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Game Outline 
Story Synopsis 
The game follows the perspective of two characters, Allan Veritas and Ace, as they work together to 
solve crimes. The events of the game take place within the county of Surrey, England and require 
both characters to co-operate together for them to be able to successfully solve cases. Cases will be 
centred around a particular crime which increases in severity the further into the cases the players 
go. Figure 22 in the Appendix section provides a visual summary for the cases along with example 
images for the main location to be explored. 

Allan is a young rookie detective and Ace is a young trainee police dog, both of whom have recently 
joined the Criminal Investigation Department’s (CID) Surrey HQ branch. The branch has been using 
both people and animals to conduct investigations for many years and is where both characters first 
meet each other. They will be taught the basics for how to interact and co-operate with each other 
under the watchful eyes of their more experienced peers, Damon Blackwell and his companion 
Hunter, before proceeding onto their first investigation. After this is complete, Damon and Hunter 
will retire from the force, leaving Allan and Ace to begin investigations on their own. 

In the second case, non-player character (NPC) rivals will be introduced for both Allan and Ace. 
These are James Griswold and his canine partner Alpha, both of whom have been working at the CID 
branch for some time. They have begun building up a name for themselves as prodigies due to how 
successful they are at apprehending suspects, although there are shady rumours about James’ 
methods for securing an arrest. The second case will also introduce a second investigation phase 
after a suspect has been arrested, since there is inconclusive proof that the arrested character 
committed the crime, requiring the players to continue seeking the truth until the true criminal has 
been caught. 

The mid-point of their journey will be the third case, where both characters will learn a new skill to 
help them sense if an NPC is being truthful or hiding something during questioning. The fourth case 
will introduce another investigation segment, resulting in a total of three investigation phases with 
two false arrests and one final arrest on the real criminal. The fifth case will be the largest case that 
will incorporate all previous features and phases as well as see the return of Damon and Hunter 
since Damon will have personal connections to the events that unfold here. 

  



 

Page | 3  
 

ALLAN AND ACE:  DETECTIVE DUO GAME DESIGN DOCUMENT 

Game Flow 

 

Figure 1: Typical game flow across cases 

The typical flow of the game will be an investigation phase that ends with an arrested suspect. 
Players will enter a case with minimal knowledge about the events that have taken place. They will 
be provided with basic information such as the type of crime, location, and witnesses at the 
beginning before being given freedom to investigate. 

After reaching the first location to investigate, an NPC human or animal character will be present for 
Allan or Ace to speak to, respectively. The diagram presented in Figure 1 is not explicit; the players 
can either choose to talk to the NPC or investigate the location first, however both must be fully 
explored in order to progress through the story. In the second case, after the suspect has been 
arrested, the players will go back out and perform a second investigation. The fourth and fifth cases 
will have two suspects detained before arresting the true criminal, which will prompt a total of three 
investigation sequences. 

There will be moments when an NPC does not give up information willingly when the player is 
talking to them. This gives the player the chance to present a clue they have found that will get the 
NPC to give up the information being withheld. If they do not have the right clue in their inventory, 
then they must seek it out and return later. 

The tutorial level, or first case, is the shortest one to complete. The case size grows with each 
sequential case, culminating in the fifth chapter which will be the largest one to complete. 
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Playable Characters 
Allan Veritas 

Age (Years): 25 

Gender: Male 

Occupation: Rookie detective 

Summary: Allan grew up with more affinity for animals 
than people since a young age. He first became interested 
in solving things when his primary school’s mascot, a 
brown rabbit called Hop, disappeared one day from its 
cage. Although staff and students assumed the rabbit had 
escaped and gave up searching for it, Allan persisted until 
discovering that another student had stolen it and taken 
the rabbit home with them. Later in life, Allan began to 
steer himself towards a career as a detective as his 
passion for solving mysteries grew stronger. He became a 
successful candidate to join the Criminal Investigation 

Department’s Surrey branch after passing their tests, where he will begin his first day as a rookie 
detective. Although he has become better at interacting with people and still prefers animals, he is 
doubtful about how helpful animals within the police force can be. 

