

the most filled up.  

1. Don’t pay attention to the phone when it’s ringing 

a. Side note: This event let the player know that events are triggered like mini QTE 

in the gameplay and the player decides how he reacts to them. It also introduces 

the HUD for events.  

2. Don’t let yourself get distracted by the illusion behind her.  
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b. Side note2: This event let the player know that cinematic can be triggered and 

introduces the interaction with environment mechanic.  

3. Pour the wine in the partner glass first and then in yours 

4. Don’t drink the wine before Amanda is reassured 

5. Answer correctly to the question about your feelings.  

6. Show interest about the news she’s sharing.  

7. Tell her what’s under your chest about you going to the shrink.  

8. After the cinematic about you having an affair, lie about Eric to Amanda.  

9. Don’t tell Amanda that your up to everything to win the competition 

Level two: The Shrink  

The player is thrown in a situation where the character is trying to resolve his mental confusion. 

The character is trying to have some hypnotize session to find out why he cannot sleep anymore 

and why he is forgetting memories. The shrinks asks question to the character and the player 

must answer correctly to enter the dream universe. Once the player is in the dream universe, the 

motion (walking, running, 180 degrees U-turn) mechanic is introduced more in depth. The player 

is guided in this dream universe where he sees memories of his past showing him with his dad 

observing grapes. The player can unlock an adjective for the adjective book at the end of the 

sequence.  

Mission objective 

Below, a bullet point list of what the player must do to unlock the adjective.  

1. Answer three times yes to the shrink 

2. Grab the picture of the dad 

3. Observe it 

4. Follow the shadow of your dad 

5. Watch the entire QTE cinematic of the past  

6. Follow the shadow of the dad 

7. Observe the ground next to the tree, dig and grab and coin 

8. Run to catch up the dad 

9. Eat the grape he gives you 

The succession of events here awards the player with a new adjective when he wakes up at the 

shrink office. 
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Player path and lay out 

 

Here is the layout of the level 2 based on the mission objective 

Obstacles 

The main obstacle is the way the player maneuvers the character. Below, a list of things to do 

and player behavior considered as obstacles.  

• Not paying attention to the cinematic 

• Not finding the coin 

• Not following the shadow 

• Not running fast enough to catch up the dad 

Level three: Wine competition 

The player must win the wine tasting competition. The wine tasting competition follow the order 

explained in the wine tasting competition mechanic here. If the player wins the competition, he 

gains the title and achieves his goal. The player goes through the three phases of the wine 

tasting competition.  
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Mission objective 

Below, a bullet point list of what the player must do to unlock the adjective.  

1. Observatory phase: Describe the robe 

2. Olfactory phase: Define the bouquet 

3. Gustatory phase: identify the after taste 

4. Choose the wine on the list 

Obstacles 

The main obstacles are the completion of the levels before. However there is always a chance 

factor that can maybe let the player guess correctly.  

• Having nervousness not filled up  

• Not unlocking the adjective 

• The timer during the competition 

Single-Player Time Projections 

The following chart is a projection of the expected gameplay time for each stage of the game on 

“normal difficulty” broken down both by each level as well as a cumulative total at the end 

Level  Pacing (Based on number of 

mini tasks doing the level) 

Objective to gain and 

unlock  

Projected Gameplay Time 

(Minutes) 

1- The Dinner  • Low intensity 

• 9 mini task  

• Basic obstacles 

Nervousness bar filled up 20min 

2- The Shrink  • Medium intensity  

• 7 mini tasks 

• Medium obstacles 

 Confidence bar filled up + one 

new adjective 

15 – 20min 

3- Wine tasting 
competition  

• High intensity  

• 4 tasks 

• High obstacles 

Winning the title 30 – 40min 

Total  Wining the game 1h20 
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Single-Player Beat Chart 

Here an example of a beat chart showing the intensity exponentially graduating as the time is 

passing indicating that the more the player progresses the hardest the game become,  

 

Set up, Game flow, Victory Conditions 

Set up and challenge 

Each goal is presented to the player at the beginning of the level through a cinematic. The player 

must achieve this goal based on his player skill. The way he decides to interact with the 

environment and the NPC’s is the cornerstone of the achievement of the objectives. Since it’s 

based on player choice, each choice has a different outcome.  

Game flow 

The player is free to save the progression when he desires by popping up the options menu. The 

games save the last interaction, the player choices and the stats data. The games restart at the 

same point where the player quit the game.  

