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Premise (or high concept):

Play as Detective turned Crime Scene Investigator, Maxwell Silver, and disarm deadly booby traps in real-time as you decipher crime scene clues and evidence in order to catch the Rapunzel Killer before he can claim the life of the princess that got away... Your wife!  
Features & Game Summary:

The Rapunzel Killer's M.O. is entering through top story windows, murdering his victims, and taking their hair as trophies before setting booby traps around the crime scene in order to hinder police progress. In order to analyze these grisly crime scenes for evidence in tracking down the Rapunzel Killer, the player uses forensic tools such as; a UV light, forensics laser light, gas spectrometer, camera, flashlight, and a multifunction utility tool. In addition to the player's forensics tools, they must also use their intelligence and wit to overcome real-time puzzles in order to disarm or avoid the traps set by the killer. If the player fails, they will face deadly consequences. As the player collects evidence, it gets sent back to the crime scene laboratory where Maxwell's lab tech partner analyzes the clues. This mechanic takes place as a mini-game in which the player attempts to complete a series of tasks. The more successful the player is, the better information Maxwell receives. There is always a fear of danger and failure in Trials & Tribulations: The Rapunzel Killer (T&T: TRK). Booby traps can leave Maxwell severely injured, limiting his evidence collecting time on scene. Player performance of collecting and analyzing evidence is tracked over the course of the game. This race against "time" (the levels) determines whether Maxwell can catch the killer before he claims the trophy that got away. Game play is accomplished in first person, real-time. The player can select tools from their inventory in order to interact with the environment.

What makes Trials & Tribulations unique in a market dominated by overly simplified tasks and over the top fighting is that Trials & Tribulations is driven by psychological fear, logic, and the players ability to overcome obstacles with their wit instead of a machine pistol. By having a motivating emotional story and immersive game play the audience will want to play Trials & Tribulations: The Rapunzel Killer because they will love the fear, they want to be scared, they want to feel the success of solving a mentally challenging puzzle, and they want to be a relatable hero; that hero is Maxwell Silver. By steering game play focus away from fighting and gunplay, players will be immersed in a world where they feel as if they are taking down a serial killer creatively. Mowing down criminals with a machine gun is easy, using your intelligence and craftiness is a rewardable triumph. There is no game like Trials & Tribulations on the market today and it is reminiscent of the adventure and psychological horror games that dominated the market in the late 80's and early to mid-90's. The gamers that played and grew up playing those games are now educated adults that have jobs and a $60 sized hole in their pockets that is waiting to be spent on a worthy psychological mystery game. Trials & Tribulations: The Rapunzel Killer is that game.
Player motivation:

Players of T&T: TRK will be motivated by their drive to survive by disarming traps and solving puzzles. This process will stimulate their mind as well as they discover the identity of a killer that has plagued the player character's family for over two generations. The player will also need to play against their own physical limitations and time in order to save their spouse after the Rapunzel Killer kidnaps her with the intention of murdering her. 

Genre:
Trials and Tribulations: The Rapunzel Killer is a Psychological Mystery game.

Game Play Highlights:

The Rapunzel Killer is played in first-person with focus on disarming physical traps in real-time, using realistic forensic tools and the player's intuition to discover and analyze crime evidence. Disarming traps will require patience and dexterity as each trap will require a different way to disarm it, or, the player can figure out a way to avoid it all together. For instance, the player may encounter a trip-wire connected to mounted shotguns. If the player trips the wire the shotguns go off, injuring the player severely. In order to disarm the trap making it safe to pass by, the player needs to be aware of their surroundings to spot the trip-wire--most likely placed at the foot of a staircase which can be done visually in natural game light or the player can have a light emitting forensic tool equipped which provides a better line of sight while navigating the crime scene. Then the player needs to select the proper tool to disarm the trap, in this case the multi-tool's knife or scissor. The player then uses the "interact" command and attempts to cut the wire loosening the slack making the shotguns relatively harmless.