Ace 
Age (Years): 2 

Gender: Male 

Occupation: Trainee Police Dog 

Summary: A cocker spaniel that was abandoned as a 
young puppy, Ace was rescued by a police officer that 
enrolled him into the police force’s animal training 
program. After completing his basic training with the 
other newcomer police dogs, he was given the name 
“Ace” in the hope’s that he might become “an ace up their 
(the police force’s) sleeve” due to his eagerness and love 
for completing tasks. Although he has become better 
around people, he still feels unease around those that he 
does not know well. Ace was then sent off to the Criminal 
Investigation Department’s Surrey branch that has been 

pairing up animals with detectives. There, he will finish his last portion training by learning to work 
with a detective he has not previously met and will begin working on real cases. 
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Gameplay 

 

Figure 2: Control schemes 

Primary means of play are done through the point-and-click style which remains continuous across 
all target platforms. Figure 2 provides a summary for how additional actions would be set up across 
the target platforms, with haptic feedback being a feature that can be added to mobiles and the 
Nintendo Switch. 

On a computer, the mouse will be the main tool for navigating and confirming different choices, but 
with the option to use the keyboard to perform similar actions. The only exception will be when 
investigating a scene, which must be done using the mouse. For mobiles, all interactions will be done 
by tapping the screen, including for investigating locations. The Nintendo Switch will use the joy-
cons for the same actions as the mouse and will use the A and B buttons for confirming actions, such 
as selecting what to do. A menu button will be available on all platforms for players to use to access 
the main menu. 

Sequence of play is divided into 5 cases, or chapters, that will present new locations and new NPCs 
that fit organically to the primary location the crime takes place in. After choosing which case to 
start, players are given the choice to choose which main character to control for the duration of that 
case. Currently, this will be fixed to avoid players being given the freedom to continuously change 
perspectives as this would break immersion and may result in confusion. To play as the other 
character, the player will need to either restart or complete the case they are currently working on. 
This also provides replayability for the cases that have been completed, as you can play them from a 
different perspective and interact with different characters. 

During the game, it is possible for players to move freely to different locations without needing to be 
together. As they progress through the case, there will be a few components within the heads-up 
display (HUD) that will have some influence over the gameplay. These HUD elements are: 

• A progression bar for both characters  
• An icon of your co-op partner 

Firstly, a progression bar will be highlighted within the HUD to give a visual guide on how far each 
player is coming along with their portion of the investigation. A player may hit a point where they 
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cannot progress until their partner catches up, perhaps because they read faster. By having a visual 
indicator, it may encourage better coordination and help control the pacing to find a suitable 
equilibrium. The current design uses vertical bars [Figure 3] which are shown on the left edge of the 
screen, although they may be better suited in a horizontal position along the top edge to avoid over-
cluttering the screen space. The blue bar with the magnifying glass represents progress for the 
player controlling Allan and the green bar with the cocker spaniel icon represents progress for the 
player controlling Ace. 

 

Figure 3: Progression bar for both characters 

Secondly, an icon will be visible to highlight which location your partner is at when choosing where 
to move to or if your partner is in the same location as you [Figure 4 - Figure 6]. If both players are in 
the same location, an icon will appear in the top right corner of the screen to indicate that the 
players are together. If they are in separate areas, the icon will be displayed next to the name of the 
location that they are at, so long as the location appears within the list of places you can travel to. 

