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DESIGN HISTORY 
 
 This is a brief explanation of the history of this document. Each version of this document is based 
on when a document is released for feedback/review, or major changes/additions have been made. 
 

Version 1.00 
 
 Version submitted to Nexon Initiative 
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GAME OVERVIEW 
 

High Concept 
 

Force of Nature is a Tower Defense game where players take on the role of Gaia and his companions as 
they use the elements of nature to ward off the undead armies across several stages in 4 main land 
masses. The undead armies want to uproot the trees of life with their forces, and it's up to the player to 
use the elements of water, fire, wind, and earth to ward off the forces long enough for them to give up 
and reclaim the rest of the land. 

 

Philosophy 
 
Experimentation is your weapon 
  
In "Force of Nature", the game is designed to reward players who experiment and find the nuances 
between each of the elements, and how they interact with the world and each other. In the game, players 
can chain together different elemental nodes together to perform chain reactions across a wide area, as 
well as combine nodes together to unleash more powerful natural attacks. 
 

Accessibility through mechanics and themes 
  
"Force of Nature" is a game that doesn't take itself too seriously by giving its visual and audio style a 
broad appeal. Along with this, the mechanics and controls were designed around a mouse/touch only 
control scheme, with the goal of making it as intuitive and accessible as possible to both a core audience 
as well as a more casual audience with the game's several missions and play modes. This gives users the 
ability to play their game for however much time they had, whether it'd be 5 min or 20+. 
 

A Multiplayer twist to an established genre 
  
"A Force of Nature" 's multiplayer mode is built around the 4 elements, with its game mechanics retooled 
and rebalanced to make multiplayer a unique experience from the single player mode, though the 
combinations and abilities the player learns through the game will help them in this game. Working with 
up to 3 other players to fend off the forces of disaster by combining their powers together while they bide 
their time for Mother Nature to arrive. 
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Frequently Asked Questions 
 

What is the game? 
 The game is a Tower Defense game for the PC/Ipad platform. 
 

What do I control/ Who Am I? 
 In the single player mode, you play as Mother Nature herself, with mastery over the 4 elements 
(Earth, Wind, Fire and Water). In Multiplayer, you play as one of Mother Nature’s cousins, who have 
mastery over the elements, but not as proficiently as Nature herself. 
 

What is the premise/story? 
 Mother Nature and her cousins are looking to bring life to the newly born planet Gaia by planting 
trees of life around the world. However, the forces of decay are none too pleased and have unleashed 
their minions with the task of chopping down the trees. The player's task is to ward off these minions long 
enough until the life-force gathered by the tree of life drives them out of the area. 

How many characters do I control? 
  
 In single player modes, player controls Mother Nature. In the multiplayer mode, the player will 
control 1 of the 4 cousins of Mother Nature, though mechanics wise, they are all the same 
 

Where does the game take place? 
 An earth type planet, though young in its lifespan, and without human life 
 

What are the Goals/Objectives of the game? 
  
Short Term: Players will select the element of their choosing and place "nodes" on the field at strategic 
locations, activating them by pressing them again to damage, disorient, and/or push away the enemies 
 
Mid Term: Players will add nodes on top of the one they place, powering up their node or combining it 
with other elements to unleash stronger and more powerful effects. The player can also strategically place 
their nodes close enough together to chain their effects across a wide area. 
 
Long Term: Players will stop the undead forces within a strict time limit dependant on each stage. Players 
much ensure the safety of the Mother Tree and the terrain, and frequent use of the elements on the 
terrain will damage it, making the elements not as effective without revitalizing the land. 
 

What is the main focus? 
  
 The main focus of the game is using the elements of nature to ward off the enemy creeps from 
chopping down the tree of life for a specific amount of time (displayed in the mission select) 
 

What’s different? 
  
 Instead of building structures or using an avatar to defeat the waves, players will practice 
resource management as they use and combine the different levels together without over-exerting their 
power and leaving themselves open.
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FEATURE SET 
 

Feature Highlights 
 
The Elements are at your disposal: Players can use, power up, and combine the elements together with 
its node based simplicity. Placing elements is done by selecting the element of their choice and placing it 
on the terrain. Dropping other elemental nodes on top of it will power it up or combine the elements 
together. Each combination and powered up version produces a different effect. Experimentation is 
rewarded. 
 
World Breakdown: Force of Nature is a complex game with many elements working together to create 
the desired vision of silly but menacing enemies, powerful spells, and an engrossing and rewarding 
gameplay experience overall. This game takes place on an isometric grid that is made into one of five 
possible environment styles.  To maximize the polish on the landscape while maintaining the functionality 
of damaged terrain and various spell effects, we have actually created two grids. 
 
The Terrain is your ally and enemy: Players can use the elements at key parts of the terrain, which will 
activate terrain specific effects such as volcanoes and rock slides. At the same time, using the elements 
will damage the terrain, causing the elements to become less effective over time. It is up to the player to 
strategically decide how to use their elements while preserving the terrain they're using. 
 
Many types of hordes will attempt to demolish you: There are many different types of enemies the 
player will have to defend against. Undead rifts will open at set locations and release different types of 
enemies depending on the rifts. Each type of enemy has a different strength and weakness which 
encourages the player to learn and master new strategies to overcome their odds. 
 
Work together or against fellow players: Along with single player, players can play with other players in 
cooperative or competitive game types as they must work together to ward off the enemy forces or 
deviously divert the enemy forces to the opposing players. 
 
iPad/PC Connectivity: With both versions playing exactly alike, players at home can play against players 
on the go and vice versa with their Ipads. Finding someone to play with becomes easier when you can 
play with anybody across two platforms. Along with this, the mouse/touch control setups will keep the 
platforms as close to each other with minimal gameplay/control adjustments. 
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FEATURE DETAILS 
 

The Elements are at your disposal 
 

Elemental Spells 

• Elemental Spells Overview 
The player will cast elemental spells on the terrain in order to destroy the Creeps and defend the Tree of 
Life.  There are two ways to cast an elemental spell in Force of Nature, drop and drag.  Player(s) can drop 
spells on a single point by clicking/tapping or drag the mouse/finger to cast them in a line.  Different spells 
can be used in combination when placed on the same point (spells cast with the drag method cannot be 
combined).  When elemental spells are combined, there are bonuses to the damage, duration, and area of 
effect of those spells.  Unfortunately, elemental spells will damage the terrain over time,.  The Tree of Life 
will die if too much of the landscape is destroyed.  The player will have to be careful not to overdo it and 
destroy the terrain while defending the Tree of Life! 

• Spell Nodes 
Player(s) can place Spell Nodes on the landscape, and click them again to trigger them.  Spell Nodes float 
above the location of where a spell will be cast when triggered.  The area affected by the spell is 
highlighted just below where the spell node is placed. Each element has its own type of Spell Node.  Each 
node asset is comprised of three parts, an outer cage, an inner sphere, and a particle system.  The outer 
cage model will have a constant rotation animation around the inner sphere.  The inner sphere will have 
an animating texture, and the particle system will emanate from the inner sphere.  These elements will 
work together to give the illusion of a magical cage restraining the power of an elemental spell until it is 
triggered by the player. 
 
Fire Node 

 

 
First Circle: Outer Cage 
Second Circle: Inner Core   
Third Circle: Particle Effect 

Full effect Node 
Highlighted Area of Effect 
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• Spell Effects 
 
When a spell is triggered, damage is caused to enemies within range for a certain period of time.  The 
durations, damage, and area of effect of each spell varies, but they are all comprised of similar elements.  
A combination of animations and particle effects will be used to create the illusion of elemental spells.  
Player(s) can combine spells of the same or different type for a variety of effects.  The following describe 
the basic properties of each element when they are cast in either drop or drag method. 
 
- see Controls section  of the GDD for more details on spell casting 

 

Fire spells are the bread and butter for offensive tactics in Force of Nature.  
They are short lived, but fire spells can do a lot of damage to enemies within 
their range.  The player will use other spells to corral Creeps into a certain area, 
then devastate them with the power of flame!  One or more particle systems 
with a flame texture will be used in tandem to create the fire spell effects. 

 
Drop Method 

 
Drag Method 

Drop Effect: The player 
taps/clicks on the map, 
and a fire node 
appears.  The player 
clicks again to set the 
node off.  A burst of 
fire appears on a single 
point on the map.  This 
has high attack power, 
low duration, and is 
best for offensive use. 

Drag Effect: A line of flames appears where the player has dragged.  This effect 
happens immediately.  This method has lower attack power but higher duration 
than the drop method, and is best used for defensive purposes. 

 
EARTH  

 

The Earth element is defensive specialist.  Most Earth-based spells do not cause 
damage to enemies, but can be extremely useful in blocking and slowing down 
the enemy Creeps.  The basic Earth spell creates a block of stone on the map 
that can withstand multiple Creep attacks.  Earth element spell effects will be 
short FBX animations called in code where rocks “emerge” from below the 
map. 

 
Drop Method 

 
Drag Method 

Drop Effect: The player 
triggers an Earth node, 
and a block of stone 
emerges from below 
ground.  This block can 
withstand the attacks 
of many Creep enemies 

Drag Effect: A line of rocks appears where the player has dragged.  The line of 
rocks acts like a wall, but is weaker than the single stone block. 
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for a long period of 
time. 
 
 

 

 

WATER  

 

Like the Earth element, Water and water-based elemental spells 
are primarily used for defense.  However, they do cause some 
damage to enemy Creeps.  Water spells specialize in slowing 
opponents down by creating mud on the landscape, or freezing 
the enemy outright.  Water element spells are created using 
textures for pools and particle effects for rain and clouds. 

 
Drop Method 

 
Drag Method 

Drop Effect: The player triggers a 
Water node, and a particle system of 
clouds appears.  The clouds start to 
rain on the map and create pools of 
water on that point on the map.  
Creeps are damaged slightly and 
severely slowed when passing 
through the affected area. 

Drag Effect: A cloud appears.  The cloud rains on the map, and a 
line of pools appears where the player has dragged.  The pools 
slow and damage enemies, but are weaker than the drop method. 

WIND  

 

Like the Fire element, the Wind element is used for mostly offensive 
spells.  Wind element spells can cause a lot of damage, but have the 
added ability of pushing Creeps around the map.  This allows the 
player to push Creeps into a confined area and hit them with a Fire 
spell!  Wind spells are mostly  made entirely of particle systems. 

 
Drop Method  

Drag Method 
Drop Effect: The player triggers a 
Wind node, and three wind 
particle systems appear.  The 
three wind puffs circle each other 
and expand outward from the 
point of origin.  This pushes 
enemy Creeps away from the 
point of origin in all directions. 

