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1 INTRODUCTION 

The Adamant (trailer) is a 3D first person shooter puzzle game, based on shooting objects to 
manipulate their position, rotation and/or attributes within a 3D grid.  

The goal of the game is to navigate through an abandoned mysterious alien facility and solve its 
puzzles to unfold a compelling narrative as the player progresses. 

 

1.1 DEVELOPERS 

Since the start-up of DreamPunks in 2015, the company has been specialising themselves in the 
development of games for various devices and platforms. The Adamant is one of the first projects to 
be launched on SONY’s PlayStation 4 and is currently being developed by a team of 17 dedicated and 
highly motivated students in Breda, The Netherlands.  

 

 

2 NARRATIVE 

 

2.1 GAME WORLD 

The game takes place in the year 2083, where space explorers have discovered a mysterious wall 
made from a strange impenetrable material in a cave system on Europa, one of Jupiter’s moons. 
Within the depths of the caves, they stumble upon an alien android equipped with technology to 
open the wall that has been codenamed ‘the Adamant’. Behind it lie the remnants of an unknown 
civilization. The game takes the player on a quest to find out what happened as their role in the part 
quickly extends that of mere researchers... 

 

2.1.1 ART STYLE 

The art style of the game is inspired by ‘Portal’ and ‘Tron Legacy’. We aim to create an interesting 
scene of colours and light effects, while keeping the visual style as clean as possible for a clear level 
overview, which is vitally important in 3D puzzle games. 

Portal, Valve Corporation, 2007 
 

Tron Legacy, Walt Disney, 2010 

 

https://youtu.be/q5WLV9nkv54
https://en.wikipedia.org/wiki/Portal_(video_game)
http://www.imdb.com/title/tt1104001/
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2.1.2 CONCEPT ART & LEVEL SCREENSHOTS 

The in-game areas will be colour coded in accordance with the challenges the player is mainly 
confronted with in those areas. This will help to guide players as they navigate through the levels. 
Illustrated below are two concept drawings and two in-game screenshots. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 
 

2.1.3 NARRATIVE IMMERSION 

In an effort to fully immerse players into the narrative of the game, we have decided to have the 
protagonist interact with the world through a hacked alien android, which is being controlled from 
behind a computer. This way, we hope to make players feel like they are actually the ones who are 
currently hacking the alien android through their own PlayStation 4 system. 

In order to increase a player’s immersion further, we are looking into features such as emitting 
certain sound effects from the controller and making it rumble during earthquakes. We are also 
trying to keep the screen as clean as possible by conveying most necessary information to the player 
in a diegetic manner.  
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3 GAMEPLAY 

 

3.1 CORE GAMEPLAY LOOP 

The player is able to navigate through a series of puzzles, manipulating objects in the area by 
shooting them with their gun.  

The player always has a choice to fire a ‘positive’ or 
‘negative’ bullet. These bullets will always have opposite 
effects upon impact.  

For example, the player can either shoot to push a block 
away by one grid space (which is the size of the block), or 
pull it towards them with the counter bullet.   

 

3.1.1 GOAL 

The goal of the game is to solve the puzzles in order to explore the level and progress through several 
wings of the alien facility as they progress through the storyline. Each wing contains unique puzzle 
mechanics and challenges.  

 

3.1.2 CHALLENGE 

The game challenges the player to figure out how to manipulate objects in the scene in a way that 
enables them to traverse through the levels. Examples of these are guiding a power source to a 
receiver using mirrors, placing blocks on pressure pads or building bridges out of blocks to cross gaps 
in the level. As the player progresses, they will face many more different challenges, increasing in 
complexity. The final wing will challenge players to combine all their previously mastered techniques 
in order to progress to the final climactic boss battle, where their puzzle skills are put to the ultimate 
test. 

 

3.1.3 REWARD 

As the player progresses through the puzzles, they will visit new exciting areas with different puzzle 
mechanics to learn and more complex puzzles to solve with them. They will slowly discover more 
about the mysterious alien civilisation that built the facility as the player is rewarded for their 
progress by having a compelling storyline unfold to them throughout the game. 

Additional rewards are obtainable by players in the form of achievements. Examples of this would be 
achievement trophies for ‘finding all audio logs’ within the facility, or ‘clearing a wing under X 
minutes’ or ‘completing all hidden puzzles’, etc. 

 

3.2 UNIQUE SELLING POINT 

The game is unique because of the various ways a player can interact with the environment by using 
their polarity gun. The core gameplay mechanics are easy to learn, but offer a wide range of complex 
puzzle interaction and enjoyment. This makes the process of mastering the mechanics highly 
enjoyable and rewarding.  
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3.3 DEMO CONTROLS 

 

 

 

4 META-WALKTHROUGH 

The following section is a fictional story meant to illustrate how two end-users within our target 

audience could experience The Adamant on their PlayStation 4 system: 

Sophie comes home from the University and sees her younger brother Oscar playing that strange 

block-shooting-game again on his PS4. He has a difficult look on his face. 

“Hey Oscar, don’t forget to breathe from time to time.” she says to tease him. 

“Shh, I need to focus…” Oscar mumbles, as he is struggling with a challenging part of the game. 

