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Game Concept 
High Concept 
Kage (Kah-Geh) is a fast-paced 2D platformer game with simple combat mechanics that places a 
strong emphasis on fast, fluid movement. In Kage, players must use their slashes, dashes, and jumps 
to avoid gruesome death and annihilate any enemies in the way of their revenge against the 
Corporation Zyx. 

Design Pillars 
● Perfect completion of a level in under 1 minute 
● Movement and combat is incredibly fast 
●  Dark, silhouetted art style of a dystopian Japan 
● Player is instantly killed by threats 

 

Overview 
Kage is a 2D fast-paced action platformer for PC optimized for use with Xbox controllers and 
developed in Unity.  
 
Kage takes place in a dystopic future Japan, inside a large enemy fortress. Throughout the game, 
players will control the titular character on his quest through the three stages of the fortress. Kage is 
a ninja who, in ancient times, was tasked with protecting a talisman of untold power. When an evil 
clan sieged his village, Kage and his entire clan died defending the talisman. Millennia later, Kage is 
mysteriously resurrected to find the evil clan has formed the Zyx Corporation, and is using the 
talisman to control the world.  Kage must infiltrate the Zyx Fortress, and destroy the Zyx Overlord to 
reclaim the Talisman. 
  

● Skilled players will never stop moving (even when in combat). 
● Death results in a simple (instant) reset to the start of the level. 
● A perfect playthrough of a level is always under a minute. 
● Designed to encourage stringing together moves in an elegant sequence. 

  
Kage is a challenging platformer with an emphasis on precision, coordination, and timing, while also 
featuring a simple, yet compelling narrative. Kage’s levels are designed to be finished as quickly as 
possible with a timer running, so players will be able to see how fast they finish the levels. 
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Movement Jump Attack Dash 

Features 
Movement 
 
Left/right movement is controlled using the Xbox controller joystick, while jumping is controlled with 
the A Button Movement is quick, with very little (but fluid) animation lead in. While in motion on the 
ground, Kage is always running to emphasize the speed of the game, and there is a combination of 
visual feedback in the form of particle effects and animation, and sound feedback in the form of 
sound effects to emphasize specific movements. The movement elements can be broken down as 
follows: 

 
 

● Run 
● Jump 
● Dash  
● Wall Slide 
● Wall Jump 

 

Melee Combat 
 

Melee combat is fast paced as we want the 
player to move quickly through enemies. 
Attacking the enemy has instant feedback and 
there is no charge up to an attack. There will 
be no special attacks since the game is more 
focused on platforming rather than attacking. 
The simplicity of the combat system is less 
about the combat itself, and more about 
having a variety of abilities the player must 
successfully string together to complete a 
level perfectly. 
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Fast Paced Soundtrack 
 
The fast paced movement of the game is going to be complemented by fast paced metal music. The 
metal music has some Asian influence representing the culture of where the game is taking place. In 
the later levels the music will get faster and heavier, pushing the player to go faster, but warning the 
player that the game is getting more difficult. 
 

Enemies and Obstacles 
 

● Human Enemies: Minions of the evil Zyx Corporation 
○ Enemies will be able to be killed in one hit from Kage’s sword, 

and will patrol back and forth at a steady pace. When Kage 
enters a range around them, they will quickly chase him until 
he has exited this range. 

● Turrets: Protectors of the evil Zyx Corporation 
○ Stationary: Stationary turrets can only be aimed in one direction, 

fire at varying intervals, and can be placed on the ground, ceiling, or 
walls.  

○ Homing: Homing turrets constantly track the player when they are 
in their line of sight, and fire at variable intervals. They can be on the 
ground, walls, or ceiling. 