Drag Effect:  A series of wind puffs appear and disappear in the 
direction of the drag.  This effect will push Creeps in a single 
direction chosen by the player(s). 
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• Spell Upgrades and Combinations 
An average single-player session of Force of Nature 
consists of three rounds.  At each round, the Tree 
of Life grows and reaches its next stage of life.  At 
each stage, the Tree’s powers over the elements 
and available magic are upgraded.  At the Great 
Tree stage, the player(s) gain more Life Energy 
magic to spend as well as the ability to combine 
two elements together to create more powerful 
spells.  Upon reaching the Elder Tree stage, the 
player(s) can combine up to three elements 
together in one spell!  Only spells cast with the 
drop method can be combined.  When elements of 
the same type are combined, the result is a more 
powerful form of that element’s spell.  When 
different elements are combined, the result is a 
new type of spell altogether.  The following spells 
illustrate possible spell combinations when the 
player(s) combine two or of the same or different 
elements together.  Not every combination will be 
addressed,  We, the game designers, want to 
encourage the player(s) to experiment with 
different element combinations and form their own 
strategies to fend off the Creep hordes! 
 

 
Two Fire Nodes Combined 

 
Below is a breakdown of all the possible element combinations, with their effect, radius, description, and 
requirements on achieving the effect. 

Tier 1 (1 elemental node used) 
Name Reference Picture Description 
Water  

 

Cost: 1 Water  
Damage: [10] damage per second 
Active time: [5] seconds 
Damage to Terrain: [3] 
Effects: Slows movement in affected area to .5 

Earth 

 

Cost: 1 Earth  
Damage: [0] damage 
Damage to Terrain: [6] 
Active time: [3] seconds 
Effects: Builds a solid barrier with [100] health that enemies have 
to destroy or go around before the earth retracts 
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Fire  

 

Cost: 1 Fire 
Damage: [40] damage per second 
Damage to Terrain: [10] 
Active time: [1] seconds 
Effects: 1/6th chance for enemy to catch fire, dealing [2] damage 
per second for [4] seconds 

Air 

 

Cost: 1 Wind 
Damage: [5] damage per second 
Damage to Terrain: [2] 
Active time: [5] seconds 
Effects:  Pushes Enemies towards a specific direction as indicated 
with the direction the node is facing. 

Tier 2 (2 elemental nodes used) 
Name Reference Picture Description 
Quicksand 

 

Cost:  1 water 1 earth 
Damage: [15] damage per second 
Active time:  [6] seconds 
Damage to Terrain: [15] 
Effects: Slows enemies down to [.5] whilst in the affected area 

Hail  

 

Cost: 1 water 1 air 
Damage: [25] damage per second 
Active time: [3] seconds 
Damage to Terrain: [20] 
Effects: 1/6th chance per second to freeze an enemy in place for [2] 
seconds 

Whirlpool  

 

Cost: 2 water 
Damage: [20] per second 
Active time: [5] seconds 
Damage to Terrain: [10] 
Effects: Slows enemy down to [.5] 

Molten 
lava 

 

 

Cost: 1 earth 1 fire 
Damage: [ 30] damage per second 
Active time: [2] for lava state [ 3] for freezing up 
Damage to Terrain: [30] 
Effects: Turns the ground to boiling hot lava, dealing massive 
damage to those caught in the pool, before solidifying and freezing 
enemies in place for a moment in time 

Ridged 
Wall 

 Cost: 2 earth 
Damage: [10] damage to each enemy within [5] units from the wall 
per [10] damage taken 
Active time: [5] seconds 
Damage to Terrain: [15] 
Effects: Grows a wall with chunks of rocks protruding out. Striking 
the wall will soften up enemies with a shower of rocks as they try to 
take it down. 
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Smoke  

 

Cost: 1 fire 1 air 
Damage: [1] damage per second. Damage multiplied by [2] every 
time they take damage. 
Active time: [10] seconds 
Damage to Terrain: [15] 
Effects: Creates a large cloud of smoke, slowing enemies down to 
[.5] their original speed, and taking increasing amounts of damage 
while they're still in the area. 

Napalm 
Explosion 

 

 

Cost: 2 fire 
Damage:  [60] damage 
Active time: [1] second 
Damage to Terrain: [40] 
Effects: A large explosion dealing powerful damage in the 
immediate area to anything in the affected radius 

Tornado  

 

Cost: 2 air 
Damage: [20] damage 
Active time: [6] seconds 
Damage to Terrain: [30] 
Effects: Creates a moderate sized tornado , which pulls enemies in 
and spins them around before hurling them in a random direction, 
stunning them for [1] second 

Canceled 
out 

 Affected combinations: water+fire, earth+wind 

Tier 3 (3) 
Name Reference Picture Description 
Mudslide  

 

Cost:  1 water 1 wind 1 earth 
Damage: [10] damage per second 
Active time:  [5] seconds 
Damage to Terrain: [50] 
Effects: Morphs a large area of ground around, sweeping enemies 
in, slowing their movement to .5 whilst in the affected area 

Heat 
wave 

 

 

Cost:  1 water 1 wind 1 fire 
Damage: [5] per second 
Active time:  [10] seconds 
Damage to Terrain: 30 
Effects: Covers a large area, tinting it red and distorting the vision. 

Salt Flat  Cost:  1 water 1 earth 1 fire 
Damage: [0] 
Active time: [30] seconds 
Damage to Terrain: [60] 
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Effects: Covers a large area, enemies slow down to .5 after 5 
seconds on the affected area. Enemies on the salt flat after [10] 
seconds are immobilized for the duration of the spell. 

Meteor 
Shower 

 

 

Cost:  1 earth 1 wind 1 fire 
Damage:  [40] 
Active time: [1] second 
Damage to Terrain: 60 
Effects: meteors rain from the sky and strike all enemies within a 
large radius once, dealing damage. [50] percent chance a struck 
enemy is stunned for [1] second 

Mist  

 

Cost:  2 water 1 fire 
Damage: [0] 
Active time:  [60] seconds 
Damage to Terrain: [0] 
Effects: Shrouds the affected area, making enemies unable to avoid 
obstacles, potentially damaging themselves on other objects or 
each other. 

Rapids  

 

Cost:  2 water 1 earth 
Damage: [20] damage x 3 
Active time: [10] seconds 
Damage to Terrain: [40] 
Effects: creates a lane of water across the ground a set distance, 
pulling players through whilst hitting rocks on the way. 

Blizzard  

 

Cost:  2 water 1 wind 
Damage:  [20] damage a second 
Active time:  [8] seconds 
Damage to Terrain: 100 
Effects: Slows enemies in the blizzard to .5 their speed. 

 
Tidal 
Wave 

 

 

Cost:  3 water 
Damage: [60] damage 
Active time: [1] second for initial wave, [4] seconds for the standing 
water 
Damage to Terrain: 50 
Effects: Generates a large wave that sweeps over the affected area, 
dealing damage to anything affected in the area, before the water 
recedes back, stunning the effected enemies for [2] seconds. 

Canyon  

 

Cost:  2 earth 1 water 
Damage: 0 
Active time:  20 seconds 
Damage to Terrain: [50] 
Effects: Raises two walls perpendicular to a lane of water, impeding 
the movement speed of enemies by .5, as well as being unable to 
pass through the walls. 
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Cliff 

 

Cost:  2 earth 1 wind 
Damage: Instant Death 
Active time: 4 seconds 
Damage to Terrain: 80 
Effects: Protrudes the land several feet in the air, with a strong gust 
of wind blowing towards the direction of the cliff. Enemies thrown 
off the cliff disappear in the hole before the ground retracts to 
normal. 

Volcano  

 

Cost:  2 earth 1 fire 
Damage: [40] damage per second 
Active time: 3 seconds 
Damage to Terrain: 100 
Effects: Fires a pool of lava in the air, protruding the ground 
outwards, stunning enemies for [2] seconds as the lava lands on 
them to deal damage 

Mountain  

 

Cost:  3 earth 
Damage: 0 
Active time: [30] seconds 
Damage to Terrain: 0 
Effects: Generates a massive mountain, which slows enemy 
movement on the mountain down to .5 whilst climbing up the 
mountain. Weakness to air and rock attacks is increased by [2]t 
times 

Ice Storm  

 

Cost:  2 air 1 water 
Damage: [20] damage per second 
Active time: [5] seconds 
Damage to Terrain: [70] 
Effects: Drastically freezes the affected area and all enemies in 
place, dealing damage per second whilst frozen. 

Sandstorm  

 

Cost:  2 air 1 earth 
Damage: [3] per second 
Active time: [20] seconds 
Damage to Terrain: [60] 
Effects: Slows affected enemies in the area to [.5] their normal 
speed. Along with this, all enemies are locked to one direction, 
unable to move around objects. 

Fire lane 

 

Cost:  2 air 1 fire 
Damage: [20] damage per second 
Active time: [4] seconds 
Damage to Terrain: [100] 
Effects: Creates a line of fire, with gusts forcing enemies into the 
fire, dealing damage and slowing them  to [.5] speed other wise 

Hurricane 

 

Cost:  3 air 
Damage: 100 damage 
Active time: [10] seconds 
Damage to Terrain: [140] 
Effects: A large hurricane which slowly pulls enemies in before 
dissipating and hurling them in the air, dealing damage once they 
fall back down. 
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Hot 
Geyser 

 

Cost:  2 fire 1 water 
Damage: [30] damage per second 
Active time: [5] seconds 
Damage to Terrain: 80 
Effects: Spawns a large geyser of boiling water into the air and 
down to the ground, damaging all enemies caught in its shower. 

 
Lava 
Shower 

 

Cost:  2 fire 1 earth 
Damage: [40] per second 
Active time: [5] seconds 
Damage to Terrain: 150 
Effects: Splashes the ground with hot lava constantly, dealing 
damage in a wide area constantly while active 

Fire 
Tornado 

 

Cost:  2 fire 1 wind 
Damage: [10 damage] per second 
Active time: [10] seconds 
Damage to Terrain: 100 
Effects: Pulls enemies into the fire tornado, where they will take 
continuous damage until it dissipates and immobilizes them in the 
meantime. 

Fire Pillar 

 

Cost:  3 fire 
Damage: 300 
Active time: 1 
Damage to Terrain: 300 
Effects: a Large powerful explosion, eradicating everything its 
affected radius 

Tier 4 (4 nodes) 
Life 

 

Cost:  1 earth 1 wind 1 fire 1 water 
Damage: 0 
Active time: Instant 
Damage to Terrain: -300 
Effects: Revitalizes the affected area to its original state 

 
World Breakdown 
Force of Nature is a complex game with many elements working together to create the desired vision of 
silly but menacing enemies, powerful spells, and an engrossing and rewarding gameplay experience 
overall.  This section explains how we are able to get all these elements to work together.  This game 
takes place on an isometric grid that is made into one of five possible environment styles.  To maximize 
the polish on the landscape while maintaining the functionality of damaged terrain and various spell 
effects, we have actually created two grids.  One grid makes up the map and environment itself and is 
focused on art, it is called the Map Mesh.  The other is invisible, placed right on top of the other grid, and 
is designed for functionality Game Grid.  Changes to the terrain and spell effects only affect the Game 
Grid, while the Map Mesh stays inert. 
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Game Grid: An active square on the Game Grid is actually a Unity Prefab called Game Grid Square.  

This prefab will be given the functionality necessary for any spell or effect to be enabled or 
disabled efficiently, and then duplicated until there is an instance of that prefab on every 
active square on that particular level’s Game Grid.  Special effects like terrain damage and 
textures from spell effects are placed on the top grid, and then removed  later when 
necessary.  The player places nodes and interacts only with the top grid.  The squares on 
the grid perfectly match the flat sections of the Map Mesh below.  This method ensures 
that every active square on the Game Grid can have any spell (and all their requisite art 
assets) placed on it by design.  This also makes it relatively easy to give functionality to 
new levels quickly. 