 

Figure 4: Character portraits 
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Figure 5: Example of character portrait displayed next to location where that character is currently at 

 

Figure 6: Example of character portrait when both players are at the same area 

Throughout the game, players will encounter NPCs which will not co-operate with the investigation 
by not giving up information willingly or by stating false information. This creates a small mini game 
sequence where the player can present clues they have gathered to pressure the NPC into telling the 
truth by exposing the lies. During this sequence, the player will have five chances to present the 
correct clue that disproves the claims made by the NPC. Choosing an incorrect one removes a 
chance before giving the player the opportunity to either try again or cancel, since they may have 
not found the relevant proof yet. Losing all chances ends the mini game and forces the player to 
start this sequence from the beginning. Presenting the right clue results in a visual and audio 
indicator before progressing, which is discussed in the Gameplay Mechanics section. The case being 
played and what stage of the case the players are in will influence how many of these mini games 
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occur for a given NPC, as well as the number of statements which must be disproven before 
discovering the truth. 
The first two cases will present only NPCs that are unwilling to co-operate. When the player picks a 
subject to talk to the NPC about, some dialogue will occur to show the character being unwilling to 
help, causing that topic to be locked until the right clue(s) are presented. The player can still select 
this topic again if they do not have the clue(s) yet, but it will repeat the same dialogue. From the 
third case and onwards, NPCs will begin to state inaccurate information when spoken to; sometimes 
because they are trying to cover up something and sometimes because they misremembered the 
details of what they witnessed. This is where new mechanics are introduced to help identify which 
statements are potential lies to the players, which are discussed in the Gameplay Mechanics section. 
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Game World 

 

Figure 7: Collage of locations from the first level 

Locations will be displayed as the main backdrop image for the players to visit. This will conform to 
the style that has been used within the visual novel genre and will be intrinsically connected with the 
intended gameplay and mechanics. A collage has been created in Figure 7 to demonstrate the 
appearance of some locations that players can investigate. The visual approach takes real world 
locations and edits them to have a more cartooned appearance to help set it apart from the typical 
anime and comic book styles which fill the visual novel market. Some locations may be double the 
size, meaning that players can move between the left and right halves of the image without needing 
to load in a new scene. An example of this type of location is the training area [Figure 7 middle-left 
image]. 

All locations will have a connection to at least one other location, in some cases there will be 
multiple routes to an area, however not all of them will be available immediately [Figure 8]. Access 
to areas may be locked until certain requirements are met, such as speaking to an NPC and being 
told the location to visit, or by finding certain evidence that would then make that area available for 
investigating. Examples are visible in Figure 8 using both a simplistic and visual world map within the 
first case, where a “key” is obtained by visiting a location that then unlocks a new area. 



 

Page | 10  
 

ALLAN AND ACE:  DETECTIVE DUO GAME DESIGN DOCUMENT 

 

Movement or travel between locations is done typically via a button that will then display possible 
locations to travel to [Figure 9], though may take place automatically during moments when the 
story is being driven forward quickly to maintain suspense. A screen showing white noise will be 
filled with the image of the location that is being hovered over. In the example provided, the 
“Training Area” is being hovered over. The transition is completed via an effect, such as fading to 
and from a black screen, before loading up the new location. When loading into a new location for 
the first time, text will appear as if being written with a typewriter (i.e., one character at a time) in a 
small box at the bottom of the screen. An example of this can be seen in the bottom half of Figure 9. 

Figure 8: Example of a level map (Top – simplistic, Bottom – visual) 
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Most locations will have characters that each player can talk to, although there will be moments 
where no NPCs are present in the scene. NPC characters and the player’s character will be shown 
during conversations [Figure 10] but will only show the NPC’s image when conversations are not 
taking place [Figure 11].When examining a scene, these portraits will disappear until the player exits 
the examination state. There will always be environmental features that can be examined by both 
players, but not all examined features will be a clue or piece of evidence to note down. They may 
instead be small comments made by Allan or Ace about the thing being observed. 

 

Figure 10: Example UI for displaying characters and dialogue 

Figure 9: Example UI for travelling to new locations 
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Figure 11: Example UI showing the location's NPC and player choices 

In scenes without NPCs, audio will use ambient sounds to set the atmosphere; for instance, an 
outdoor scene would have birds chirping. Scenes containing NPCs will play a musical score which will 
typically be associated with that character, i.e., that character’s theme. Moments of tension or 
intensity will change the music to better accompany the intended moods to be set out. 