Victory condition 

The victory condition is unique and relates to the identification of the wine. If the player manages 

to identify the wine, then he achieves the goal of the character and beats the game.  
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Training Game 

The player can try multiple wines and train his wine tasting skills following a tutorial. After the 

tutorial being completed, the player can replay the training mode without the tutorial and try his 

wine tasting skills. The player can choose between two different competitions with different wines. 

The mode is fairly easy and let the player train as long as he wants. The mode has no story but 

allow the player to choose the use of adjective book or not.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Above, an example of a view in the training mode 
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Game World 

Overview 

The game takes place in the current world in the city of Bordeaux in three different locations. The 

time period is the current one, around the year 2020, in a near future. The following topic provides 

a detailed description of the key components of the world including scale, time of day, travel, 

weather.   

Stages 

The house 

The first stage happens in the house of “Trey”. The house is located in the city but contains a 

large private area providing a mini “vineyard”.  The house is a typical French house from 

Bordeaux. However, the first level takes place in the living room of the house where the player is 

learning the essential mechanics of the game.  

 

 

 

Example of the house of Trey 

 

 

.  

 

 

On the right, an example of the living room 

where the first level takes place 

 

 

 



Alain Marchino  24-Jun-15 
 

– 52 – Copyright © 2010 Vancouver Film School 
 

The Shrink 

The shrink office is fairly small and provides a comfortable area where the player can either sit or 

lay down on the couch. The player can interact with objects and observe them.  

Below, another example of the shrink office 

 

The dream universe 

The dream universe where the player unlocks memories takes place in forest next to the vineyard 

of Trey’s father. The player learns more in depth the motion mechanic and the interaction 

mechanic. He also learns how to unlock memories and learns adjective.  

Below, an example of the forest 
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The wine competition at Château Pessac Leognan 

The wine competition takes place in the famous castle house that make wine in the area of 

Bordeaux. The level takes place inside the Caslte Pessac Leognan where the layout is 

redesigned for the event.  

Example of a barrel bar for wine tasting 

 

Scale 

The city and the region of Bordeaux are fairly wide. The city is 452.82 sq mi   and the region of 

Bordeaux is 19.06 sq mi. The character height is 5.9. The character can move 2meter/second 

when he is walking. The city if Bordeaux is not totally accessible in the game. Only some districts 

are available.  

Weather 

In general, the weather is dry and sunny, according to the Bordeaux area. The weather reflects 

realistically the condition of the south France region. However, for narrative concerns, the 

weather is prone to drastic changes. Rain can happen to add a dark and gloomy atmosphere.  

Below, two examples illustrating the different in game type of weather.  
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Time of Day 

The game takes place by morning time, daytime, evening time or nighttime. The game offers a 

realistic time flow for narrative reason. The time let the player change the activities he wants to do 

in game. Therefore, the time influences the gameplay.  

Travel 

The player can walk, bicycle, and take the bus or a cab or the train. However, the major way to 

perform a travel in game is by foot.  
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Appendix A – HUD, wireframe and Screenflow 

Overview 

The following section details the layout and element of the in-game heads up display.  

NOTE: The style, shape, and layout of the elements presented here, is merely a guide.  The 

actual element design will be determined as they are created, and by the art style as well. 

Single Player HUD 

In game, the player has access to all the options and mechanics available displayed by the hud.   

Below, an example of the existing in game basic HUD.   

 

Single-Player HUD Components  

1 Special Event Display 

• this part displays random events happening in the game in real time.  

2 Stat bar 1: Confidence bar 

• this part displays the level of confidence of the player 

3 Stat bar 2: Nervousness bar 

• This part displays the level of nervousness of the player 

4 Stat bar 2: Charisma bar 
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• This part displays the level of charisma of the player 

5 Interaction with environment: read newspaper example 

• This button displays the possibility of interacting with the highlighted object 

6 Interaction with environment:  Rest in couch example 

• This button displays the possibility of interacting with the highlighted object 

7 Interaction with NPC: Talk with Consuela example 

• This button displays the possibility of interacting with the NPC 

Wireframes 

Start screen 

Below, an example of the starting screen with the logo of the game as a background 

 

Single player Wireframe Components  

1 Title of the game 

2 Start button 
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Start selection menu  

 

1 Title of the game 

2 New Game 

3 Load Game 

4 Game Collection 

5 Options 

Options menu 
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1 Luminosity 

2 Sound 

3 Camera 

4 Exit 

Flow Chart of Screens 

 

 

 

 