Map Mesh: This game object has flat sections that match the grid squares of the Game Grid above.  
The object is one mesh that can be imported from a 3D program with custom mapping and 
modeling.  This allows the level designers and environment artists some creative freedom 
in modeling terrain features like lakes, rivers, and cliffs.  Areas with terrain features that 
are not perfectly flat are not part of the game grid.  Areas not part of the Game Grid are 
inert to all spell casting and cannot be damaged, because those squares do not contain the 
Game Grid Square prefab.   

• Environments 
The level maps of Force of Nature are inert meshes placed just below the Game Grid.  Flat, grid-like 
sections of the map are open to gameplay, while more organic landforms like rivers and cliffs are just for 
looks.  The player will try to defend the Tree of Life without using too many spells and damaging the 
landscape.  Force of Nature has five environment types, and each environment will have multiple levels to 
play.  A level’s difficulty is largely determined by how many paths exist on the map for Creeps to follow on 
their way to the Tree of Life. 
 
Terrain Damage - destruction of the landscape  
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First square: Healthy Terrain 
Second square: Terrain Damage 
Third square: Combination 
Fourth square: Isometric 

Even as they decimate the Creep enemies, the 
elemental spells of Forces of Nature cause a 
certain amount of damage to the terrain as well.  
This effect is accomplished by adding a damage 
texture to square on the normally invisible 
Game Grid.  The damage texture on the Game 
Grid is close enough to the Map Mesh that the 
player will think that the terrain on the map has 
taken damage.  This principle applies to spell 
effects that involve textures as well. 
 

 
Landforms - hills and rivers  
Although the majority of the level maps of Force of Nature are mostly flat, grid like areas, there are also 
more organic landforms that keep the environment interesting.  Hills, rivers, and lakes are some examples 
of landforms that wind through the level and cut off some of the squares of the level grid.  These 
inaccessible areas keep the levels interesting by forming paths and choke points for the player(s) to take 
advantage of in attacking Creeps. 

 
 
Environment Assets - the richness of nature 
Every environment needs assets!  Each type of terrain environment will contain its own variety of 
environment assets.  These plants, trees and foliage assets will add variety to the level areas, and also 
function to block or slow Creep enemies.  Creep enemies must avoid some obstacles like big rocks and 
trees, while brush and grasses can slow Creeps down.  The Demon Boss Creep has the ability to bulldoze 
through trees and foliage to clear new paths for other Creeps to follow. 

 
 
 
Paths and Choke Points - the way to the Tree 
With impassable landforms and environment assets that affect how Creeps move through the landscape, 
the levels of Force of Nature can safely avoid taking place on a boring isometric grid (although they still 
take place on an isometric grid).  Creeps will walk along paths, some marked on the landscape, on their 
way to the Tree of Life.  The winding path creates certain choke points where many enemies can be easily 
dispatched.  Easier levels have only one or two paths, while more difficult levels may have four or even 
eight paths with Creep enemies swarming the Tree of Life.  All the interest in level design for Force of 
Nature lies in arranging paths and choke points on the landscape. 
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Terrain Environments - a variety of landscapes  
The levels of Force of Nature take place in five different environments.   The five environments are 
mountain, desert, forest, wetland, and grassland. Each environment contains its own set of environment 
assets.  These assets include textures, FBX models of rocks or foliage, and some additional animated 
characters models for local wildlife.  This wildlife will flee from Creep enemies, but return shortly after 
they are dispatched. 
 
Mountains - brisk alpine battle zones!   
The Mountain environments of Force of Nature represent the Wind element, and give a bonus to spells 
that use the Wind element.  Mountain environments have a lot of rocky crags, cliffs, and boulders.   
Enemies climb up steep alpine paths on their way to the Tree of Life.  Try blowing Creeps off of cliffs with 
wind element spells! 
L andfor ms - geometry built into Map Mesh 
 Craggy hill Lake           Waterfall 
 Cliff  River 
A ssets - placed on the Map Mesh 
T r ees:      F oliage:  
 Burnt  Coniferous        Large Bush        Med Bush 
 Dead  Snow-covered        Small Bush        Grass Clump 
R ocks:      B r idges:  
 Boulder  Large Rock        Log  Rope            Stone 
 Med Rock Small Rock 
C r itter s - additional animated characters 
 Cougar  Eagle 
 Hawk  Mountain Goat 
T extur es 
 Grass  Rocky Grass  Rock 
 
Grasslands/Savannah - wild plains of destruction! 
The Grassland/Savannah environments of Force of Nature represent the Earth element.  They are 
characterized by their wide open spaces and flat ground.  Earth element spells get a bonus in this 
environment.  This is convenient.  Because with few natural obstacles to hinder the Creeps, the player(s) 
will have to construct walls and blockers themselves using Earth element spells.   
L andfor ms - geometry built into Map Mesh 
 Sloping Hill  Creek 
A ssets - placed on the Map Mesh 
T r ees:  
 Deciduous   Burnt       
 Stump    Dead    
F oliage:  
 Wheat Standing  Wheat Flattened 
 Corn Standing  Corn Flattened 
R ocks:    
 Med Rock  Small Rock 
C r itter s - additional animated characters 
 Bison  Cow  Gazelle  Sheep 
 Gopher  Horse  Lion  Zebra 
T extur es 
 Grass  Rocky Grass  Thick Grass  Dirt 
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Forest - under a canopy of death!     
The Forest is the environment of the Life element.  This special element represents the energy of life 
itself, and heals the landscape of damage as well as creating plant growth.  Life spells have a bonus in this 
landscape.  Battles in this environment are fierce and confined, this means that the same areas of the 
level will be subjected to a lot of spell casting.  As a result, the landscape will be damaged quite often.  
The player(s) should count themselves lucky that the Life element’s bonuses make healing the terrain 
easy! 
L andfor ms - geometry built into Map Mesh 
 Sloping Hill  Stream         Lake/Pond  River 
 
A ssets - placed on the Map Mesh 
T r ees:  
 Broken/Logs   Burnt          Coniferous  Deciduous     
 Stump    Dead          Moss Covered Cherry Blossom  
F oliage:  
 Bamboo  Flowers          Lilly Pads  Grass Clump 
 Large Bush  Med Bush         Small Bush 
R ocks:    
 Large Rock  Med Rock         Small Rock 
B r idges:  
 Log   Wooden 
C r itter s - additional animated characters 
 Beaver  Deer  Frog   
 Moose  Rabbit  Squirrel   
 
T extur es 
 Grass  Mossy Growth                   Thick Grass         Dirt 
 
Desert - a desolate death-scape!   
The Desert represents the Fire element.  Fire attacks have a bonus here, as Creeps burn more easily in the 
dry heat.  The player will be protecting the tree at the lowest point of a sand valley, surrounding this 
valley will be Sand dunes, Plateau, Volcano, Fiery Cave, and possibly a mysterious looking oasis. The 
enemies can come from lanes that lead out of these areas or we could have them rise up from under the 
sand or possibly emerge from caves. 
L andfor ms - geometry built into Map Mesh 
 Sloping Hill  Cave         Cliff/Canyon  Riverbed 
 
A ssets - placed on the Map Mesh 
T r ees:  
 Cactus   Palm Trees  Dead Palm Trees            
F oliage:  
 Tumbleweed   
R ocks:    
 Large Rock  Med Rock         Small Rock  Mesa Rock 
B r idges:  
 Rock Formation 
 
T extur es 
 Sand  Yellow Rock               Sandy Rock         Red Rock 
 
Swamp - terror in the foggy depths!                                       
The Swamp area signifies the Water element.  Quicksand attacks are especially effective here, as Creeps 
will sink into the mud of the swamp.  The main tree in this Swamp is the bald cypress tree. Bald cypress 
trees are deciduous trees with needle-like leaves. They have very wide bases and knees that grow from 
their roots and stick up out of the water. The enemies can rise out of the water and the lanes can be 
distinguished by creating paths out of foliage or using wooden step bridges. 
L andfor ms - geometry built into Map Mesh 
 Sloping Hill       Pool   Stream 
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A ssets - placed on the Map Mesh 
T r ees:  
 Broken/Logs   Cypress   Moss Covered 
 Stump    Dead           
F oliage:  
 Flowers    Lilly Pads         Grass Clump 
 Large Bush  Med Bush         Small Bush 
R ocks:    
 Large Rock  Med Rock         Small Rock 
B r idges:  
 Log   Wooden  
 
T extur es  
 Grass  Mossy Growth                   Mud          Dirt 
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GAME MODES 
 

Overview 
 The different game modes will be divided by its two main game types, single player and 
multiplayer. As such, the different menus are divided accordingly. Finally, an options menu to tweak 
volume and other options will be available, along with a leaderboards section, where players can see how 
they rank in single player and multiplayer matches. 
 

Single Player Game 
 In single player, Players will choose from a list of missions. All but the first mission are locked, 
and are unlocked upon completion of the previous mission. Selecting the mission will bring up a short 
summary of the mission, how much long the player must last, and any special conditions or notes, that 
may be applied. For example. 
 
Description: In this small island, the dark forces have finally made their base at the other side of the 
island. It's time for Mother Nature to send them swimming 
Time: 5:00 
Special Conditions: Water spells do not cost anything. Enemies have 2x health. 
 
If the mission has been already completed, their score and rating will also be displayed under the Special 
Conditions. 
 

After completing the game 
 After completing the mission successfully, the screen overlay will appear , which breaks down the 
player's  score in different categories to their final score, along with their ranking and the options to 
replay, continue. Below is an example of what the score breakdown would be. 
 
Health Score: 4,200 (How much health the life tree has left) 
Damage Score: 32,000 (How much total damage done by the elements) 
Terrain Score:  5,000 (How much health the terrain of the level has left) 
Enemies Eliminated Score: 20,000 (How many enemies destroyed outright) 
 
Total Score: 61,200 (Added Score) 
Rating: B 
 
After pressing continue, a closing cut scene may play (if applicable) before returning back to the mission 
select screen. 
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GAMEPLAY WALKTHROUGH 
 

Overview 
 Below is an overview of an example mission, using the description of the mission found in the 
section above. 
 
Mission XX: 
Description: In this small island, the dark forces have finally made their base at the other side of the 
island. It's time for Mother Nature to send them swimming 
Time: 5:00 
Special Conditions: Water spells do not cost anything. Enemies have 2x health. 
 

1. Game starts, with the camera sweeping over the environment before focusing on the tree. Timer 
counts down from 30 seconds before the first rift opens. 
2. The  main timer starts counting down from 5:00 down, and the first enemies begin to make their 
way 
3. The player eliminates the first wave using level one elements, and the rift closes. 
4. The world tree grows. Level 2 spells are available, as two new rifts open up once again. (Approx the 
3:30 mark) 
5. Player uses level 2 spells to hold off and eventually defeat the enemies, the damage on the terrain 
starting to reflect the damage from spell usage. 
6. The tree grows once again. The final wave begins at (2:00 mark), all spells available as 2 more rifts 
open. 
7. Players uses the spells to hold them off, destroy them, and/or restore the terrain as time reaches 
to the (1:00 min) mark 
8.  A third rift opens, increasing the enemy count as the last min, draws to a close. 
9. The Tree grows and starts blooming and emitting energy, sweeping away the enemies and 
restoring the entire stage to pristine condition, signifying the end of the mission. 
 

