“PILLARS”

Game Design Document, © Ficus Game Studios

1

CONCEPT
Summary
Pillars is a game about exploration and journeying through the unknown. It focused on the use of
atmosphere, puzzles, and mystery to bring its world to life. Following a lonely, silent traveler, we
attempt to unravel the mysteries of the land and the large foreboding pillars that dot the
landscape.

Selling Points





Mysterious world to explore simply for explorations sake.
Interactive puzzles and discovery is the main emphasis of the game.
Open world landscape allowing you to tackle every pillar whenever and however you
want.
A minimalistic experience

Major Gameplay
Pillars goal is to combine both exploration and puzzles to engage the player in a complete and
mysterious world. The game revolves around exploring and discovering massive, tower like
structures, or “Pillars”, and temples scattered around the land. Each pillar is different in that it
uses a different puzzle and environment to keep the player engaged and wanting to explore. Once
the player solves the puzzle and reaches the top most tier of the pillar, a light beam shoots out
and towards a mysterious central structure in the main world.
Each Pillar structure has a separate location on the map and is unique not only in its
environmental location but the puzzle that is used to solve it. Each Pillar, excluding the first, can
be solved in any order that the player wishes to, allowing them to play at their own pace and
have their own nonlinear experience. The first pillar introduces a basic concept of moving up
each tier of the pillar and activating the central beam of light. From there on, this concept will be
added onto or subtlety modified on each other Pillar. In total, there are six Pillars, excluding
the central structure.
The player uses an inventory system to collect objects and puzzle pieces throughout his/her
journey.
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Above are concepts for the Pillar. The Pillar has multiple tiers, getting higher and higher. Each
tier has a locking mechanism that keeps the beam from shooting up. After he unlocks one, the
beam shoots up to the next tier, allowing the player to jump in and be pulled up, similar to a
gravitational lift. Once he gets to the top and finishes activating the Pillar, the beam will let him
go back down nice and smoothly.

Art and Story
The art of Pillars is aimed at building a realistic looking world. The world is located at the base
of misty mountain range near the ocean, sprawling with pine forests and open plains. A large
valley interconnects multiple structures and ancient ruins, with large towering cliffs and
waterfalls. The ancient Pillars stand tall and mighty, triumphant and withstanding the scars of
time, unknowing that they will be activated once more.
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The ancient ruins left behind by the long gone, unknown civilization are inspired by large
complexes such as Angkor Wat and takes inspiration from them directly, while adding our own
personal touch and flavor to help bring the world to life.
The game opens following a small traveler and his journey to these lands. The story will require
no dialogue what so ever, and will therefore allow the player to interpret their actions and own
motives as they see fit while exploring and discovering the ancient landscape.

Gameplay
Overview

The game is split up into a total of 7 sections – 6 for each Pillar and one for the main hub area
where the center tower is located. The game begins at the Opening Cutscene and proceeds to the
first Pillar, #1 – Valley Overlook. Once the Pillar has been completed, a door opens up allowing
you to go through the temple entrance and into the main hub area, #0. From here, the player can
tackle any Pillar he wishes, and in any order. As Pillars are activated, their light beams all point
towards the Center Tower. The Center Tower has a locked door on its front and above this door a
small symbol, indicating how many pillars have been activated and how many are left (6 parts to
the symbol, each one representing a Pillar).
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The Seven Sections of Pillars
0. Central Tower/ Main Hub – This is the main area of the game. The central tower is the
obvious focal point, as it is the largest structure in this area besides the main temple. This
Pillar is locked until every other single Pillar has been activated. It will be experienced as
the final moment of the game. This area also acts as a central Hub, connecting all the
other Pillars to each other.

(Above is an overhead view of #0, the main hub and central tower.)
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(Above is an early concept shot of the temple and middle hub area. Note that this shot is
missing the central tower and bridge leading to it from the temple.)

(Above is the interior of the temple. 3ds Max Viewport. Vines and roots take place in the
stones left abandoned to time.)
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1. Valley Overlook – The valley overlook is the very first area within the game. The player
journeys down a winding forest path until he stumbles into a clearing, revealing a giant
monolithic pillar structure. This is the first Pillar of the game, and introduces the basic
mechanics of activating the light beam on each tier. Once activated, a door will open up
down at the temple entrance, allowing the player to pass into the Main Hub area with the
Central Tower.

