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DESIGN OVERVIEW 

DETAILS 

Genre: First Person, Empathy, Documentary 

Platforms: PC, Mac, iPad 

Target Audience: Those with an interest in WWI, schools, museums. Any age above 5. 

Target Market: Dundee for the main story, although applicable to the whole U.K. 

HIGH CONCEPT 

In Flanders Fields is a first-person, empathy, documentary game that looks into the soldiers and people who 

never returned from the Great War. Using the archives of letters and historical references to the period, and to 

the real people involved, Flanders Fields will explore through the medium of game, the memories they left 

behind, humanising the victims, paying homage to their lives, and those of their friends and families.  

SCOPE 

 10-14 Characters 

 15 Objects 

 At least 6 default stories from Dundee. 

 Environment 

o Trees 

o Rocks 

o Fences 

o Variations of Flowers 

o Grasses  

 20 minutes of play 

 Soundtrack  

FEATURES 

 Learning of the personal stories from WWI. 

 Editable elements (characters, messages, & objects) for applying different sets of stories 

 Narrative driven by player empathy. 

 User submitted stories. 

AESTHETICS 

Visually, the game should take on an abstract style. Monochromatic, or simplistic colour schemes, none, or 

very few textures. This should frame the setting, fields that have been scarred, and have somewhat recovered 

from the historic effects of the Great War. There has to be a sense of redemption and healing to the visuals 

and the presentation. The audial style must be relaxing and also realistic. The sounds must allow you to close 

your eyes and imagine you are standing in that field. Soft string instruments should paint the scene with 

vibrancy, filling in the details for the mind to take in.  

 



Flanders Fields    Design Documentation     Features  

 

 Page 5 

FEATURES 

The focus in Flanders Fields is the theme of the Great War. The Great War theme is explored through an 

implied narrative set along a guided, but optionally exploratory path. The narrative is important to the 

mechanics, and conversely, the mechanics are important to the narrative. 

Flanders fields should have the following features. 

PLAYER MECHANIC INTERACTION 

 Movement 

 Objects Interaction 

o Object Inspection 

o Rotating objects 

o Interaction with secondary objects (notes) 

o Listening/reading notes 

DESCRIPTION 

Interaction in the game is quite minimal, but this should be balanced through the non-motor interactions that 

the player should utilise. Whilst this is the case, these mechanics should be implemented to a high degree to 

make the mechanical experience a pleasant one. Play should not feel awkward, or difficult, and should not 

impede upon the player listening and taking in the stories. Flanders Fields is about emotion, understanding 

and interpretation. 

WORLD 

 Blowing grass, foliage & flowers 

 3d sounds 

 Particle systems 

DESCRIPTION 

Whilst the narrative must be interesting, and the experience simple but emotive – the world must also feel 

fairly dynamic. Moving trees, grass, and flowers will give life to the world. 3d sounds will give the player a 

sense of direction. Particle effects can be used for guiding, but also to make the world feel more ethereal. 

ADMIN SETUP 

 Change characters 

 Change objects 

 Change notes 

 Change audio logs 

DESCRIPTION 

Users of the game can also edit the objects, messages and people to insert their own personal stories. This is 

not available from the game itself, but an option in the main menu. Changes should be saved and loaded 

(making sure that the main story is not removed entirely, and can be reloaded) 
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ONLINE SUBMISSION COMPONENT 

As another method of adding stories, users can submit stories online which will be included in the game. The 

stories will be moderated at the end of each month to ensure that content is appropriate. The user will be able 

to submit text, choose an object, and possibly include a recorded voice over clip narrating it (although this may 

require too much on the server side). The default game will use these stories, and stories will be selected at 

random. The default stories can be turned on in the options menu, in which only the admin created stories or 

the default Space Budgie stories are included. 
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FLOW & EXPERIENCE 

The flow and experience is important to capturing the correct mood within the rules of the design. To make 

the flow of progression feel natural, the player will be guided to objects upon a linear path, but the player can 

break away from that path by exploring different parts of the environment. Here is the flow described through 

different means. 

LONG DESCRIPTION 

Play involves picking up objects that relate to those people, and reading/listening to a letter sent from or to 

the soldier telling a tale of their feelings, and those of their friends and family. 