Refer to an appendix or separate document which provides all the details on the story if it is really big. 
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Beat Chart 

 

Vertically is the 
tension level of the 
game (from 1 to 10), 
with the dots on 
each line 
representing each of 
the beats outlined in 
the gameplay 
walkthrough 
 

Hours of Gameplay 
 Each mission varies between 3-10 min. We hope to launch "Force of Nature" with a minimum of 
40 missions, and continuously add more missions at 3-6 month intervals. Replayability can come from 
replaying missions for higher scores and better placement on the leaderboards. However, since it is a 
game designed for short play experiences, the hours of total gameplay, will remain small (1-2 hours) in its 
offset for the single player missions alone if played through straight.
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CAMERA 
 

Overview 
Force of Nature is viewed through an isometric, overhead camera.  The camera tilt to the game world 
surface is 30 degrees.  The player can use the mouse cursor or their finger (touch screen devices) to pan 
the camera across the game world.  The player may also zoom in for a closer view, or zoom out to see 
almost the entire game world. 
 
Isometric Camera 
This isometric camera allows the player to see the entire game map easily Controls vary, but the player 
can zoom and pan the camera to get a better look at the battle. 
 

.  
Multiple Cameras 
If scope allows, our camera system will allow the player to toggle between four cameras.  This allows the 
player to see behind the Tree or any other natural obstacles in the terrain.  It also adds interest in that the 
level map and Creep enemies can be viewed from different angles. 
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Camera Detail 
The camera will be set on a 30 degree angle towards the Life Tree and the terrain. The camera can be 
panned in any direction (360 degrees) by either moving the mouse cursor to the edges of the screen or by 
holding a finger down on the touch screen surface and swiping in the direction opposite to where the 
player requires the camera to move. 
 
For example: 

• [PC]:  To pan the camera to the right, the player moves to the mouse cursor to the right edge of 
the screen. 

• [iPad]:  To pan the camera to the right, the player places a finger on the screen and swipes to the 
left. 

•  

• Zoom 
Force of Nature’s camera is set to a default distance from the terrain with the zoom level at [50%] 
magnification.  The player can zoom in to 100% magnification or zoom out to 0% magnification. 
 

• 100% Zoom:  this is the closest level of zoom.  It offers a very limited view of the terrain.  The 
Tree of Life will nearly fill the entire screen at this zoom level 

• 0% Zoom:  this is the farthest level of zoom.  The entire terrain should be viewable at this level 
but the fine details of the Creep units will be difficult to see.  The Tree of Life and all spawn 
points for Creep can be seen without moving the camera. 

• Limitations 
The player cannot pan the camera in any one direction indefinitely.  There will be an invisible border just 
past the edge of the terrain that restricts the movement of the camera. 
 
The player cannot rotate the camera around an axis point.  This restriction is in place to simplify the 
camera control.  Furthermore, the ability to rotate the view is not necessary to play the game.  Any units 
or objects that are obscure by another object will be outlined in color to indicate that one object is 
completely or partially overlapping another object. 
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GAME CHARACTERS 
 

Story 
Overview - an environment in peril! 
The Land of Greenery is in danger!  Forces unknown from beyond are spawning Creeps into the 
landscape!  Creeps will consume all the life energy of the Land of Greenery if left unchecked.  Mother 
Nature is made most angry at this situation and has sent her children, the Trees of Life, to save the day.  
The Trees of Life must grow and mature through three stages of growth in order to restore Life Energy to 
the landscape.  The Mother Tree must restore the many environments of the Land of Greenery before the 
Creeps can be defeated and the world saved.  The game is won when all landscapes are restored, but 
gameplay continues in Survival and Multiplayer Modes without end. 
 
 

Mother Nature vs. Forces Unknown - obvious symbolism  
It may be evident that the Creep enemies could be seen as analogous to humankind’s unchecked 
consumption of natural resources.  If the player wishes, each Creep type could be seen to represent a 
different aspect of humankind’s failings.  Similarly, the way the Tree of Life generates Life Energy over 
time is analogous to the way plants convert sunlight into usable energy (glucose) which then forms the 
basis of many other forms of life.  In nature, living organisms will occasionally have to make “choices” of 
how they spend their energy in order to get maximum results.  These trade-offs are not conscious choices, 
but responsive instincts programmed into their DNA.  The player(s) in Force of Nature must also make 
trade-off decisions in when and where to spend their Life Energy.     
 
 

Multiplayer/Survival - an eternal struggle 
Even if the player(s) have completed all the levels in the game and completed the story, there is always 
more to experience in Multiplayer and Survival Modes.   In Multiplayer, each player controls a Druid, a 
follower of the Mother Tree, which can control only one type of element.  Players must work together to 
combine elements and restore the landscape.  In Survival mode, an endless number of enemies will 
swarm at the Tree of Life as long as the player can last! 
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Playable Character 

Druids : 
 

 
Followers of Mother Nature 

 

The Druids are humanoid trees that are born 
attached to the roots of their mother tree to 
defend and protect Mother Nature. Similar to the 
Tree of Life, they have the ability to control the 
element of nature to fend off creeps but 
unfortunately they can only control one element at 
a time by morphing their body. 

 

NPC Characters 
 

The Tree of Life : To restore and protect 
 

The spirits of nature are mysterious and powerful.  
Mother Nature has planted Trees of Life in different 
landscapes throughout the Land of Greenery.  
These Trees must grow and thrive long enough to 
restore life to the landscape.  The Trees of Life are 
known to generate Life Energy.  Life Energy can be 
used to heal the landscape, or to harness the 
powers of the four elements with highly destructive 
results.  For each gameplay session, the player or 
players will control the power of a Tree of Life.  The 
player(s) will spend Life Energy to create spells that 
destroy or manipulate Creep enemies as well as 
heal the landscape around.  The Tree of Life must 
grow to its third stage, the Elder Tree stage, before 
that area of the Land of Greenery is fully restored.  
The Tree of Life is useful from a gameplay 
perspective in that acts as a timer and a health bar.  
The tree grows at intervals as the game level 
progresses, reaching a new state at the beginning 
of each wave.  This helps the player gauge where 
they are in the session, and also adds a gameplay 
bonus by unlocking more energy and spells to use.   
When damaged, there may be a special magic 
bonus that allows the player to recover from dire 
situations.  If the tree is destroyed, the game is 
over.  If the player succeeds, life is restored to that 
part of the landscape and the player(s) can move 
on to the next one. 
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Enemies  
Creeps - the nature-hating undead 
The Tree of Life is under attack by many creepy enemies.  Creeps take many shapes and sizes, but there 
are four basic types.  Bone Creeps are small and numerous, Ogre Creeps are slow and powerful, and Ghost 
Creeps are fast and deadly.  The rare and powerful Demon Boss Creep will come at the end of each wave.   
Creeps in some ways represent the negative aspects of humanity and its impact on the natural world. 
 

Bone Creeps :  
 

 
The endless hordes 

 

Tribes of ancient warriors have been forcibly brought back to life 
by forces unknown.  These skeletal enemies come in great swarms 
as they try to take down the Tree of Life.  They are weak by 
themselves, but make up for it with numbers.  The Bone Creep 
enemy will come in several types.  They are equipped with a 
variety of different weapons and armor types that affect their 
resistance or vulnerability to certain elements.  Be sure to pay 
attention to their weapons and armor!  Bone Creeps represent the 
human capacity for groupthink, peer pressure, and mass 
consumption. 
 

Bone Creep Stats  
Version Health Stats 
Light (Early in game 
time) 

30 Attack  Damage: 2 
Attack Speed (per second): 1 
Movement Speed: 1 (Basis for all 
other enemies) 

Medium (Middle of 
Game time) 

60 Attack Damage: 4 
Attack speed: 1.25 
Movement Speed: 1.25 (Basis for all 
other enemies) 

Heavy (Late in game 
time) 

90 Attack Damage: 6 
Attack Speed: 1.5 
Movement Speed: 1.25 (Basis for all 
other enemies) 
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Ogre Creep :  
Big and stupid 

 

Dreadful creatures from the darkest corners of the world have 
been summoned by forces unknown to destroy the Tree of Life.  
They are large, powerful, and often flanked by hordes of Bone 
Creeps.  If these enemies reach the Tree of Life, they will 
devastate it with powerful attacks!  Unlike Bone Creeps, Ogre 
Creeps come in only one type and have no elemental weaknesses.  
Simple Minded by nature, Ogre Creeps don’t know their own 
strength.  Ogre Creeps represent ignorance and how humans 
often don’t understand the consequences of their actions. 
 

Ogre Creep Stats  
Version Health Stats 
Light 80 Attack  Damage: 20 

Attack Speed (per 
second): 0.5 
Movement Speed: 0.25 

Medium 160 Attack  Damage: 40 
Attack Speed (per 
second): 0.5 
Movement Speed: 0.3 

Heavy 220 Attack  Damage:60 
Attack Speed (per 
second): .75 
Movement Speed: 1 
(Basis for all other 
enemies) 

 

 

Ghost Creep :  
Beautiful and deadly 

 

Ghost Creeps are the risen spirits of fair maidens who passed 
before their time.  Returned unwillingly from the dead, the 
Ghost Creeps are back and now seek to drain the Tree of Life 
of its youth and beauty.  Ghost Creeps glide quickly over the 
battlefield, and have a powerful attack of their own.  These 
enemies represent vanity and jealousy. 
 

Ghost Creep Stats  
Version Health Stats 
Light 40 Attack  Damage:10 

Attack Speed (per 
second): 1 
Movement Speed: 1.5 

Medium 80 Attack  Damage: 15 
Attack Speed (per 
second): 1.25 
Movement Speed: 2 
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Heavy 100 Attack  Damage: 20 
Attack Speed (per 
second): 1.75 
Movement Speed: 
2.25 

 

 
 

Demon Boss Creep 
: 

 
Baddest of the Bad 

 

The vilest Creep of all is the Demon Boss Creep.  This enemy lords 
over the other Creeps, directing them to various evil deeds 
throughout the Land of Greenery.  Although these cowardly 
enemies usually prefer to let others do their dirty work, Demon 
Boss Creeps will occasionally join the battle themselves.  However, 
they will only do so if they can bring their personal bulldozer!  
While other enemies have to wind around natural obstacles like 
rocks or foliage, Demon Boss Creeps can simply drive right 
through them.  This cuts a swath in the landscape that other 
Creeps can follow.  The swath cut by a Demon Boss Creep will 
remain throughout the rest of the waves in that gameplay session 
(3 rounds).  Demon Boss Creeps represent the negative effects of 
unrestrained power and greed. 
 