(Above is the forest area approaching #1 Pillar at the very start of the game.)
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(Pillar #1 and Temple Entrance work in progress.)
2. Waterfall – The second pillar is the Waterfall Pillar. Located north of the Central Tower,
this Pillar is situated right at the base of a large waterfall, streaming down from above.
This area also overlooks the Main Hub area, giving off another breathtaking view from
above. The general concept of this Pillar is that all 4 sides opening are locked down to the
main artery of the Pillar. In order to open the doors to the pillar, there are 4 separate
circular machines located around the map pointing towards each door. Each one requires
a separate code to activate. These codes would need to be matched up with ones inscribed
in the ruins. Once the machine is activated, it shoots a beam at the door. Once all are
activated, the doors will open, allowing the player to continue and activate the Pillar as
normal.
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(Overhead shot of the Waterfall Pillar, A, B, C, D are circular machine locations for
opening doors.)
3. The Swamp Pillar – The Swamp Pillar is located south of the Central Tower, deep within
a swampy forest. The player must circle around a large swamp to get to the tower that is
elevated above the entrance path. The general idea of this pillar is the journey of getting
to it – the player must overcome many obstacles along the circular path. The player can
collect items such as a hammer and key to help them advance along the path, as there are
such things like a gate and a cavern path. As they approach the Pillar itself, we find
remnants of a long lost and broken ship, and at the Pillars base, marks counting down the
days of a long lost survivor.
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(Overhead view of swamp area, player enters at the top left area)
4. The Forest Pillar – The Forest Pillar is directly east of the Central Tower. This area is
elevated up slightly and situated on an area overlooking a vast ocean, with distant
mountains and an endless sky.
5. Broken Pillar – This Pillar is exactly like it said within the title of it – a broken Pillar. The
top of the Pillar is not situated correctly and requires some work on the player behalf at
the top to readjust the beam to shoot correctly towards the middle structure. The location
is North East of the Central Tower, and is within a small, enclosed area with towering
cliffs.
6. Beach Pillar – The Beach Pillar is located South East from the Central Tower. This Pillar
is located out in the water on a shallow part of land, and the base is partially flooded.

The Climax/the Center Tower
As stated under #0 – The Central Tower/Main Hub, the Center Tower is the largest focal point
throughout the entire game. Leading from the Temple, a bridge traverses across the landscape to
the Central Towers main door way which is elevated up above the ground. Above this door is a
small symbol, with a small mark each representing 6 of the Pillars. As each Pillar is activated,
the marks light up. Once all are lighted up, the locked door will open up and allow the player to
go inside.
Once inside the Central Tower, we will use this moment to fully engulf the player in a somewhat
euphoric moment, swallowed by a sea of light and weightlessness as he begins his ascension
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towards the sky and heavens beyond. This moment will conclude the players journey and
adventure as he is swallowed by pure white light.

Technology
Overview
Pillars will be running on our in house engine, Ficus. While still in development, the tools will be
relatively simple and easy to use, giving us the developers ease of access when creating levels.

Engine
Ficus, once complete, will include a wide array of tools that will aid us in the development of
this game, including a terrain editor with painting textures, material editor with multiple
functions, grid tools, its own GUI system and much more.
The Editor and tools are used in combination with C++ and WinForms, bringing them to life to
make editing very simple and easy, also allowing more tools to be added within the system with
ease.
The engine uses OpenGL for graphics processing and will use the Bullet Physics engine, which
are both free to use for commercial games. It has been held in consideration that future projects
however, we may switch to DirectX as our renderer.

Level Editor and Tools
The level editor, like stated before, uses window forms to bring it to life and aid any designer to
create their own maps and levels. This should also allow non-artists to create their own visually
stunning levels by using modular assets with only knowledge of the editor itself. The level editor
will use multiple tools to aid the level designers in this process, including things such as a grid
helping tool for modular assets, material editor, terrain sculpting, transformation gizmos,
painting objects, and more.

Platforms
As of right now, the only target platform is PC. However with our own in house engine, it could
be possible to make ports to both Mac and Linux due to the nature of OpenGL. If the game
becomes a hit later on, this could be further developed upon.
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