Sophie realises there’s no point in trying to make contact with her little brother. He will just keep 

playing and moving blocks all day again, just like yesterday when he first downloaded the game from 

the PSN Store. As she is about to walk away to do her homework, she observes how Oscar is now 

moving two blocks at the same time by shooting at one of them. He is clearly struggling to predict 

how both blocks react to the impact of his bullets. Every time he tries to move one of the blocks into 

position, the other one moves out of it again. 

“They mirror each other’s movement!” Sophie blurs out, as she comprehends the connection. 

 “Yes, I know Sophie…” Oscar replies, as he turns towards his sister with a clearly annoyed look on 

his face “…And you’re not helping. Don’t you have homework to do?”   
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Sophie ignores her brother as she stares at the screen and looks for a solution. 

 “Well you’re not doing a good job at it then… There! Move this block all the way forward and to 

the left.” she commands. 

Although still annoyed by his sister’s interference, Oscar decides to follow her instructions to prove 

her wrong. “I’ve already tried that. See? The other block just moves--” 

 “--No, push it further, into that gap in the corner!” she interrupts. 

”…Which gap?” he asks, as he positions himself on the edge of his seat and tries to find it on the 

screen. 

“To the left, see?” she points at the screen. 

Oscar pushes the block into the gap in the corner and is somewhat surprised to find out that it fits 

perfectly. 

“Now, see if you can still move the other block.”  

Oscar turns around and shoots the second block towards its destination. To his surprise, the first 

block is still in the same position. 

 ”AHA! So you need to use the environment to break the connection between the blocks!”  

Oscar immediately regrets his enthusiasm. He hesitantly turns towards his sister again to be 

punished by the grin on her face. 

“Okay…” he says hesitantly. ”I guess you were not entirely wrong after all…”  

“You’re welcome.” Sophie says, knowing her stubborn little brother. “So, what now?”  

Oscar finishes the puzzle and walks out of the room, back to the giant pool. The game’s narrative 

explains how each puzzle lowers the water level further. 

Sophie asks if she can play the next puzzle. It doesn’t take her long to get used to the simple controls 

of the game. Before she knows it, she is pushing and pulling blocks all over the place and she 

manages to open the next door side door of the pool room by positioning a floating block on the next 

glowing tile on the wall.  

Together, they finish the next couple of side-puzzles of the pool room, and notice the water level 

dropping with each step. As they progress through the increasingly difficult puzzles, the game’s 

narrative slowly unfolds to them. What was the purpose of this mysterious facility and what 

happened to it?  

Their curiosity grows with every step. As time flies by, the siblings make it their mission to unveil all 

the game’s secrets. Sophie’s homework is going to have to wait a bit longer…  
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5 TARGET AUDIENCE 

The game is targeted towards both the casual and hardcore gaming audience, as the mechanics will 
be easy to pick up, but used in increasingly complex ways as the game progresses. 

The main target audience consists of both males and females, within the age of 10 to 40. This is a 
relatively large demographic, which means the game will be accessible to a large audience. We hope 
to increase the amount of sales by making the game accessible and enjoyable for a larger audience. 

 

 

6 AUDIO 

Sound effects will be used to give the player feedback on their performance. The background music 
will convey a melody consisting of mostly electronic tunes. This will adhere to the futuristic 
atmosphere and style of the game.  

Because of its steady and relaxed base, there is a lot of room to intensify the background music. This 
can be used to intensify the gameplay experience in order to increase a player’s engagement with 
the game at critical moments.  

 

 

7 OPTIONAL FEATURES 

If resources permit, optional features may be implemented in order to increase the value of the 
game even further. The following list describes examples of what such features could be like.  

 

7.1 DLC 

With the set-up of gameplay mechanics, there will always be room for building additional levels. 
These levels can be sold as downloadable content. 

 

7.2 MINI-GAMES 

Mini-games diversify gameplay as they allow players to alternate between game modes. This lighter 
form of entertainment gives players the opportunity to take a break from the challenging puzzles. 

Mini-games are particularly interesting for the implementation of the additional PS4 controller 
functionality, such as the multi-touch clickable touch pad and internal speaker. 

 

7.3 DEVELOPER’S COMMENTARY 

Similar to Portal, we could add some replay value to the game by adding developer’s commentary on 

a second playthrough. This is a relatively quick way to add additional replay value to the game.  
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8 TECHNICAL SPECIFICATIONS 

 

8.1 PLATFORM & ENGINE 

The game will be developed with Unreal4 Engine and published for SONY’s PlayStation 4, keeping 
other potential platforms in mind.  

 

8.2 EXPECTED RELEASE 

We expect the game to be ready for release around Q4 of 2016. The actual release date may deviate, 
depending on which features are to be implemented. 

 

 

9 DISCLAIMER 

The information within this document is strictly confidential and may not be shared outside of 
DreamPunks and SONY. Any design decisions within this document may be subject to change. 

 

 

10 CONTACT INFORMATION 

For more information regarding the game concept, feel free to contact the developers by the 
following means: 

 

 The Adamant Development Team 

adamant@dream-punks.com 

 

 

 

 

 

mailto:adamant@dream-punks.com