Demon Boss Creep Stats  
Version (Decided at 
Random) 

Health Stats 

Red 300 Attack  Damage: 100 
Attack Speed (per 
second):.5 
Movement Speed: .75 

Green 300 Attack  Damage: 30 
Attack Speed (per 
second): 1.5 
Movement Speed: 1.25 

Blue 300 Attack  Damage: 50 
Attack Speed (per 
second): 1 
Movement Speed: 2.25 

 

Character Scale 
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MULTIPLAYER 
 

High Concept 
 Force of Natures offer a new experience to the aspect of tower defense.  Multiplayer game play 
ranges from 2 to 4 players cooperative from online on PC and LAN support for the Ipad. Each player will 
control a "Druids" which is a hominoid tree that's attached to the roots of Mother Tree. The game play 
and mechanics of placing nodes are still similar to single player but each players will be allow to place 
nodes down and combining elements towards other player's nodes. Players can only control one element 
at once and must morph to another element in order to control another element. Players will be allowed 
to freely morph anytime in return a cost of a delay time. Players will also have an upgrade session every 
[6] wave to upgrade their hit points, cool down, ability power, or number of nodes. The players will 
defend against endless waves until they are finally defeated. The team of players will be scored at the end 
and compared to the scores of other teams online and the scores of their list of friends that own the game 
also. 
 

Philosophy 
 

Heavy cooperative gameplay with endless strategies! 
Multiplayer in Force of Nature is design to challenge each player's reflexes, strategies, decisions, and on 
how each player cooperate with each other. Multiplayer is design to have every player feel important and 
have a key role in the game, making it feel similar to teams in sports. Having endless strategies and 
decisions that can be made, FON's Multiplayer is design to encourage players learn and master the game 
with the randomness of other players creating many odds and outcome to how long the players can last. 
FON's multiplayer's goal is to create many replay value and challenges for endless hours of gameplay. 
     
 

MULTIPLAYER FEATURES 
 
More heads or better than one - Multiplayer in FON offers up to 2 to 4 players off LAN from an Ipad and 
online through PC.  Players will need to fully cooperate to defend against endless waves of creep. 
Multiplayer is mainly focused on players experimenting different methods of strategies with each other in 
order to attempt to reach the top score. 
 
Druid's morph, stats, and upgrades to take on new challenges - Druid have a certain amount of health, 
cool down time, ability power, and nodes. After a certain amount of waves, each player will receive a 
point to upgrade their Druid for the upcoming more difficult waves ahead. Players will need to plan out 
what's best suited to upgrade and what each player should upgrade to help each other out to last longer 
against the waves. 
 
Endless waves - Fight to the death! - In multiplayer, certain amount of creeps will spawn each wave. After 
every wave, the players and terrains recover an amount of damage before the next wave. More creeps 
will spawn as every wave progress until the Mother tree is destroyed. Each waves will be consider like 
levels. the player will need to overcome. 
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High score and scoreboards - Before the game starts, the host of the game will first enter in a name for 
their team. The players' goal is for the team to reach the highest score as possible before their Mother 
Tree collapses. Each team's score is pitted against any scores from the friends list in the game and a leader 
board of other team of players' scores online.  
 

MULTIPLAYER FEATURE DETAIL 
 

More heads or better than one 
Multiplayer options and layout 
In multiplayer, one player will have to host a game and setup the options to the multiplayer game play. 

•  Game Options and Settings 
Options Selections Description 
Team Name Type their own The name of the team listed on 

the scoreboards. 
Game Mode Casual, Normal, Expert Casual - This setting will lower all 

cool down by [10]. All Creep's 
health is lower by [20%]. High 
Score applies to only friends list 
casual score board. 
Normal - This setting will keeps 
all setting. High Score applies to 
online and friends list normal 
score board. 
Expert - This setting will increase 
cool down time by [2x]. All 
creep's health are increase by 
[20%]. High Score applies to 
online and friends list expert 
score board. 
 

Number of Players 2, 3, 4 Set the number of players 
available to enter the game. 
Changes score settings. 

Player Positions Position Blue, Red ,Yellow, Green Sets the positions of each player 
around the Mother Tree. 

Terrain Selection Grassland, Desert,?, ? Setting of the terrain. No buffs 
are applied to abilities. This is 
only for favor of appearance. 

 

Gameplay layout 

• Mother Tree 
Differ from single player, multiplayer FON relies on multiplayer's to protect the Mother Tree. The Mother 
Tree in multiplayer has lesser hit points and creep damage is lower also. This is to allow easier calculation 
for the players. 
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Unit Value Description 
Mother Tree Maximum [40] Hit points Determines how much damage 

the Mother Tree can receive 
before the game is over. 

Mother Tree Heal per wave [2] Hit point Determines how much missing 
hit point the Mother Tree regains 
after surviving a wave. 

Bone Creeps [2] Damage Determines how much damage 
this unit does to the Mother 
Tree. 

Ogre Creeps [3] Damage Determines how much damage 
this unit does to the Mother 
Tree. 

Spirit Creeps [1] Damage Determines how much damage 
this unit does to the Mother 
Tree. 

• Map layout 
*NOTE - These symbols will not show in the game 

   
2 Player    3 Player    4 Player 
 
Symbol Interaction Type Description 
Dark Green Dot Mother Tree The Mother Tree is always 

location in the middle of the 
map. The goal of the player is to 
protect the Mother Tree as long 
as possible. 

Blue, Red, Yellow, Green dots Druid Positions Players will be set by the host 
where their position is in the 
game. 

Red line Damage Zone The goal of each creep is to enter 
the red line around the Mother 
Tree. When a creep enters the 
red line, they will instantly attack 
the Druid or Mother Tree 
determine by the divider within. 
The creep will die after their 
attack. 

Inner pies pieces within the red 
circle 

Position Defense Area When a creep enters the red 
circle, they will instantly attack 
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the Druid within that area. If the 
Druid protecting that area is 
gone, the area is left open and 
any creep entering in that area 
will instantly attack the Mother 
tree. 

Inner square Node area Players are free to place any 
nodes around the area. 
Environment and land structures 
are randomly generated around 
the map. The land structures will 
cover [20%] of the map layout. 

Outer square Rift spawn zone Rifts will only open in this area. 
Once a Rifts opens, creeps will 
spawn in [5] seconds as an 
advantage for players to prepare 
themselves. 

• Druid Defense 
Creeps will come in from all direction. The druid's goal is to destroy creeps with their elemental nodes and 
also defend from creeps that make it in the red circle by taking the hits for the Mother Tree. The Damage 
zone is separated depending on the number of players. If a creep enters the circle they will redirect 
towards the druid that protects that position. 
 

 

Full Defense - When all players are alive, the creeps 
will instantly redirect to the Druid that protects 
that position. 

 

Short Handed Defense - When a player is 
destroyed, any creep that enters that position's 
area will head straight to attack the Mother Tree. 

*TIPS - Players can use the wind or earth elements to change the area creeps head towards. 
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Druid's morph, stats, and upgrades to take on 
new challenges 
Druid Element Morphing  
Differ from single player, in multiplayer players may only use one element at a time. In order for players 
to summon different elements, players will need to morph into that element in order to summon that 
type. This creates a critical decision for each player what element they are morphed to.  

• Druid Element Morph 
During anytime players may morph into any of the one element (fire, Earth, Wind, and Water) in order to 
summon another different element. Morphing is a strong mechanic to FON's multiplayer strategies by 
forcing each player to work together in order to reach higher tier abilities. 
Element Druid Color Particle effect 
Fire Orange Flame around the body 
Water Blue Liquid orb covering the body 
Wind Teal A tornado spins around the arms 

and a body 
Earth Brown Body is cover with rocks. 
Element Type - Druids will have a particle effect around them and a different color to indicate what 
element it is to other players. Morphing will change the particle effect  and color of the Druid to what 
element it is at. This is the only why other players know what element any Druids are. 
Morphing State - While in Morphing state, particle effect and the player is disable for [10] seconds. The 
player will not be able to place nodes or elements until the morph is complete but are still variable to 
attacks. There is no indicator for other players to know what element a morphing player is changing to 
until the morph is complete. 
 

Druids, the Ultimate Defense 

• Druid Stats 
Stat Amount Description 
Hit Points [5] Number of hits from creeps 

before the druid collapse. All hits 
from any creeps are considered 
one point. 

Nodes [4] Number of element nodes that 
can be place down. 

Morph Timer [10] seconds Time it takes to morph elements. 
Node cool down [5] seconds Time it takes to recover an 

activated node. 
Spawn Time [20] seconds Time before Druid reappears 

back at its position when it 
collapses.  

Death Penalty [+5] seconds Time added to spawn time after 
every death.  
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• Upgrades 
After a certain set of waves each player will receive one point to upgrade their Druid. The Mother Tree 
will grow larger at every upgrade. Druids will not be able to upgrade all their choices so choosing the most 
effective upgrade is crucial to the team.  
Druid Level Up [6] Number of waves before 

upgrade. 
Level Cap [20] Maximum number of upgrade. 
 
Players will have a number of choices to upgrade. 
Upgrade Choices Effect Max Level Description 
Morph Upgrade [-1] second to morph 

time 
[7] Subtract towards morph 

time making effect 
shorter. 

Node Upgrade [+1] Node [10] Increases the number of 
nodes available. 

Health Upgrade [+2] Health points [10] Increase the number of 
Hit points. 

Ever Lasting Upgrade [+0.4] seconds [5] Increases duration on all 
element abilities on 
master node. 

Fire Element Upgrade  [+2] damage to effect  [5] Increases fire element 
abilities on master node. 

Water Element Upgrade  [+2] damage to effect  [5] Increases Water element 
abilities on master node. 

Wind Element Upgrade  [+2] damage to effect  [5] Increases Wind element 
abilities on master node. 

Earth Element Upgrade  [+2] damage to effect  [5] Increases Earth element 
abilities on master node. 

    

Team Ability(s) 
Team ability is extremely abilities that can be use with just a simple button. Any player may use it at any 
time but it is shared amongst the team so discussing when to use it is critical. Gaining these abilities is not 
easy and the amounts are very limited. 
 
Nature's Wrath - Nature's Wrath is a crowd control ultimate ability given to the team. This effective ability 
is shared to the team and can be used anytime during the game. This ability can only be earned after a 
certain amount of waves. 
Gaining Nature's Wrath [12] Number of waves before earning 

one extra Nature's Wrath. 
Starting Nature's Wrath [1] Number of Nature's Wrath the 

team starts with. 
 
Nature's Wrath is an ability given to the players to clear instant large bundle of enemies at hectic 
situations. This ability is only given to the team at certain waves, so players will need to be conservative 
with the amounts they have. 
Team Ability Effect Description 
Nature's Wrath [3] damage per unit  

+ 
Push creeps [1] unit per sec 
+ 
[60% map] Distance outward of 

The Mother Tree unleashes a 
radical wave that spreads from 
the centre and expands outwards 
of the map. Any Creep caught in 
the wave receives damage and is 
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Mother Tree. pushed by the wave until it ends. 
Deals additional damage every 
unit creep is pushed. All terrain 
the waves go over will recover 
completely to full-health. 