In front of the player, there is a field, and behind is a closed gate leading into another field. The field in front is 

busy, and has lots of character to it. On the left is a rabbit warren, and an old fallen tree. Clusters of 

unbloomed poppies populate the field, all the way to the back, where a stream trickles calmly through a set of 

old Great War trenches. In the centre, a solitary oak tree stands strong, its leaves rustling in the gentle wind as 

a lark (bird) flies past the player, guiding the player to the tree, where it seems a person is standing. Upon 

getting within a close distance of the person, the silhouette disappears and laying on the root entangled soil, 

an object is all that remains. When the object is picked up, it will allow the player to inspect the object, 

rotating it. A clue is left on the object, a message or letter, which when clicked will play the letter to the player, 

also allowing them to read the letter. Once finished, the object is placed back on the ground, where it 

disappears, sinking into the ground; a poppy grows in its place, opening up to reveal its petals when it makes 

the final stretch towards the sky. The lark at this point flies into the direction of the next object, guiding the 

player once more to another silhouette and another object. This continues for 5 more objects, each giving a 

different account of a fallen person. By the end, the lark flies into, and reveals a field full of poppies, and other 

larks, a narrator reads out the following words from the John McCrae poem “In Flanders Fields”:  

“In Flanders fields the poppies blow 

      Between the crosses, row on row, 

   That mark our place; and in the sky 

   The larks, still bravely singing, fly 

Scarce heard amid the guns below. 

 

We are the Dead. Short days ago 

We lived, felt dawn, saw sunset glow, 

   Loved and were loved, and now we lie 

         In Flanders fields. 

 

Take up our quarrel with the foe: 

To you from failing hands we throw 

   The torch; be yours to hold it high. 

   If ye break faith with us who die 

We shall not sleep, though poppies grow 

         In Flanders fields.” 

As the final words “In Flanders Fields” is read out, the screen will fade to white, and the credits will roll. 

It is important to note that the player does not lose control of the character in the game. Control switches 

from movement to object interaction, but this is the only extent of player control changing. 



Flanders Fields    Design Documentation     Flow & Experience  

 

 Page 8 

BULLETED DESCRIPTION 

The flow of Flanders Field is 

1. Splash Screen 

2. Main Menu 

3. Start 

4. Slow fade from white 

5. Introduction (focus on a bird flying to the  oak tree – to Object 1) 

6. Follow the bird or explore 

7. As approaching an object location, a character will fade into existence at the point of the object 

8. If object is not the object the bird is currently located at, bird flies to that object instead 

9. As player gets close, the character will fade away 

10. An object remains 

11. Interact with the object 

12. Find the hidden note 

13. Click the hidden note 

14. Read/listen to the note 

15. Object is put down 

16. Object is absorbed into the ground 

17. Poppy appears 

18. Bird flies to next object in the guided array 

19. Repeat flow items 5-13 for each object & location  

20. Bird flies to the gate that leads to the final area. 

21. Player walks to the gate, and the bird flies into the final area 

22. Gate opens as the player walks near. 

23. poppies have appeared in the field, “In Flanders Field” is recited 

24. Player can explore the area 

25. Game Logo fades in when recital is nearly finished 

26. Screen fades to white 

27. Credits 

28. Main Menu 
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FLOW GUIDING 

 
The linear guided flow is suggested through the use of the lark. In the beginning the lark will fly to the oak tree, 
giving the player the location of the first object in the chain of the guided flow. If the player decides to follow 
the bird, and play the game as the guide suggests, the player will be guided through the chain of objects from 
Player start, through objects numbered 1-6 and finally the End. See below. 
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EXPLORATORY FLOW 

If the player so wishes, the player can explore and ignore the suggested flow. If this happens, the following 

should take place: 

 If the player is moving away from the suggested location, the lark will fly to the object location closest 

to the player. 

 If the player interacts with an object out of the linear progression, the lark will continue the chain 

from that point. 

 If an object was missed in the chain, it will loop around to that object once it gets to the end of the 

chain. 

GAME SYSTEM FLOW 
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CONTROLS & INTERACTION 

Flanders Fields is aimed at both PC/Mac and iPad tablets, and so two control systems need to be in place. 

KEYBOARD & MOUSE 

Control Function 

WASD Movement 

Left Mouse Button Interact 

Mouse Movement Rotation of objects, rotation of view 

Esc menu 

TOUCH 

Control Function 

Virtual analogue 1 (created at point of touch, left 
side, see GTA3 mobile) 

Movement 

Virtual analogue 2 (created at point of touch, right 
side) OR  Slide gestures (right side) 

Rotation of view 

Tap Interact 

Slide Rotation of objects 
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VISUAL AESTHETIC 

A few suggestions for the visual aesthetic (but by no means the direction to take 100%) 

 The visuals need to be simple in colour and subtle in shape.  

 An object can have a total of 3 tones 

 All “textures” should use an emissive shader 

 Objects do not take in light, but they can cast shadows 

 Bloom used to meld texture edges together 

MOODBOARD 

 

ENVIRONMENT 

The environment must take into consideration the path we want the player to take, but from a metaphorical 

standpoint, the characters we are trying to portray. 