Players will analyze clues in real time such as putting a torn/burned letter back together like a jigsaw puzzle to reveal a riddle. Solving the riddle yields a new location that the player can advance to before the Rapunzel Killer can leave the scene, providing insight and further clues as to the identity of the Rapunzel Killer. These mechanics push the game play into a time game of cat and mouse.
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Technology Highlights:

Trials & Tribulations is powered by the Unreal Engine. 3D rendering technology and advancements in PC and console gaming give Trials & Tribulations a realistic look based on real tools and crime scenes. The game is enhanced more by the use of the Kinect and Move for Xbox and Playstation respectively, because the player is immersed in disarming traps even more in real-time movements.
Art and Audio Highlights:

Trials & Tribulations: The Rapunzel Killer features eerie and horrific original music written and performed by composer Rebecca Carr. The original music, and 3D rendered environments based on real crime scene photos takes players into a realistic game world full of suspense, psychological thrills, and makes you question your own morals.
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Backstory and Game World:

Maxwell Silver started his justice career inspired by his FBI Agent father. Silver was on the path to becoming an FBI agent like his father until he accidentally shot and killed a young man caught in the crossfire between Silver and a murder suspect. This traumatic incident ate away at Maxwell's conscience, eventually leading to a mental breakdown. Once he recovered he transferred to the crime scene investigation division. During his break between his time on vice and beginning his new career path as a crime scene investigator, Maxwell spent a lot of his recovery time at the hospital bedside of his dying father re-listening to cases and stories his father had told him as a boy. One of which, was the only case he was never able to close; The Rapunzel Killings. Patrick, Maxwell's father, passed the case files onto his son in hopes that he might be able to finally close the case and suggested Maxwell start with talk to Laura Williams, the one victim that escaped from the Rapunzel Killer. After Patrick's passing, Maxwell still on sabbatical, became fixated on the Rapunzel Killer case file and sought out Laura. However, upon meeting her, he could not bring himself to talk about the horrific events she had experienced as a child because she had grown up in a happy home with her aunt and uncle with the Rapunzel Killer blocked out of her memory. Maxwell became enamored with the young woman and the two began to date and eventually got married. Maxwell contributes his successful mental recovery to meeting and falling in-love with Laura and soon after their wedding Maxwell was ready to start his first case as a Crime Scene Investigator.


Trials & Tribulations: The Rapunzel Killer takes place in the suburbs, city, and downtown police laboratory offices of the Bay Area, California. The game takes place in a realistic world where standard physics and conventions occur. The player will be immersed with the characters and story due to the psychological implications that the story could be real.
Game Play and Mechanics:


The core game play is broken into attempting to find clues/evidence in crime scenes via forensic tools, disarming traps, and analyzing crime scene clues via mini-games in the forensics lab in real-time. At the beginning of each crime scene, the player is given 100 vitality points. Each crime scene is littered with traps ranging from: trip wires attached to shotguns, bear traps, pendulum axes, I.E.D.s, garrote wire, etc. that the player will need to be on the lookout for and disarm in real-time. If the player fails to avoid or disarm each trap, the player gets injured. The more injured the player becomes, the less time they can stay on-scene to collect evidence because once the player's vitality points reach zero they are taken to a hospital which ends their time at the current crime scene. The evidence that is collected at each crime scene is sent back to a lab and the player will play mini-games reminiscent of Tetris, Pipe-Dream, jig-saw puzzles, word riddles and Snake in order to analyze the evidence and the better they do on the mini-games the better the evidence analysis is. These results lead the player to other locations and eventually the killer.
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Player Movement: As both Maxwell and Jeffrey, the player will use standard convention WASD, arrow keys, or left analog stick NESW directional walking controls. The player may also jump via a button push while moving or standing still. Button pushes also dictate player crouching; while crouched players move slower, quieter and have less of a chance of triggering traps than if they are walking or sprinting. Button pushes also dictate player sprinting; while sprinting the player moves faster and jumps farther but is more likely to trigger traps than if they are walking or crouching.
Inventory System: All tools are selectable through the number keys (PC), scroll wheel (PC), single button push, repeated pushes for cycling through items (Consoles), or pause menu (All platforms).