As the primary location for a crime will change with each case, most locations will not reappear 
again between cases. Certain locations will be accessible throughout the entire game where it fits 
into the narrative, such as the HQ building in the bottom centre and bottom right of Figure 7 where 
players will always start from. 
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Game Experience 
As the game is a visual novel, the general tone during play will be calm but interlaced with moments 
of tension when the stakes become higher and suspense when more mysteries are unravelled. The 
tone and mood will primarily be seen through the dialogue, akin to how this occurs in a novel. These 
moments will be accompanied by sound to influence the players’ emotions and enhance the 
intended experiences. Humour can also be interwoven into the narrative, such as when characters 
mistake Allan’s name as Adam, to help create some light-hearted moments in the story.  

Upon starting, both players will be isolated until their respective characters meet each other. The 
first encounter will be when both players are being introduced to the game mechanics and shown 
how they can work together at the training area [Figure 9 bottom image]. Both characters will then 
be able to start seeking out clues and find out information from the perspectives of different NPCs 
(Allan will mostly converse with humans, Ace will mostly converse with animals) to piece together 
the events that unfolded. Generally, Allan will be able to find clues within a scene on his own, 
however some clues will be undetectable to him. Ace can discover and point out where these clues 
are to ensure the investigations progress smoothly and strengthen the connection between both the 
characters and the players. 

During the mini game segment where an NPC is not giving up information willingly, players will be 
able to overcome the problem by presenting clues they have found that will pressure the NPC talk. 
When the right clue is presented, a large pop-up will suddenly appear on-screen shaking slightly and 
accompanied by a voice over and a sound effect to indicate the player has presented the right clue 
to progress. This is a small reward to provide a sense of achievement for overcoming this small 
challenge. Some examples of the pop-ups have been created in Figure 12 using different fonts for 
experimentation. 

 

 

 

 

 

 

 

 

 

 

 

Players will be able to fail the mini game but will not be able to lose in the game. This is to follow in 
suit with most visual novel-based games, where there is no means of losing. The cases will follow a 
linear path and will always end with the arrest of the real criminal, which will take place as a short 
cutscene that will also summarise what the criminal did and why they did it. There will be additional 
cutscenes at the beginning of a case to convey the events of the crime and during the case as the 

Figure 12: Pop-up exclamations when players present correct evidence during questioning sequences 
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main characters begin to figure out certain events. Cutscenes will be 2D but animated events which 
will present information as text to remain consistent with the gameplay.  
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Gameplay Mechanics 

 

Figure 13: Table of basic abilities for both characters 

Players will be given a set of basic tools which will assist in the discovery of clues, tracking clues and 
NPCs that have been met, and co-operating together. Figure 13 highlights the names of these 
various tools, with the “Detective” column pertaining to Allan and the “Dog” column to Ace. 

The skill “Intuition” helps the player controlling Allan to check if they have found all available clues at 
a location by providing a message when activated. As shown in Figure 14, the message will be 
displayed as an internal thought in Allan’s mind but can state that everything has either been 
checked or not. The message will not explicitly tell the player where to look within the scene if they 
have not discovered everything currently available. This is to avoid too much handholding and 
instead encourage the player to seek out the clues they have missed, which may require help from 
their co-op partner to find them. 

 

Figure 14: Mock-up for how the skill "Intuition" will function 

The skill “Instinct” will help Ace discover hidden clues that are within the current location. Activating 
it creates a red overlay and disables most UI elements to view as much of the location as possible. In 
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this state, the player can use Ace to “smell out” scents by tapping on the screen which will reveal 
hidden elements within the environment. Once they have caught a scent, they will need to continue 
tapping on it until the clue has been fully uncovered before it can be stored as a clue. Figure 15 
highlights an example of this skill being used in a woodland path where boot prints are hidden. 