• Spawning after death 
The player's Druid is considered like defensive structure that protects the Mother Tree with element 
abilities also by taking hits. The Druid will have a certain amount of health that they can receive before 
the Druid collapses. When a Druid falls, they will be out for certain spawn times before they are revive to 
help their team out again. Spawn times will increase as the druid falls. When completed a wave all fallen 
druids are also revived. All Creep within the position area of the revived Druid will instantly be destroyed. 
 

Endless waves - Fight to the death! 
FON's multiplayer is a defend-forever type of game play.  
 

Waves 
Waves are groups of Rifts that opens during a certain period for a certain amount of time. Wave may 
consist of many different Rifts. Rifts may open anytime during the time of its wave. 

• Rifts 
Like single player, Rifts are portals that the creeps appear out of. Rift only contains one type of creep. The 
reason for this is to not throw any players off but allow players to be prepared what they are up against 
right when the Rift opens. Different amount of creeps from a single rift can vary depending on the wave 
level. Rifts will be indicated by color and size to determine what type of creep will appear from the Rift. 
Creep's Rift Color Size 
Bone Creeps [Light Blue] [Small] 
Ogre Creeps [Yellow] [Large] 
Spirit Creeps [Dark Purple] [Medium] 
Titan Creep [Orange] [Extra Large] 
 

• Waves and Stages 
Waves -Waves are considered like levels similar to "Call of Duty Zombie mode". Waves continue to get 
harder as the game progresses. 
Stages - Stages are certain amount of waves. After a stage, the players are rewarded with upgrades and 
team abilities. Stages are considered of milestones of waves. 

• Rift Titans 
Titans are the greater creeps born from a single rift. Titans are powerful but really slow gigantic creeps 
that make their way towards the Mother tree. Titans are design as a threshold challenge in waves to 
throw players off their route. A Titan appears randomly throughout the game. Chances of them appear 
increases as the waves become higher. Similar to all creeps, titans will die after one attack. 
 
*Note - Titan only attacks once and it dies. So the players are defending from only its single hit. 
Titan's Effect Description 
Damage [Instantly Destroy] damage 

upon hit to Druid 
Determines the damage deal to a 
druid or the damage it deals if it 
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or 
[5] Damage upon hit to Mother 
Tree  

hits the Mother Tree. 
 

Reward Team gains [520] points 
+ 
Instant kills any creep within a 
[4] unit radius area. 
 

Reward offer upon the death of the 
Titan. 

Movement speed [0.5] map unit per step 
+ 
[1] second delay per step 

Determines the speed of the Titan. 

Health [5500] Hit points Determines how many hits the 
Titan can take. 

Push effect weakness [2x] push distance 
+ 
Cannot be effected again for 
[3] seconds. 

Determines the extra distance 
when it's affected by a push effect. 
Determines the length before it can 
be effected by push any effects 
again. 

 
Titan Spawn - Titans only spawn randomly. Chances increase as the waves increase. A large indication will 
warn the players a Titan has spawn into the field. 
Design Value Description 
Random start [6th] wave Determines when the first 

random start. 
Chance of Appearance [1] Appear out of [100] Chances Determines the chance of 

appearance before the start of a 
wave. 

Increase after a non-appearance. + [2] Appear How much the chances increase 
towards the next wave if the 
titan didn't appear at current 
wave.  

Decrease after appearance - [10] Appear 
+ 
Delay for [2] waves. 

How much the chances decrease 
for next waves after it appears in 
current wave. Determines the 
number of waves it cannot 
appear again. 

Stage chance increase - [2] Chances 
+ 
Caps at [50] Chances 

Determine how much the 
chances increase after every 
stage. Determines the maximum 
chances of appearance. 

Appearance time [Instantly] at the beginning of 
wave. 

Determines when it appears in 
the upcoming wave. 

Location of Rift [Random] of Rift spawn location Determines where Titan's rift will 
spawn. 

 

• Difficulty Ramping 
Every waves become harder and harder as the game progresses. Difficulty is determined by different ways 
the rift function at the current wave. 
Rift Difficultly Ramping Description Increasing Difficulty 
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Type of Rift The type of creep the rift spawns. Spawn stronger creep types 
of Rift 

Creep Numbers The amount of creeps that will 
spawn from the single Rift. 

Increasing the number of 
creeps from one Rift. 

Flow of Rift The number of creeps spawned 
per second from a single Rift. 

Increasing the number 
spawned per second from a 
Rift. 

Location of Rift Where the rift will appear at the 
Creep spawn location. 

The further the Rift opens 
between another Rift, the 
more area is covered. 

Time of appearance When the Rift will appear during 
the current wave. 

The closer the time every Rift 
appear. 

Wave Difficulty Ramping Description Increasing Difficulty 

Number of Rifts type The number of creep rift types that 
will appear at current wave. 

Increasing number of that 
creep type's of Rift 

Number of Rifts The maximum amount of Rift that 
will open at current wave. 

Increase the number or Rift 
that will spawn at current 
wave. 

Length of Wave The maximum time length of Rift 
appearances at current wave. The 
shorter the more difficult. 

Shorten the length of the 
wave. 

Number of Rift appearances The number of Rifts appearing at 
once. 

The larger the numbers of 
Rifts appear at once the 
harder it becomes. 

Map control Depending on where the Rifts 
open around locations in Creep 
Spawn Zone. 

The further the Rifts open, 
covering more area. 

 
 

After Wave Interactions 

• Pre-preparation 
After every wave, the players are given a break and prepare themselves for the next wave. After a wave 
the team is given a certain time length before the start of the next wave. Players will be able to set nodes 
ahead of time or plan out a strategies like element Morphs. Terrain and structures will also be recovered 
after a wave is complete. 
 
Ready - Players will be able to start the wave instantly by having each player pressing a ready button. 
Design Value Description 
Delay of a Wave [30] Seconds The time before the start of next 

wave after completing a wave. 
Delay after a stage (upgrade) [60] Seconds The time given after completing 

a stage and time for deciding 
upgrade. 

Re-spawn Terrain structure [2%] random re-spawn if less 
then [20%] of map 

Determines how many 
replacements of old destroyed 
terrain structures.  

Terrain regain [20] terrain damage regain Determines how much the 
terrain heals after a wave. 

Druid Health regain [1] hit points Determines how much hit point 
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is regained after a wave.  
 

High score and scoreboards 
Players are challenged to gain high scores against friends, families, and others from online scoreboards. 
 

Scores and Points 

• It's all about the team 
Difference between many other high score games, FON offers the scores of a team and cooperation of 
each player. The score will be the name of the team and the names of the following players. The Name of 
the team is chosen head of time before the game starts. The score of Multiplayer FON is a team score. 
Each player in the team will receive the same score 
 
Layout Example:  

Rank: 1 
Team: 

Pure Ownage Score 

Apr 30 2011 Players: John Joe Chris Emily 
 

18513503709 
 

Rank: 2 
Team: 

The Masters Score 

Feb 14 2011 Players: Killer Hi! =) OMG!!!! 
 

15098239800 

• Gaining points 
The goal of the team is to gain as much points as possible. There are many ways of gaining points. 
 
Kill Points Points Description 
Bone Creep Points [10] points Points for each Bone creeps 

killed. 
Troll Creep Points [5] points Points for each Troll creep killed. 
Spirit Creep Points [15] points Points for each Spirit Creep 

killed. 
Level 1 Kill Amplifier [2x] points at [10+] creep per 

node 
Amplify Points for each creep 
kills if 10+ creeps killed with one 
node. 

Level 2 Kill Amplifier [3x] points at [30+] creep per 
node 

Amplify Points for each creep 
kills if 30+ creeps killed with one 
node. 

Level 3 Kill Amplifier [4x] points at [60+] creep per 
node 

Amplify Points for each creep 
kills if 60+ creeps killed with one 
node. 

Level 4 Kill Amplifier [5x] points at [100+] creep per 
node 

Amplify Points for each creep 
kills if 100+ creeps killed with one 
node. 

Rift Titan Points [520] points Points for Rift Titans killed. 
Rift Titan Amplifier [10x] points if Titan is destroyed 

in less than [40] seconds 
Amplify Points for Titans killed in 
less than a certain seconds once 
it spawns. 

Wave Completion Points Points Description 
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Guardians of Natures + [800] points if complete wave 
in less than [90] seconds 

Bonus points for completing a 
wave faster than a certain time.  

Guardians of Natures Amplifier [2x] Guardians of Natures points 
per win with Guardians of Nature 
continuously per wave. 

Bonus points for completing 
another wave with Guardians of 
Natures Bonus. Points amplify 
over a previous amplified 
Guardian of Nature points. 

Watchers of the Forest + [250] points if complete wave 
in less than [180] seconds. 

Bonus points for completing a 
wave faster than a certain time. 

Wave complete + [100] points Bonus points for completing a 
wave. 

Double team Bonus + [1000] points for two players 
after completing a wave 

Bonus for a two player game for 
complete a wave 

Triple team Bonus + [400] points for three players 
after completing a wave 

Bonus for a three player game 
for complete a wave 

Untouchable + [150] points Bonus points for completing a 
wave if no Druids were damage. 

Survivor + [100] points Bonus points for completing a 
wave if all Druids were destroyed 
once. 

Protector + [100] points Bonus points for completing a 
wave if Mother Tree receives no 
damage. 

Terrain points + [10] points per terrain health 
points 

Points for completing a wave for 
each terrain health. 

Full Terrain points + [60] points per terrain with full 
health points 

Points for completing a wave for 
each terrain with full health 
points. 

 

Scoreboards 
Scoreboards are updated online and updated through LAN on the Ipad if another player has the most 
recent update of the scoreboard. Once completing gained a score, the games memory will store it until it 
goes online to update the online scoreboard. 

• Friends list 
In FON, you can save other players as friends. This will allow other players to easily link on LAN and keep 
each other updated on their highest team scores. The Friends list scores will only compare on direct 
friends that the player save and compare against the friend's friend that are also not linked on their most 
dominate team scores. The high score may differ from other player's FON depending on who their friends 
and their friends' friend.  
 
Scores Board for friends list will only show the top [20] scores of circle of friends 

• Competing with others 
All score regardless of friends or not will be placed an online score board. Players will be able to search for 
names and teams to look up scores and teams. All scores are placed together but players may separate 
for scores into different categories in their search. 
 
Score Board will only show the top [1000] scores. 
Score Board Categories Description 
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Highest score All scores played in the world 
Number of players Highest Scores of depending on different number 

players. 
Continent Highest scores from teams in one continent 
Country Highest Scores from teams in one country.  
City Highest Scores from teams in one city. 
Game mode Highest scores from different modes. 
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MULTIPLAYER GAMEPLAY UI 
 

 

1 Health, Number 
of Node, Mother 
Tree's Health 

2 Element 
selection 

3 Team Status 

4 Team Score 

5 Menu/status 
button, Team 
ability 

6 Menus and pop-
ups 
*If there's any pop 
ups menus 

 

 
 

MULTIPLAYER GAMEPLAY DETAILS 
 
Player Interactions 
Morphing 

• Player Morphing 

 

Morphing involves players to 
press an element from their 
Element HUD. 
*Note at this is a neutral state with no element. Players 
will be in this state after reviving or beginning of a 
game. 

 

The player right now is at Earth 
Element. 