Traps: Players wanting to interact with traps in real time select an inventory item and click to use on the trap. Forensics tools have one function so the function is automatically selected and used. Using the multi-tool will allow the player to manipulate the multi-tool through mouse manipulation (PC), analog stick manipulation (Consoles), or hand manipulation (Xbox 360 with Kinect) and button push to use.
Evidence Collection: Possible evidence is signified by various visual, audio, or kinesthetic cues given to the player. Players wanting to interact with evidence in real time select an inventory item and click to use on the crime scene. Forensics tools have one function so the function is automatically selected and used. Using the multi-tool will allow the player to manipulate the multi-tool through mouse manipulation (PC), analog stick manipulation (Consoles), or hand manipulation (Xbox 360 with Kinect) and button push to use. Found evidence is recorded in a submenu players can access via the pause menu.
Evidence Analysis: After the conclusion of each crime scene whether player choice or zero vitality the player takes on the role of Jeffrey in the lab. Movement and interaction button pushes still apply inside the laboratory to interact with evidence sent back to lab. Each piece of equipment has a specific mini-game associated with it. General mechanics of mini games involve using movement controls and standard button pushes to manipulate items and complete a text or visual puzzle. Correct solutions reward player with more detailed information than a failed solution.
The player wins by collecting and analyzing enough evidence to discover the Rapunzel Killer's identity and location before he can murder Laura Silver. The game is lost by not collecting enough evidence before the Rapunzel Killer is able to kidnap and murder Laura Silver.
Mission and Story Progression:

The story of Trials & Tribulations: The Rapunzel Killer starts with a first person narrative and view from Patrick Silver talking to a young Maxwell Silver about the one case he never solved; The Rapunzel Killer. The game then fades as Patrick tells his story and the game/tutorial level starts with the player taking control of Patrick Silver being a first responder to alleged crime scene called in after a woman witnesses her neighbor being thrown through their second-story window. Patrick and his partner decide to enter the house after inspecting the victim's body. Patrick's partner charges into the house first and triggers a vicious improvised mesh cube with attached knives which brutally murders Patrick's partner. Patrick is shocked and is knocked to the ground as his partner is killed in front of him. The camera pans to the top of the staircase in front of Patrick revealing the silhouette of The Rapunzel Killer who takes off running. Patrick rising to his feet and the player is prompted to chase the killer upstairs. Through quick-time events the player avoids traps and chases the killer into the master bedroom. Upon entering the room, Patrick and the player see a grisly murder scene with a husband, wife, and daughter brutally murdered with a knife, scalped and mad-man ravings of princesses and knights written across the walls. Patrick stands in the doorway, shocked, but is brought back to reality as the killer jumps out from a corner, fires a single shot at Patrick, hitting him in the shoulder. Then, killer jumps through one of the windows escaping. Patrick struggles to rise to his feet and hears crying coming from the bed where the victims are lying. Underneath the bed is a little blonde girl, Laura Williams. The game cuts to Patrick carrying the girl out to an ambulance as EMTs come to his aid and uniformed officers swarm the scene. Patrick concludes his story with Maxwell telling him that even though he regrets never catching the killer, his biggest professional accomplishment was saving Laura. The game fades out and then back in to Patrick finishing his story with the case file in hand as he lays in a hospital bed opposite an adult Maxwell, looking very distraught. The two men give their final goodbyes as Patrick hands Maxwell the case file.

After montage and narrative explaining Maxwell's interest in the Rapunzel Killer case file, meeting, falling in love with, and marrying Laura; the player is placed in control of Maxwell in his first case back from a sabbatical and his first case as a crime scene investigator. Maxwell arrives almost immediately after a first response officer at a two-story suburban house. The officer describes the call-in and scene which sounds curiously similar to a Rapunzel Killer crime scene. Both Maxwell and the officer enter the house as the officer is still chit-chatting and discussing the crime scene, but is cut off as he steps into a bear trap. The player then has full control over Maxwell to explore the house and is given tutorial instructions on how to select and use the forensic tools to disarm traps and look for evidence as well as the vitality mechanic. Evidence inside the house will eventually lead Maxwell into an upstairs bedroom with a woman propped in a bed, stabbed to death, scalped, shrewdly dressed in fine clothing, above her reads "There were once a man and a woman who had long, in vain, wished for a child." Propped against the bedroom window is the woman's husband, murdered, with what looks like strange patterns carved into his face. At this point more officers are on the scene and Maxwell is interrupted and told to collect the rest of the evidence and head back to the lab. The player is again given free range to look for more clues. Once all the clues are found or the player runs out of vitality points, which ever happens first, the player interacts with the CSI van outside (or is driven off by an ambulance) to head back to the laboratory (this applies to ever crime scene level).

The player is then introduced to the lab tech, Jeffrey, and takes control of him. The player is prompted to interact with the different stations and is given tutorials on how to complete each mini-game and the reward for doing well progresses the story faster.