 

Figure 15: Storyboard for "Instinct" skill 

“Clue Storage” refers to the system that stores and displays important information gathered 
throughout an investigation. This includes clues, eyewitness statements, and NPC bios. Clues will be 
identical in both player’s perspectives, with eyewitness statements being somewhat similar and NPC 
bios varying due to the different types of characters that will be interacted with. Visually, the UI for 
Allan will be presented in the form of a notebook and for Ace it will be like a large memory bubble. 
Since Ace is a cocker spaniel, his breed identifies and understands the world through smelling 
everything over the other senses, so important information is saved as “smells” that he has sniffed 
and made an index of, hence “sniffdex”. 

The social interaction mechanics are how players can co-operate and communicate with one 
another if they are not able to verbally speak with each other, e.g., because they may be playing 
online. The interaction uses a ping system to identify a point of interest within the environment, 
marking it with an icon for the other player to look at [Figure 16]. Both players can use this system 
however only one ping may be active per player before a new one can be made. Depending on the 
character being controlled, a different sound will play; for Allan, it will be a whistle, and for Ace, 
there will be a barking sound. Each sound will have a few variations that will randomly play each 
time a ping is made to offer some variety, such as alternating between a dog whistle and a person 
whistling for Allan and different types of barking sounds for Ace. 
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Figure 16: Social interaction system 

As the players will be free to move to different locations independently and do not need to be 
always together, the ping system will only provide an alert if the other player is either in the same 
scene or only one location away. This is intended to be like hearing the sound in the real world; you 
can hear it but might not see the source because it is too far away to be seen. An icon will appear 
next to the name of the location where the ping has been placed within the navigation menu [Figure 
9]. Once the player has arrived at the location, a symbol will appear where the ping has been placed; 
in Figure 16, this is shown as a question mark symbol. 

The examples provided in Figure 17 have been constructed to help visualise this from a “bird’s eye 
view” perspective. In the left half, the characters are one location away from each other, meaning 
that Ace will receive an alert to indicate a ping has been placed nearby. In the right half, the 
characters are two locations apart, and so Ace does not receive a notification about the ping. When 
the character moves in range, they will receive the alert and it will appear on their navigation menu. 

 

 

 

 

 

 

 

 

Figure 17: Visual explanation of ping system 
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In the third case, both characters will develop new skills that can be used to help identify if NPCs are 
being truthful or are trying to hide something. These advanced skills will act as a passive ability, in 
other words the players do not need to physically activate them. The mechanic activates during a 
statement an NPC makes that is a potential lie. The skills will be unlocked naturally as part of the 
narrative and do not require any pre-requisites to be met. 

 

Figure 18: Advanced skills for Allan and Ace 

“Body linguist” is a skill for Allan that changes the outline colour around an NPC to reflect if they are 
trying to hide something or not. There are two states: white means they are hiding nothing, red 
means they are. When the outline is red, Allan may choose whether to press them or not, since the 
player may not have gathered the required clues to succeed yet. 

 

Figure 19: Body Linguist skill visual example 

“Heartbeat hearing” is a skill for Ace that enables him to focus on the heartbeat of the NPC he is 
speaking to, creating an X-Ray styled effect on the character to show its heart. The heartbeat can be 
heard and seen to determine if the character is hiding something or not. There will also be two 
states here: a fast heartbeat indicates a lie, while a slow heartbeat indicates honesty. The heartbeat 
will pulse and have a beating sound to accompany this effect. 
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Figure 20: Heartbeat hearing skill visual example 

These skills can be made more challenging to use by introducing “curve balls”. For example, a small 
animal character might have a naturally fast heartbeat and might be stating the truth, forcing the 
player to make judgements on what they have seen and read from that character. Player feedback 
will be essential to determine if this adds or subtracts fun from the game. 
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Non-Player Characters 
Rivals 
Due to the nature of game, the game contains no AI or true enemies like in most other genres. 
Instead, rival entities exist who are working on the same cases as the players, appearing at certain 
times to taunt and antagonise the players on how they are trailing behind. The rivals will indict and 
arrest a suspect based on what appears to be complete evidence at the end of an investigation 
phase in the cases, except for the final phase where the players will always find the conclusive 
evidence to apprehend the real criminal and therefore win. 