 

Press the fire and the Druid 
becomes in morphing state and 
waits until the morph is 
complete. This is no canceling 
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this. 

 

After the morph is complete, the 
fire element is now ready. 

 

Team Status 

 

Top - always the main player's status 
 
Gray - Current teammate morphing 
 
Black - Current player has fallen 
 
Color - Equal to current Element  

 

Element Abilities 
Look at Element Abilities and tiers. 
 

Node Mechanics 

 

• Node Placing 
To place nodes, Press and hold the selected 
element, drag to where you want to place it 
and release. 

 

• Node combining 
To combine nodes, press and hold selected 
element, drag to another node and the node 
icon will become an orb icon and release. 
 
An orb will now circle the master node. 
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• Node Activating 
To activate a node, tap on a placed node to 
activate it. 
 
Any player may activate any other players' 
node.  

 
 

Gameplay Mechanics 
Rifts 

 

• Rift Locations 
There are 48 locations rifts can open. Each Rift 
will head towards the Mother Tree. Depending 
on the location of the Rift, the creeps will 
target the Druid defending that location. 
 
Multiple Rifts can open at the same time in 
one Rift location. 

 

Waves 

• Wave difficulty ramping 
The difficulties ramping for waves are fairly simple (tuning might be needed). It'll start off with lesser Rifts 
and will eventually build up. 
Wave ramping  
Waves will repeat themselves while it adds more 
numbers. Added ramping values are only added if 
the value is 1. 
 

Example:   
Wave 1 : [1] Rift + [0.4] = 1 Rift 
Wave 2 : [1.4] Rift + [0.4] = 1 Rift 
Wave 3 : [1.8] Rift +[0.4] = 1 Rift 
Wave 4 : [2.2] Rift + [0.4] = 2 Rift   *The fourth wave is when 
there are two Rifts in play instead of one. 
... Wave 6 : [3] Rift + [0.4] = 3 Rift   *The sixth wave is when there 
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are three Rifts in play instead of two. 
 

Starts on which Wave - Which wave this spawn starts 
Spawn type of Rift - The type of Creep Rift is spawned 
Number of Rifts - The number of this type of Rift will open. Any plus value equals to the number of spawn 
next wave.  
Time of Wave - Time during the wave, when the rift will spawn.  
Numbers of creep each Rift - Determines the number of creep in each Rift. 
Flow of Rift - How much creeps will spawn at once from the Rifts. 
Location on Rift Locations - Determine where the rifts will spawn in the Creep Spawn Zone 
Starts on 
which wave 

Spawn type 
of Rift 

Number of 
Rift 

Time of wave Number of 
creep each 
Rift 

Flow of 
Rift (per 
0.5) 

Location on 
Rift 
locations 

WAVE 1 Bone Rifts [4] Rifts + 
[0.2] 

beginning [5] + [2] [3] Random 

 Bone Rifts [4] Rifts  + 
[0.2] 

[10] second - 
[2] 

[5] + [2] [3] Random 

       
WAVE 6 Bone Rifts [8] Rifts + 

[0.05] 
[3] seconds [10] [4] [2] Random 

at each color 
       
WAVE 7 Ogre Rifts [2] Rifts + 

[0.05] 
[2] seconds [8] + [1] [2] Random 

       
*Waves 
multiply of 9 

Bone Rifts [1] Rift [10] seconds [30] + [10] [10] Random at 
Druid color 
with the 
lowest 
health. If 
none, just 
random. 

       
WAVE 9 Ogre Rifts [4] Rifts +[0.1] beginning [5] + [0.1] [3] [1] Random 

at each color 
       
WAVE 13 Spirit Rifts [4] Rifts + 

[0.1] 
[3] seconds [10] + [0.1] [1] [1] Random 

at each 
color. 

WAVE 13 Spirit Rifts [2] Rifts [3] seconds [10] + [0.2] [1] Random 
       
*Waves 
multiples of 
14 

Ogre Rifts [1] Rift [10] seconds [20] + [10] [10] Random at 
Druid color 
with the 
lowest 
health. If 
none, just 
random. 

       
*Waves 
multiples of 
10 
 

Spirit Rifts [1] Rift [15] seconds [20] + [10] [10] Random at 
Druid color 
with the 
lowest 
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*Starts at 
wave 20 

health. If 
none, just 
random. 

 

Druid's Position of Defense 

 

• Alive 
While a druid is a live all creep that enters the damage zone will target the 
druid in that position. 
 
If a Druid is attack they will lose one health point from any type of basic 
creep. 

 

• Fallen 
When a player is destroyed, any creep that enters that position's area will 
head straight to attack the Mother Tree. 
 
If the Mother Tree is hit, she will receive damage equal to the value of the 
creep's damage. 
 
A fallen player must wait for the revive time to count down before the 
druid is revived. All creep within the revived position will instantly get die.  

 

Nature's Wrath 
Nature's Wraith is meant to clear creep waves fast while reviving   

 

1: 
 
Here you can see creeps surrounding the Mother Tree. The gray 
terrain indicates the dead terrain around. 

 

2: 
 
Once activated the ability, the Mother Tree will create a radical 
wave that pushes creeps will be away from her. Creeps will receive 
damage every unit they get pushed. Killing majority that are closer. 
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3: 
 
Ever terrain that the wave goes over becomes fully healed. 

 

4: 
 
The end results will give the players another fighting chance with 
new terrains, destroyed creeps, and further the distance of creeps. 
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MULTIPLAYER STRATEGY WALKTHROUGH 
 
Druid Setup 
Positioning 
Positions may not seem important but the position of the Druid depending on their health upgrades plays 
an important role. Depending on how much health each player has, the positioning is important to 
balance out the odds. 

 

• Bad positioning 
Here you can see the right side of the area is more vulnerable to 
damage especially the upper right corner. In this position players 
will be weak on hits to the right and if both red and green Druid 
position has collapse the left side is completely left vulnerable 
making it hard to defend the whole both side at once.    

 

• Spread positioning 
Here is a proper position depending on each player's role. This will 
allow players to spread the damage from one position and will allow 
players to use wind abilities to push to the more tanking Druid if fail 
to destroy it in time. 

 

Upgrades setups 
Having different players with different setup is important. This allows the team to have the best potential 
with all their abilities and defensive and offensive tactics. 
 
Here are some ways that each player's should upgrade their Druid and roles each Druid will be taking. 

• Balance 
Role Upgrades Description 
Supportive Morph Upgrade : 7 

Node Upgrade : 10 
Health Upgrade : 3 

The supporter will play as a fast pace morphing and node 
combining. This player will focus on combining nodes to 
the proper ability while continuously morphing to 
maintain the right combinations for every master node 
placed. 

Tank Health Upgrade : 10 The tanking Druid plays as a heavy defensive role. This 
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Ever Lasting : 5 
Earth Element : 5 
 

player focuses on only defense play and disabling creeps. 
This player will focus also on taking hits for other players 
by pushing the enemies towards him with Wind or Earth 
elements. This player will focus on keeping the line alive 
until fallen players are revived. 

Offense Fire Element : 5 
Ever Lasting : 5 
Water Element : 5 
Node Upgrade : 5 

The Offense role focuses on destroying creeps and 
perfect placements for master Fire and Water nodes in 
different situations. This player will be the main focused 
on placing master nodes for clearing creeps. 

Crowd Control Ever Lasting : 5 
Wind Element : 5 
Node Upgrade : 10 

The Crowd Control role focuses on rounding scatter 
creeps together. This is a purely skilled role with many 
skill node timing to get the most effective of all the push 
abilities. This player will also focus on pushing creeps 
towards the tank for critical situations. 

• Aggressive 
Role Upgrades Description 
Offensive Fire Element : 5 

Wind Element : 5 
Ever Lasting : 5 
Node Upgrade : 5 

The offensive player is in charge of all placements of 
damage and offensive nodes. This player will have to 
focus on placing Fire and Wind Nodes. 

Defensive Ever Lasting : 5 
Water Element : 5 
Earth Element : 5 
Node Upgrade : 5 

The defensive player is in charge of all placements of 
disables and defensive nodes. This player will have to 
focus on placing Earth and Water Nodes. 

Supportive x 2 Morph Upgrade : 7 
Node Upgrade : 10 
Health Upgrade : 3 

The supporter will play as a fast pace morphing and node 
combining. This player will focus on combining nodes to 
the proper ability while continuously morphing to 
maintain the right combinations for every master node 
placed. 

 

Element Line-ups 
Morphing involves really good coordination between players. Player should warn ahead of time if they 
morphing and what element they are morphing into. During the Morph timer there is no cancel button to 
stop the morph therefore what the player morph into will have to be crucial to the team.  Depending on 
the elements of each player, it will create a different line of defense. 
 
Here are some examples of different element line-ups: 
Fire x 2 
Wind x 2 

This is a very strong creep killing line. This line is 
build to quickly destroy crowd of creeps using wind 
to group and fire to destroy. 

One of each This is an all around line-up. Even if all elements are 
chosen the number of nodes will limit the full use 
of an element.  

Earth x 2 
Water 
Fire 

This is a good defensive line. Use to defend against 
the tough situations. Earth and water will be use to 
block creeps while fire is use to destroy them off 
while their distracted. 
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Creep Destroying 
Team work 

• Node activations 
While a single player maybe in charge of master nodes of certain elements, all players need to be aware 
when to activate the nodes. Players will all be busing trying to place and combine nodes so having players 
be aware of activating node is important but be sure there is no other plans for that node before 
activating it.  

• Node enhancing 
Players must always be aware of open master nodes to become enhance but must decide what element 
to add to it can change judgment of other players' plans. The better the coordination between each 
player, the fewer players will be confused on what each player is planning.  
 

Destroying Titans 
When a titan appears, players will have a choice of completely focus on destroying it fast or balance 
destroying it with the other creeps. Depending on their choices can change the outcome of the wave. 

• Destroying it ASAP 
Risk:  

• Players will be distracted from other creeps if all players focus on destroying it fast as possible.  
• This will leave other creeps unattended and before players can know it they'll be just a few units 

away after destroying the Titan.  
Reward:  

• Destroying the Titan as soon as possible will remove a giant burden off the wave. 
•  Higher possibility to destroy it fast enough to receive large bonus points. 

• Juggling Titan and Creeps 
Juggling him is damaging him with the use of nodes that are meant for creeps this will balance the use of 
all nodes. This will involve one player to continuously push the Titan with wind elements to position the 
Titan towards other nodes.  
Risk:  

• This involves losing a player's attention towards other area of the map.  
• If fail this could result in the lost of the game.  
• Involves skills to execute it perfectly 
• Hard to earn the kill bonus.    

Reward:   
• Able to destroy groups of creeps after the Titan falls 
• Concentrated on both creep Control and Titan 
• Possibility to destroy it fast enough to receive large bonus points. 
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THE GAME WORLD 
 
The World Layout 
Overview 
The levels in Force of Nature consist of one main base mesh which is where the tree is located and the 
player main protection point. Attached to this main-base mesh will be a series of different lanes that the 
enemies will be the enemy’s path. Lanes have different shapes and sizes, depending on the level’s 
difficulty rating and environment. 
 