After the player encounters three Rapunzel Killer crime scenes and is becoming closer to finding out the killer's identity, The Rapunzel Killer is also learning more about Maxwell. The killer discovers that Maxwell is married to the only victim that ever got away. At this point Maxwell returns home to find his house torn apart and his wife has been kidnapped as a message has been left for him in their bedroom "Rapunzel had magnificent long hair, fine as spun gold, and when she heard the voice of the knight, she unfastened her braided tresses, wound them round one of the hooks of the window above, and she is now mine. The one and only princess rescued from the enchantress on the seventh day."

Maxwell's motivation is now also driven by saving his wife within the next seven missions; or else the Rapunzel Killer murders his wife. Game play continues but Maxwell is convinced no one else can help him, he does not report his wife missing, and he continues to show up to every crime scene seemingly before any other officer. He continues to look for clues leading to the Rapunzel Killer and sending the evidence to the lab for Jeffrey to analyze. As the game progresses Maxwell internalizes information more and more which makes Jeffrey and the rest of the force to question how Maxwell is able to show up so quickly to the crime scenes, find the evidence, and they start to suspect Maxwell of actually being the Rapunzel Killer. The evidence leads Maxwell to a downtown high-rise for a final confrontation with Boris Pauk. Jeffery, the laboratory technician follows Maxwell to the high-rise because of his concern for Maxwell's mental health and he has been following the evidence as well.


The story concludes in a showdown that ends depending on the player's overall performance in the game. One ending is that Maxwell saves his wife, then is ambushed by Boris Pauk but Jeffery saves Maxwell by shooting Pauk in the back (canon ending). The second ending is that Laura is murdered and Pauk ends up getting away and Maxwell is blamed for everything. The third ending is that Laura is murdered and Maxwell in turn murders Pauk. The fourth ending is that Maxwell confronts Pauk, Jeffery arrives on the scene and orders Maxwell to step away from Laura. Maxwell turns to face Jeffery, confused as Jeffery is pointing a gun at him. Maxwell looks back and Pauk is no where to be found and Max is holding the knife (murder weapon) up to his wife. After a series of flashback moments it is shown that Maxwell was the killer all along (it turns out he never recovered from his mental breakdown) and the action ends with Jeffery shooting Maxwell and saving Laura.
Character descriptions:

Investigator Maxwell Silver: Although he has a conflicted spirit, Maxwell's sense of justice is only equal to his love and loyalty to his friends and family. His only dream since being a child was to be an FBI agent like his father. This was due most likely with his fascination of listening to his father tell stories of his cases growing up. When he was old enough, Silver enrolled in a police academy, graduated top-in-class and worked his way up from being a beat cop to becoming a vice detective. Silver was on the path to becoming an FBI agent like his father until he accidentally shot and killed a young man caught in the crossfire between Silver and a murder suspect. This traumatic incident ate away at Maxwell's conscience, eventually leading to a mental breakdown, but once he recovered he transferred to the crime scene investigation division. During his break between being a detective and being a crime scene investigator, Maxwell spent a lot of his recovery time at the hospital bedside of his dying father re-listening to cases and story his father had told him as a boy. One of which was the only case he was never able to close; The Rapunzel Killings. Patrick, Maxwell's father, passed the case files onto his son in hopes that he might be able to finally close the case and suggested Maxwell start with the one victim that escaped from the Rapunzel Killer, Laura Williams. After Patrick's passing, Maxwell still on sabbatical, became fixated on the Rapunzel Killer case file and sought out Laura Williams. However, upon meeting her he could not bring himself to bring up her past as she had grown up in a happy home with her aunt and uncle with the memory of the Rapunzel Killer blocked out of her memory. Maxwell became enamored with the young woman and the two began to date and eventually got married. Maxwell contributes his successful mental recovery to meeting and falling in-love with Laura and soon after their wedding Maxwell was ready to start his first case as a Crime Scene Investigator. In the back of his mind, Maxwell has always been driven to solve the Rapunzel crimes because it was his father's only regret.
Laboratory Technician Jeffrey Shepherd: Shepherd is Maxwell's partner/lab counterpart. Jeffrey has been friends with Maxwell since he was a beat cop patrolling the streets of Oakland. Jeffrey is also partially responsible for why Maxwell is an investigator now rather than a dunk alone in a bar somewhere. Shepherd is highly intelligent and the only real job he's ever had has been as a lab tech. While he has never been in the field, he is no rookie when it comes to the horror of murder and deceit. At the time of Trials & Tribulations: The Rapunzel Killer Jeffrey is a veteran lab tech and he is hope is that if he can help solve this case he can move up to head of the department.
Laura Silver: Born Laura Williams, Laura is the wife of Maxwell Silver. As a child Laura was orphaned and raised by her aunt and uncle after the Rapunzel Killer murdered her parents and sister. Due to the intervention of Special Agent Patrick Silver the Rapunzel Killer fled the scene before he could take the life of Laura. The Rapunzel Killer has since been obsessed with finding Laura as he sees her as the one that got away and his one true princess. Maxwell and Laura met after Maxwell started researching the Rapunzel Killer files his father left him. She is a classically beautiful blonde woman in her 30's. 
FBI Agent Patrick Silver: Patrick Silver is the deceased father of Maxwell Silver. Patrick served a well rounded and prestigious career. While Patrick was not the most attentive father, he and his son bonded over the recounting of his case files. In the end of his life this is what he cherished most and his life ended with his son by his bedside, telling his son his biggest regret: never catching the Rapunzel Killer. The Rapunzel case was his last case as an agent but he did not let the case haunt him because he did accomplish one thing; saving Laura Williams from becoming the Rapunzel Killer's victim.
Boris Pauk (pronounced Pa[r]ook): Boris Pauk is the infamous Rapunzel Killer. He was once a failed children's fairytale author. After years of abuse from his parents well into his adulthood and continuing abuse from his wife-his first victim-Boris Pauk's psyche finally broke and he became the murderer he is today. He has a pension for claiming the lives of seemingly happy families. He poses his victims -- women in dainty princess-like positions and disgraceful positions for his male victims. To commemorate his kills he scalps the woman, thus the moniker Rapunzel Killer, and sets traps to try and stop law enforcement from ever disturbing his "stories" (murder scenes). Boris lay dormant for a number of years after failing in his last murder due to Patrick Silver but he comes out of retirement after obsessing for years over finding Laura Williams. Now, his only goal is trying to find her and finish his "masterpiece".
User interface:

Players will primarily interface with the game environment directly. T&T: The Rapunzel Killer features a limited HUD for less clutter and more immersion into the story. The player's vitality meter will be displayed as well as translucent mission objectives while outside of a trap and evidence encounters so players can keep track of their progress without having to pause the game constantly. The game will periodically quick save automatically for the player but the player will also have the option to save whenever they would like via the pause menu.
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Trials & Tribulations: The Rapunzel Killer will also feature a tiered difficulty system to accommodate players over a wide variety of skill level including players with mental delays. For instance, the easiest level of difficultly will help players along by highlighting interactive objects such as doors and helping players during difficult situations such as disarming traps and analyzing evidence by having translucent keyboard/mouse (PC) or controller (consoles) with the necessary buttons colored in, directing players to the right selection. The harder the difficulty the player selects, the less help they will receive from the game up to the hardest difficulty being very bare bones with direction.
Platform:
The primary target platform for T&T: TRK is the PC with ports to the Xbox and Playstation and mobile devices if the technology allows.

Team, Budget and Schedule:

Team: The development team consists of one designer, two artists, two programmers, and one audio technician.
Budget: A budget will be developed that covers related cost to develop the game. Based on web-based research, costs needing to be covered include, but are not limited to: labor costs, keeping on schedule, overhead, and hardware/software (Anderson, 2010).  An approximate figure for the cost of this project would be $10,000. 
Schedule: 

· Project Start and stop points: 


Start summer following First Year at UAT


End will be the a year after project start date
· Key Events:

Month 1:

Contact Animator and get a commitment for project

Contact Coder and get a commitment for project

Start a Kickstarter campaign in order to obtain funds for the project 

Survey target audience group to see interest level

Start planning Tiered Difficulties
Month 2 :

Develop list of responsibilities

Develop calendar of milestones and end dates

Begin Story Board
Month 3-4:

Complete Story Board

Create 2D/3D Models

Begin Animation

Begin Coding

Write Script
Month 5:

Create Level Design

Discuss project progression and funding

Start Implementing Tiered Difficulties
Month 6-7:

Finish Animation

Finish Coding

Finish Level Design and UI
Month 8-9:

Game Testing

Fix Bugs

Discuss project progression and funding
Month 10-11:

Finish Game

Ready Game for release

Release Game
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