James Griswold 
Age (Years): 33 

Gender: Male 

Occupation: Senior detective 

Summary: James was raised to have a results-
oriented approach to various aspects of life thanks 
to a strict parentage with a legal background. This 
perfectionist mindset gradually became twisted as 
he grew older, eventually convincing himself that 
the ends justified the means, no matter how 
questionable they might be. After completing his 
training to become a detective under a mentor that 
encouraged these beliefs further, James began to 
quickly succeed in bringing supposed criminals to 
justice. With a fierce intellect and arrogant sense of 
superiority, his name spread fast within the world of law and order about his successes, alongside 
the rumours of his methods. Ruthlessly interrogating witnesses, convicting with inconclusive 
evidence, and shady dealings were commonly associated with the prodigy detective, but these 
mattered little to him, so long as he continued to enjoy his perfect record of always successfully 
arresting whoever he believed was a criminal. 
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Alpha 
Age (Years): 7 

Gender: Male 

Occupation: Older police dog 

Summary: Alpha comes from a breeder who provides 
male puppies with desirable traits to various government 
institutes such as the army, firefighting services, and 
police forces. When he was old enough, Alpha began the 
police force’s animal training program where his 
aggressive nature began to reveal itself and make it 
more difficult for officers to control his temperament. 
After cycling through a handful of dog trainers that could 
not reign in his aggressive nature, he met James 
Griswold who was able to gain Alpha’s respect through 
his strict, regimental training sessions. By the time his training was complete, James took him as his 
canine partner at the CID Surrey branch, where Alpha would go on to help James complete cases 
assigned to them. 

Mentors 
The mentors are entities that introduce the players to the gameplay mechanics for working together 
and completing the first case. Their primary roles are to act as the tutorial sequence, following the 
players around in the first case and giving pointers where necessary to ensure that players complete 
their investigation fully. 

Damon Blackwell 
Age (Years): 66 

Gender: Male 

Occupation: Experienced detective 

Summary: Damon has spent his entire career 
serving his country as an officer of the law in the 
city. Beginning as a police officer, he changed to 
work as a detective in his early 40s and built a 
respectable reputation for himself before moving 
to the CID Surrey branch in his early-to-mid 50s. 
There, he enjoyed working in the countryside 
with his canine partner, becoming particularly 
fond of the German Shephard he had been 
paired up with. A tragedy occurred when working 
on one case that would have expose deep-seated 

corruption within the CID. During a pursuit to capture a lead they had been tracking for some time, 
Damon’s canine chased down and pinned the lead but was left severely wounded from knife 
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wounds. Damon arrived shortly after and was able to tackle the lead to the ground but began to 
beat them in a fit of fury after seeing the stab wounds left on the dog. After other officers wrestled 
Damon off and detained the beaten individual, Damon took the dog to be treated but sadly could 
not be saved. The detained individual later died in a hospital, supposedly from the wounds inflicted 
by Damon, which led to an inquiry on whether he was still fit to serve or not. Although he was 
permitted to retain his rank whilst awaiting the outcome, Damon was demoted to introducing new 
recruits with a new canine called Hunter and was no longer permitted to undertake cases on his 
own. Years later, the case investigating the corruption in CID remains unsolved and Damon has been 
informed that he must retire after completing the onboarding of one last pair of recruits. 