These are elements that should be included in the environment: 

 Single oak tree 

 Dynamic grass/shrubs 

 Generic Trees 

 Fences 

 Poppies 

 Other Flowers 

 Rocks 

 Old trenches 

 Distant environment 

ENVIRONMENT AUDIO 

The environment audio is important to the overall immersion and intended emotion of the game.. The 

environment audio positioning in the world is as follows. 

The audio should be 3d positioned 
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ENVIRONMENT LAYOUT /  LEVEL DESIGN 
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MAIN AREA 

The main area contains the bulk of gameplay in Flanders Fields. The image below should be self-explanatory, 

though it is backed up with more thorough details underneath. 

 The area should take roughly 5 minutes to reach top to bottom when playing.  

 The unbloomed poppies will bloom when certain game criteria are met 

 The brown and blue lines are trenches, the blue ones have been taken over by water 

 The numbered red dots signify the “suggested” flow of the game.  

 Dark green areas are bushes and trees. They should give no visibility into the adjacent fields 

 The oak tree in the middle is an important feature, and should dominate the scene. 

 The player should be able to walk anywhere (including water), with the exception of on top of the 

rocks. 
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FINAL AREA 

The final area is accessible once all objects have been found. This area can be seen by looking over the gate 

that connects it to the main area. Until the player has found all of the objects, the field will simply have 

unbloomed poppies, but upon finding them all, the poppies will bloom, allowing the player to walk in amongst 

them whilst the poem “In Flanders Fields” is recited. 
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SCENIC FARM & CONTEXTUAL ENTRANCE 

Both of these areas are not explorable, and exist for contextual and scenic reasons. 

The contextual entrance is for the player to realise from where they entered the main area. It is also a scenic 

area. It does not require much attention as it will probably be main aspect of the game which is not seen. 

The scenic farm area is just to add more depth to the surrounding area. It will be a farm or field with crops 

growing inside. 
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CHARACTERS & OBJECTS 

There should be 13 characters, and 15 objects in total – 6 of each will be used in the default released project, 

whilst the other remaining characters/objects will be used for editing parts of the game for personalisation. 

Depending upon the stories collected, there could be a range of character combinations. Characters should be 

randomly selected, with objects and stories linked to each of those selections. 

CHARACTER VISIBILITY TRIGGERS 

Characters are not visible at all times. There should be two points at which the characters should become 

visible/invisible. The first is the visibility proximity (labelled “1” below”). Characters should not be visible until 

this proximity trigger has been entered. It should be roughly 15 seconds from the actual character location. 

The second is the invisibility proximity (labelled “2” below”). When the player gets within 1 second of the 

character, it should fade away. 

This is a top down view of how visibility should work.  

 Once the player enters the fade area labelled 1, the character will gradually fade in. 

 Once player goes into the white area, labelled 2, the character will disappear. 

o The character will not appear again unless the player leaves both fade areas, enters another 

fade area of a different character, and then re-enters  the fade area marked 1. 

 If the object has been interacted with, the character and object will not appear again. 

 Objects are always visible but should utilise LOD  

1 2 
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CHARACTERS 

There are 10 characters in total, only 6 of the characters will feature in the default game, with the other 4 used 

as options for editing. 

OBJECTS 

OBJECT INTERACTION STAGES 

There are 4 stages to interaction. 

 Pre-interaction 

 Interaction –  

 Learning –  

 Post-interaction – the stage in which the interaction is completed, and the object is placed on the 

ground, triggering it to disappear and grow a poppy in its place. 

PRE-INTERACTION 

This is the stage in which the player must click on the object to pick it up. 

INTERACTION 

The interaction stage allows the player to rotate the object, and allows the player to click on a certain point of 

interest. 

LEARNING 

The Learning stage is where the player is presented with information about the victim of the Great War.  

POST-INTERACTION 

When the interaction with an object has been completed. It should get absorbed by the ground it lays on, and 

a poppy should appear in its place.  

POPPY BLOOMING 

Excluding the poppies that appear where an object has been placed, there are other poppies in the fields, the 

unbloomed poppies. These will bloom after certain criteria have been met.  

 With every 2 objects that have been interacted with, a group of unbloomed poppies in the main field 

will bloom. 

 Once the player has interacted with all objects, all the poppies should have bloomed in the main field. 

 The final field poppies will bloom in groups over a short time, as the player enters the final field.  
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ANIMALS 

There are a few animals in the game, each with different meanings and uses. Each of these are animated. 

LARK 

The lark is intended as a guide for the player, as a nod to the poem “In Flanders Fields”, and metaphorically as 

the watcher of the site. 

VISUAL AESTHETIC  

The lark must stick out to the rest of the scene – particles trail behind it to place importance on it within the 

scene. It should also make use of realistic animations which should not feel repetitive. It should also use a 

slightly contrasting scheme to the environment in terms of its colouration, allowing the player to be able to 

pick it out no matter what’s behind it. 