Scale 
Scale in Force of Nature is determined by the lanes the enemy creeps will be traveling on. The lanes will 
handle difficulty ramping by the amount of time (scale) it takes the creeps to get from point A to B. The 
longer it takes the creeps to get past the lane, the easier the difficulty 
 

Interactive Environments 

 

 The levels in Force of Nature will have different intractable 
game objects depending on the zone. The players can use their 
elemental abilities on the terrain to give them a slight advantage in 
the lanes. For example, if the player uses an elemental earth node on 
a mountain slope, that mountain will react with the node sending a 
boulder rushing down to the slope to the nearest lane wiping out any 
enemies it hits and placing an obstacle in the way of the lane for a set 
amount of time. 
 

Unique 
 Each level has its own unique visual style and intractable 
environment objects! Check out the “Physical World” section for 
more details 
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The Physical World 
 

Overview 
 Force of Nature had 5 distinct worlds: Earth, Fire, Wind, Water, and Life. Each area has its own 
unique visual style, and intractable features. 

Key Locations 

• Desert (Fire Area) • Swamp (Water Area) 

  
The Desert is one of the 
5 main areas in Force of 
Nature, it represents 
Fire. The desert will have 
to strongly portray the 
element of fire, to do so 
it will not be your 
traditional desert. The 
player will be protecting 
the tree at the lowest 
point of a sand valley, 
surrounding this valley 
will be Sand dunes, 
Plateau, Volcano, Fiery 
Cave, and possibly a 
mysterious looking oasis. 
The enemies can come 
from lanes that lead out 
of these areas or we 
could have them rise up 
from under the sand. 
 

Ambient Features:  
 Desolate 
 Windy 
 Molten  

 
Environment Assets: 
 Mesa Rocks 
 Evil Cave 

Entrance 
 Dead Animal 

Bones 
 Terrain Tool 

Dunes 
 Volcano 
 Dead Palm 

Tree’s 
 Palm Trees 

The Swamp represents the 
water element in FoN. This 
particular swamp is a Cypress 
swamp. The main tree in this 
Swamp is the bald cypress 
tree. Bald cypress trees are 
deciduous trees with needle-
like leaves. They have very 
wide bases and knees that 
grow from their roots and 
stick up out of the water. The 
enemies can rise out of the 
water and the lanes can be 
distinguished by creating 
paths out of foliage or using 
wooden step bridges. 
 

Ambient Features: 
 Lush Foliage 
 Grimy 
 Foggy 
 Mysterious 

 
Environment Assets: 
 Cypress Tree 
 Bushes 
 Lilly Pads 
 Tall Grass 
 Vines 
 Abandoned 

Cabin? 
 Wooden Step 

Bridge 
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• Plain (Wind Area) • Mountain (Earth Area) 

 
  

The Plains represents the 
element of Wind in Force 
of Nature. To portray this 
element, the plains will 
be largely open, with few 
objects able to block any 
gusts of wind throughout 
the area, or for that 
matter, any enemies. 
The enemies will be able 
to come from any 
direction in later levels, 
however in the earlier 
levels flatten trails of 
grass/wheat/corn will 
give the player a good 
sense of where they will 
come from. 
 

Ambient Features:  
 Mostly Flat 
 Few to no rocks 
 Windy 
 Open 
 Full of Natural 

Light 
 

Environment Assets: 
 Corn 
 Wheat 
 Deciduous 

Trees 
 Stumps 
 Flowers 
 Tall/Short Grass 

The Mountain represents the 
earth element in Force of 
Nature. This mountain shows 
few signs of life within its 
ridges and chasms. Enemies 
will lane from caves, tunnels, 
and mountain paths and use 
the environments fallen trees 
and natural stone bridges to 
cross wide chasms. Patches of 
snow and ice will be seen on 
occasion, covering the few 
trees, and paths in the 
mountain. 
 

Ambient Features:  
 Desolate 
 Windy 
 Misty 
 Jagged Edges 
 
Environment Assets: 
 Coniferous Trees 
 Burnt/Dead 

Trees 
 Waterfall 
 Lake/Rivers/Hot 

Springs 
 Ice/Snow 
 Broken Log/ 

Stone Bridges 
 Small Shrubs 
 Caves 

 

• Forest (Life Area) 
 

 

The Forest represents the 
element of Life in FoN. To 
show this element, the forest 
will covered in natural plant 
life of all sorts. Enemies will 
lane from the dirt trails and 
caves. The forest has a large 
unexplored feel to it as very 
few creatures have seen the 
deepest areas. 

Ambient Features:  
 Overgrown/Few 

Natural Trails 
 Serene/ Quiet 
 Small Patches of 

Sun Light 
 

Environment Assets: 
 Deciduous, 

Moss Covered 
Trees 

 Logs/Stumps 
 Cherry Blossoms 
 Bamboo 
 Bushes/Shrubs 
 Steam 
 Lake 
 Lilly pads 
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USER INTERFACE - CONTROLS 
 

Overview 
Force of Nature is designed to work on a variety of platforms.  The most important of these are the iPad 
and the PC.  Both platforms will have near identical controls schemes, with the most notable exception 
being that iPad players tap on the screen while PC players click with the mouse button.  The game 
designers want the controls scheme to be as simple and intuitive as possible while allowing players to 
execute complicated gameplay maneuvers. 
 

• Controlling the Camera 
The player(s) can pan the camera by clicking and dragging for the PC or sliding their finger for the iPad on 
the screen.  This is true only for when no elements are highlighted on the E lement Cross.  Player(s) can 
also zoom the camera with the mouse wheel for PC or with use pinch/spread gesture for the iPad. 

 
The Element Cross 
Player(s) choose which spell to use with the E lement 
Cross.  Each elemental icon acts as a button.  The 
player(s) click/tap the button to select that element, and 
can then cast a spell with the drop or drag method. 

 
Dropping a Spell Node 
After an element type has been selected, the player(s) can drop or drag that spell on the landscape.  To drop 
the spell, players(s) simply tap/click on the desired location of the map.  A spell node will appear. 
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Tap to select an element, 
and tap again to drop a 
node on the map.  

 
 
Triggering a Spell Node 
Triggering a spell node is easy!  Just tap or click a spell node once its placed to watch the magic happen! 

 
Tap to trigger the node 
and cast the spell. 

 

 
 
Cast a spell by Dragging 
With an element selected,  player(s) can cast a relatively weak spell immediately by dragging a swath on the 
landscape.  Spells will spawn where the player has dragged for short amount of time. 
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Drag to cast a weaker 
spell over a short distance 

 
 
Spell Casting Upgrades 
As the Tree of Life advances from Young Tree, Great Tree and Elder Tree, more spells are unlocked and given 
to the player.  The player can later create combinations of different elements to create incredible spell 
effects!  A chief goal of Force of Nature is to encourage the player to experiment with different spells and 
combinations until they find strategies that works for them. 
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MUSICAL SCORES AND SOUND EFFECTS 
 

Overview 
The sound track in Force of Nature is one that maintains the respect of a classical orchestral score seen in 
many games to date; however, it should have a wackier cartoony feel. A great example would be the in-
game music from League of Legends. 
 
We want the sound to have an ideal connection with the gameplay, for every action the user does there 
will be a reacting sound. This being said, our game will also be fully playable without sound so we can 
cater to an audience that would like to play without sound. 
 

Sound Design 
SFX 

• Environment 
 Each environment in Force of Nature will have different music and different ambient tones. For 
example, the ambient in the mountainous environment sounds like the player is on top of a mountain 
there are high winds blowing, birds chirping, and evens the odd growl of a grizzly bear. 

• Spells and Abilities 
- Spell selection has its own unique sound. 
- Spell placement has a unique sound depending on its class (earth, wind, fire etc.) 
- Spell activation, when the power of the spell is released each unique spell with have 

its unique sound. 

• Enemies 
- Each enemy will have their own unique voice over. 
- Each enemy will have their own custom array of sounds from walking to attacking to 

dying 
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APPENDICES 
 

“Game Interface – Wireframes” Appendix  

 
 

 

“Market Analysis” Appendix 
Competitive Analysis: Looking at these past games, the market for tower defense games is there, so 
long as the product is done well, with the gameplay sessions digestible in small amounts. Multiplayer is 
popular in many games, but the most successful implementations are with turn based games such as 
"Words with Friends" where the player can play multiple games and wait for the opponent to take their 
turn. This isn't applicable to "Force of Nature's real time multiplayer, which makes it all the more 
important to balance the multiplayer missions into digestible pieces with a smart matchmaking feature for 
players. This way, they can spend less time looking for a game, and more time playing the game. 
 
Competitive Analysis 
Competitor Key Features Comparisons What sets us apart? 
League of 
Legends 

*Multiplayer free to play game with 
micro-transactions 
 
* Based on the famous Warcraft 3 
mod "Defense of the Ancients" 
 
*Players control a hero in team based 
battles to force the tide of battle 
against the opposing force 

*Multiplayer mode which 
focuses on cooperation 
against enemy forces 
 
* Fight off against different 
types of enemies 

* Time based end goal instead 
of destroying the opponents side 
 
* Purely cooperative without a 
competitive element 
 
*Combining abilities together to 
form different tools instead of 
controlling a central character 

Magicka * PC game made on steam with a 
wacky story and art style 
 
*Players play as wizards in a dungeon 
crawler, with cooperative and 
competitive modes 
 
*Players combine 8 elements up to 5 
times to create and unleash upon 
enemies and themselves directly, in 
an area of effect, in a beam, or on 
themselves 

*Combining elements 
together or powering them 
up for greater results 
 
* Multiplayer component 
with cooperative nature 

*Dungeon Crawler/Brawler 
compared to Tower Defense 
Style 
 
*Combine up to 5 nodes across 
8+ elements, with combined 
results instead of unique ones 
per combination 
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Plants vs. 
Zombies 

* Multiplatform Game made by the 
creators of Peggle and Bejeweled 
 
* Players place different kinds of 
plants to defend against waves of 
zombies 
 

* Tower Defense genre 
with the tools used to 
defend against enemies 
 
*Different 
offensive/defense options 
tied to a central resource 
pool 
 
*Light hearted visual/audio 
style 

* Multiplayer mode which 
supports up to 4 players 
 
* Ability to combine the players 
tools (elements) together to 
produce different results 
 
*Free placement of elemental 
nodes , enemies not restricted 
by preset “lanes” 

 

Business Plan 
The business plan for this game is to stagger the release of this game across several months. A beta phase 
for PC would be very useful to test the capabilities of the networking for the program itself. A similar one 
for i0S/Android would also be beneficial. For the game's release, the pricing should be a 1 time fee to be 
able to log in and play the entirety of the single player and multiplayer content. A "Lite" version can be 
made available by providing a few choice missions, with the incentive to purchase the game once their 
play session is over. 
 
Post release support comes in the form of adding extra single and multiplayer missions every so often, 
free of charge. These could be season related (which fits with our core concept) and can be used as 
indirect marketing, showing potential consumers the value in purchasing "Force of Nature". This keeps 
renewed interest in the game over a prolonged period of time, as users who mainly play for the single 
player will occasionally log in and try out the new content when available, and keeps  game's activity high, 
with possible spikes of interest with each update. 
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