Hunter 
Age (Years): 11 

Gender: Male 

Occupation: Experienced police dog 

Summary: Hunter is an older German 
Shephard that was entered into the police 
force’s animal training program as a puppy. 
He was well-liked by his trainers for his calm 
and friendly temperament and showing a 
fondness for the training activities presented 
to him. He was given the name “Hunter” due 
to his excellent abilities at seeking down a 
target. In his younger years, he was actively 
on duty and would show a fiercer side when 
he felt it necessary to help his officers, 

although this led to a misunderstanding that Hunter had unpredictable mood swings. Hunter 
eventually met Damon Blackwell, whom Hunter is aware is still grieving over the loss of his previous 
canine companion. After enjoying a successful career as a police dog and now in his older age, 
Hunter is no longer actively on duty, instead spending his days with Damon or wandering around the 
HQ building to see what the other members of the branch are up to. 

Case Information Providers 
At the beginning of each case, the players will start off by getting information from the HQ building. 
Allan will receive these details first when inside the building while Ace waits outside. Once the 
location has been made available, Ace will receive information on the case from an NPC at the site to 
be given the same context as Allan. 
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Officer Scott Biggins 
Age (Years): 42 

Gender: Male 

Occupation: Police officer 

Summary: Scott originally had no 
intentions of becoming a police 
officer. After completing his 
university degree, he continued 
to work as a receptionist at his 
university for some years. 
Eventually growing tired of the 
monotonous career, Scott made a 
career change to become a police 
officer in his late twenties. 
Although he has done his share of 
patrols, Scott prefers working behind a desk still and will typically sort out reports and answer calls 
from the public whenever a crime has taken place. He will then pass over the case to any officers 
that are available to help. 

Muninn 
Age (Years): 2.5 

Gender: Female 

Occupation: Informant for 
Hunter 

Summary: A crow that lives 
within the region, Muninn 
encountered an accident when 
she was attacked by a cat at a 
young age. She was rescued by 
Hunter whilst he was out on 
patrol and has been indebted to 
him ever since. As a show of 
thanks, she flies around 
surveying various areas to 
provide useful information for Hunter about cases he is working on. If she herself does not witness 
an event, she gathers information from fellow crows in the area on human and animal activities 
instead. As Hunter is expected to retire from the line of duty, he has requested that she provides her 
services to Ace to help the rookie police dog in his upcoming investigations.  
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Bonus Materials 
For mobile and desktop versions, achievements will be available to unlock which will be supported 
by external systems, such as Steam for desktops and Game Centre for mobiles. Nintendo Switch will 
not support this feature since there is no native achievement tracker or system on the console. Main 
achievements will be awarded from completing expected aspects of the game, such as completing 
each case and using each skill for the first time. There will be two sets, one for when playing as Allan 
and one for Ace, with ‘rarer’ achievements available should the player complete all cases with both 
characters. There will also be more obscure achievements, such as when Allan might tell Damon he 
has not read the information at the start of the first case, to encourage players to explore different 
options as they play. 

Although the game is primarily an online or LAN co-operative game for two players, it is possible for 
players to play offline should they wish. When choosing a character to play, the player will be playing 
an adapted version of the main game whereby events will take place after the player has reached 
certain points. For instance, if normally a player controlling Allan required their coop partner to 
identify where a clue is, this process would happen automatically instead once Allan had reached a 
specific point in the story. This would also mean that the progression bar and icon showing your 
partner’s location would be disabled, as well as certain gameplay elements being changed to ensure 
the narrative stays consistent. An example would be when playing as Ace, certain events would 
normally be unavailable to them, like speaking to human NPCs, so in the offline version Allan would 
need to appear as an NPC and perform the dialogue options to drive the narrative forward. 

A system could be implemented whereby if both players agree to swap the characters they control, 
then they change, but this should be limited to one or two uses to ensure immersion isn’t broken 
often. This feature would also require some testing to see what the best balance is and how it 
impacts player experiences. 