LARK POSITION AT EACH OBJECT 

The lark will fly to each object location within the chain, or out with if the player breaks it and explores on their 

own grounds. 

The lark location at each object is as follows: 

 Object 1: Tree branch 

 Object 2: In front of rabbit burrow, on the ground 

 Object 3: At the edge of crater, on the ground 

 Object 4: On a branch pointing out of the fallen tree 

 Object 5: At the top of the trench bunker wall 

 Object 6: On a rock positioned in the stream 

 End: On the post of the fence 

The lark will fly away at each object after the object had been inspected. It will fly away from the End fence 

once the player gets within 3 seconds of it, and into the Final field. 

RABBITS 

Rabbits populate a certain part of the main field. These rabbits will react to the player and will carry out 

“rabbit” duties. Rabbits are used as a way to show how the land has been revitalised over time. What was 

once a dead land of mud and holes is now a vibrant place of life and nature. 

ACTIONS 

To keep things feeling natural and interesting, rabbits have some actions. 

 Graze on the land, making small hops to a different patch every so often. 

 One or two laying down asleep 

 Rabbits will react to the player when the player nears 

o They will scurry into their burrows, only returning 2 minutes after the player has left. (they 

will reappear gradually) 
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ADMIN TOOL 

The admin tool is something that the user can use to change the characters, objects, text, and audio dialogue 

for each object location. This can be accessed from the main menu options setting in the game. 

The tool will simply allow the user to input stories into the game through a GUI interface. This interface will let 

the user change the following attributes 

 Object 

 Role/Silhouette 

 Text 

 Name of soldier 

 Date of correspondence 

 Narration audio file 

With each piece of information that’s entered, it will add a new row for the user to add another entry.  

These elements should be present in its design: 

 Auto-saving new changes incrementally 

 Drop down boxes for Object/Role selection 

To turn on these specific stories, the user will simply toggle on the feature in the options menu with the “Use 

my personal stories” option, as opposed to the “Default” stories. Having this feature turned off will use the 

default stories. 
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ONLINE USER SUBMISSION 

If someone so wishes, they will be allowed to submit their own content online, which can feed through into 

the game. This should be done through a webpage where users can be directed to from the game menu. 

The webpage will have the same functionality as the admin tool (see above Admin Tool), with the exception of 

a few more additions: 

 Capctcha code verification 

 Email address 

 My Name 

Submitting these stories will result in the content being sent to a main server (or other secure location) where 

it will need to be moderated. Moderation will involve being able to check all the content. The moderation 

process involved flagging content as either being non-appropriate, or appropriate. Once all of the content has 

been moderated and flagged, a button should process all of the content, and add the appropriate content to 

an updater server location, which will automatically be pulled to the user’s computer with the launcher.  
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GAME LAUNCHER/UPDATER 

The game updater/launcher should have some web content to give some key information that may be 

important to recent updates, and should check for any new updates each time it is loaded. The updater should 

only download content if the player has selected online stories from the launcher or turned it on from within 

the game. The final file to be updated should be the update version (and only if it completes) – this way, if the 

update is interrupted at some point, it will know to some degree which files are missing the next time it’s 

started. Alternatively, a parse through the files or similar will do (although doing this each time it loads may be 

too much waiting). 

The aspects that should be in the Launcher/Updater are: 

 Turn on online stories? 

 Start (greyed out if an update is in progress) 

 Cancel 

 Settings (some basic settings to help bypass any issues) 

o Resolution 

o AA 

o Motion Blur 

o Level of detail 

 

ART ASSETS 

Asset Size Filenames Description 

Flanders Field Logo 2048x2048 Native 

512x512 Scaled 

  

Character 1    

Character 2    

Character 3    

Character 4    

Character 5    

Character 6    

Character 7    

Character 8    

Character 9    

Character 10    
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SOUND ASSETS 

 

SOUND EFFECTS 

Asset Length  Filenames Description 

Lark Idle    

Lark flight    

Introduction    

Object disappear     

In Flanders Fields    

Oak tree rustling    

Wooden Gate opening    

Wooden Gate Closing    

Short Grass footsteps    

Water footsteps    

Soil footsteps    

Long grass footsteps    

Rabbit grass movement 
rustle 

   

Rabbit clamber into 
burrow 

   

Silhouette fade    

Menu option    

Lark take off    

Object placed on soil    

Object placed on wood    

Object placed on grass    

MUSIC 

Asset Length  Filenames Description 

Main menu    

Introduction    
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Object disappear     

In Flanders Fields    

MUSIC CUES 

Asset Length  Filenames Description 

Object Interact    

Object absorb    

Object disappear     

Play game menu    

 

AMBIENCE 

Asset Length  Filenames Description 

Larks 30 Seconds   

Trees rustling     

Water trickling    

    

 


