Characters

As the target audience ranges from 13 to adult a division of available characters is suggested: individualised teenager as player characters to attract the younger audience, much more functional and minimised adult player characters for elder users.

In order to enhance their appeal and distinction each character will be from a different origin (international ones for the teenager, European ones for the adults).

Both selections fulfil exactly the same purpose: impersonate the variety of character handicaps for the Iron Man.

The international teenagers:

Nula – a fast running girl (Australian) age 16


Appearance: straight from the outback, proper walking boots, 

short trousers, a cowboy hat, brownish hair (brown colours)

she speaks with a true Australian accent, raised on a farm in the outback she learnt to run very fast cross country

Dave – a boy scout with binoculars (American) age 15

Appearance: glasses, backpack, Jeans, sneakers, a not very tall  blond short hair (blue-ish colours)

Member of the mountain ranger in the Rocky Mountains where his family lives, he has his binoculars always with him

Maiko – a Techno girly with a very precise compass (Japanese) age 15

Appearance: dressed up like a manga impersonator, flashy colours and designs, all kinds of groovy gadgets (walkman, discman, Gameboy), coloured hair 

Born and raised in Tokyo she is the cute street-wise girl trying to live in the 22nd century already (high pitched voice)

Ruben – a chubby boy with the best stamina (Venezuelan) age 16 

Appearance: more bulky than the others but rather muscular, combat trousers with lots of pockets, army-like vest with a big logo on the back, coloured boy with short curly hair (greenish colours in clothes)

Raised in Caracas suburb he is more of a tough guy (deeper voice, grumpy attitude)

The European grown ups:

Less individualised sportsmen; all approximately early twenties; all wearing tricots of their country.


Paolo – Italian man (best runner)


Ylva – Swedish woman (with the binoculars)


Christian – Swiss man (with the best compass)


Kristina – Polish woman (best stamina)

The referee:


Sarah – a 15 year old mature girl from London

Appearance: casual city clothing, maybe some Wayfarer identity stuff (cap, t-shirt, button), red-ish hair

She is the impersonator of Wayfarer, a personification of the success one can gain with it, self-assured, not snobby, competent

Motivation

A high score is visible every time a player starts the game. If possible (e.g. if the log in function is implemented), the game would remember this player’s last performances and could deliver a graphical success curve.

The top league is used as a main element for motivation; therefore, it will be seen after each single game to encourage the player to improve one’s performance.

Conflict

Reach as many Checkpoints as possible within the time limit. In order to enhance this race against the clock a clearly visible countdown and the points collected so far might be visible on screen.

Structure

Intro FMV – an ancient map of the whole worlds (sounds of sailing and 

sailors), while we move in it morphs into a print version of a medieval map (sounds of horses and carriages), we zoom in closer and the map transforms into a World War I like map (tanks and cars in the background), even closer and the map changes into a modern street map (cars and traffic in the background), even closer and the whole screen is filled by an extremely accurate map and its grid – like a wire frame system (an airplane comes nearer); the moment the plane is the loudest fade to white – the “Wayfarer” logo appears 

Intro Game


(optional log in screen)


(Opening screen offering choice of Wayfarer game type 



Iron Man



DotBall



MTV



Treasure Hunt



New World



Etc.)


Iron Man opening screen – “Iron Man demo version 1 …”

Welcome screen

Sarah (subtitles introduce her as the Wayfarer champion 2000) welcomes the player to the Wayfarer games. 

The player can chose from three options (there are “jump back” options from each of these sub chapters): 

· Top league

A list of the top twenty players in Wayfarer at the moment 

· How to play

Starts the description of how to play Wayfarer

· Start game

Starts game immediately

How to play

Sarah explains the main features by running through it: she chooses a character, the game starts with a starting shot and the countdown runs down, he finds the first checkpoint that is just a few steps away, he gains x points, he returns to the base.

Sarah warns the player that there might be special tasks hidden at the checkpoints that have to be finished before leaving the checkpoint.

Start game

There are two selections: “World” and “Europe”

 “World” selection: each character has an own file and by choosing the file one gets pictures and background information about each character, some photos and some personal things (pictures of Nula’s boots, the type of binocular Dave is using, Maiko’s technical gadgets, and Ruben’s medals in weight lifting) and something relating to their home country (stamps, maps!, photographs).

“Europe” selection: very comparable files of the different sportsmen and women including the rotating models of the characters and some detailed information about their special abilities (like a computer diagram).

Game


The selected character appears in Wayfarer County and Sarah starts 

the game by giving the signal that starts the countdown.

Players play the game until countdown is down to zero.

Aftermath

Sarah analyses the player’s path from one waypoint to the next one. She tells the player how much time elapsed between each checkpoint and where the weak spots were. 

Finally the player receives the results of the game and if you were good enough you can enter your initials in the top league. 

Depending on the solved sub-games there might be more rewards available (e.g. took bearing of landmark X in shortest time, solved riddle Y especially clever).


If the results were not good enough for the top league, the high score is 

shown anyway and the game returns to the character selection screen.

Keep in mind:

Missing girl situation – Sarah has to find her

Are the characters “real” or are consciously “modelled after” existing people?

Mention the map, when is it handed out to the user?