To help encourage an online community, a level editor would be an ideal tool to offer to players so 
that they can create and design their own cases. As the game is rated Teen+, it would be possible to 
create more “serious” cases that contained more sensitive types of crimes. A tagging system would 
be an effective way to organise and check for this type of content so that users can see what could 
be expected within player-made levels. Alternatively, players could be asked to sign a virtual 
agreement to avoid inclusion of highly sensitive topics within their own creations. To offset this 
becoming difficult to maintain if there was a huge community base, an anonymous voting system 
can be incorporated where users can vote if levels are within the agreement guidelines or not. Levels 
which fall below a certain threshold with the votes can be taken down and addressed more 
effectively as opposed to manually examining each creation. This voting feature could also include a 
simple thumbs up or thumbs down vote counter for users to see which levels are well-made or 
poorly made. 

To emphasise the unique selling points further, characters and sceneries would have smooth 
animations to make the game world feel more alive and engaging to view. For characters, it may be 
small movements like blinking eyes or fully body motions to show them breathing. For the 
environment, it would be features like plants swaying in a gentle wind and leaves moving across the 
screen.  
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Monetisation 

 

Figure 21: Monetisation Plan 

The first case will be made available for free so that players can try the core features of the game to 
determine if they will enjoy the product. This includes playing the game from the perspective of both 
main characters to experience the core unique selling point. By offering the first case as a free to 
play (F2P) experience, this should ensure that purchases will be from consumers who will enjoy and 
go through the game whilst reducing the risk of refund requests from those who did not enjoy it.  

As the game is divided into cases, or chapters like a book, players can decide whether they wish to 
purchase and unlock new cases one at a time or unlock all the cases at once and have access to the 
full game. If purchasing one at a time, only the next case can be purchased to ensure the narrative 
and the introduction of new gameplay features is consistent. For example, if a player has purchased 
the second case, they cannot purchase the fifth case and skip to the end of the game; they will have 
to purchase the third case. Purchasing the entire game will be slightly cheaper than purchasing all 
cases individually. 
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Appendix 

 

1 2 3 4 5

Thumbnail

Incident Location Village Farm Zoo Nightclub Seaside

Types of NPCs
Local villagers

Domestic pets & common wildlife (dogs, 
birds, cats…)

Farmers, farm hands
Farm animals (sheep, cows, pigs, alpacas…)

Zoo personnel, visitors
Exotic animals (lions, elephants, peafowl, 

meerkats…)

18-30 year old clubbers, nightclub staff & management
Street & river animals (rats, pigeons, strays, swans, 

ducks…)

Swimmers, boat owners, fishermen, 
coastguard

Ocean animals (seals, gulls, 
dolphins…)

Crime Dognapping Arson attack (burnt down barn)
Blackmarket (rare animals going missing during 

transportation between zoos)
Needle attacks Murder

New Feature - 2nd Investigation Phase
"Body Linguist" passive skill for Allan

"Heartbeat Hearing" passive skill for Ace
3rd Investigation Phase -

Case Synopsis

A woman has reported that her dog has 
been dognapped from her home and 

managed to catch a glimpse of the vehicle 
as it made its getaway.

A farmer has reported an arson attack after a 
barn was burnt down in the night and has 

caused incredibly damage. The owner believes 
it may have been caused by a rival farmer.

Rare and exotic animals, like baby pandas, that 
are transported between zoos are reported as 

going missing once they arrive. The 
investigation leads into the blackmarket that 

sees the prices of these animals going for 
extraordinary amounts of cash.

A nightclub has been receiving increasing reports that 
visitors are being attacked with drugged needles before 

having their possessions stolen. The case takes a turn 
when a drug gang operation is uncovered.

The body of a senior detective washes 
ashore at a coastal village as he was 

almost successful in exposing a deep 
corruption within the law, all the way 
up to the Chief of Police. Blackmail, 

murder, and the return of an old 
mentor unfold in the climactic case.

Case #

Figure 22: Case Summaries 
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