● Saws: Traps of the evil Zyx Corporation 
○ Stationary: Saw blade that sit in one place and spin. Kills the player if 

they touch them. Often grouped with other stationary saws. 
○ Sliding: Saws that move back and forth between two variable points 

at variable speeds. 
○ Rotating: Saws that rotate around a circular radius at a variable 

speed. 
● Walls: Constructs of the evil Zyx Corporation 

○ Breakable Wall: Walls that can only be passed if the player dashes 
through them. 

○ Pressure Plate Wall: Walls that must be lowered in 
order to progress by stepping on a corresponding 
pressure plate. 
 

Difficult to Master Levels 
 
Kage has 9 main levels, which quickly ramp in difficulty after the core mechanics are introduced. All 
of these levels can be completed in under one minute if players are skilled enough to master the 
mechanics of the game. The core philosophy of the design of each level is to give non-skilled players 
a simpler, but slow, solution to completing a level, while rewarding high level play by providing 
alternative movement options. Additionally, each level is subdivided into 3 sections (not explicitly in 
the game, simply in their design) each ending with a small challenge.  
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Characters 

Overview 
Kage contains a number of enemies that seek to impede Kage’s progress throughout his mission. The 
enemies are mostly used as skill tests making sure only players who have learned the necessary skills 
can progress. 

 

Kage 
 
“Risen from the shadows, his goal is clear: right what so long ago was 
wronged!” 
 
 
Kage, the protagonist, is a highly skilled ninja warrior with great prowess in 
many forms of ninja art - “ninjutsu”. His weapon is a manifestation of his soul: 
Tamashi, and is his best (and only weapon) against the Zyx corporation aside 

from his formidable speed. He speaks infrequently and with purpose, and is driven towards a 
singular goal: destroy the Zyx Overlord and claim vengeance against those who wronged his clan so 
long ago.  
 

Zyx Samurai 
 
“If I find Kage, I’ll slit his throat myself!” 
 
The Zyx Corporation employs a large number of samurai fighters in order 
to secure its grounds against everything from assassins to civil unrest. 
These soldiers are a toxic combo of cocky and poorly trained and thus are 
easy prey for The Shadow. Their keen eyes watch the halls of the Zyx 
Fortress. Ever Watchful, they are ready to strike at any moment. They are quick, but wear little 
armor. They patrol the atrium, factory, and stronghold. 

 
 

Zyx Turret 
 
Highly advanced projectile launching system designed for maximum death dealing. 
 
Vigilant sentries of the Zyx Corporation. Programmed to shoot anything that doesn't 
belong to the corporation. Loaded with powerful rounds they are capable of felling 
most targets in a single shot. They are valued for their killer efficiency.  
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Stationary 
Rudimentary prototypes developed to field test Zyx Airborne Explosive Munitions, these turrets lack 
the ability to rotate their barrels, but excess stock has left them littered throughout the Zyx Fortress 
as deterrents. Appears in the atrium, factory, and stronghold. 
 
Homing 
Sophisticated programming allows the turret to follow and eliminate live targets. These advanced 
prototype machines are the latest in the Zyx turret line, having been improved since the stationary 
turret stage to track local targets. Typically found in the factory and the stronghold. 
 

Zyx Overlord 
 
“It's time to finish what I started, and this time Kage, I'll make sure you don't get 
back up!” 
 
The fiendish leader of the Zyx Corporation and the previous leader of the band of 
powerful samurai, empowered further by the talisman. He is only found in the 
deepest most guarded area within the Zyx Corporation's fortress: the Zyx 
Stronghold. 
 
 
 
 
 

Camera 
Kage’s camera is intended to be smooth, while still providing feedback to the player about their 
actions in the world, however, the player should have a smooth experience and constantly know 
where he/ she is. Additionally, the camera has a slight amount of elasticity to it, meaning that it is 
constantly trying to catch up to the player. This emphasizes Kage’s speed.  
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Controls 
Controls are very simple in game Kage. Every movement 
and actions in the game is in a very fast speed. There is 
no delay for player actions, as the game needs to feel 
responsive in order to maintain the fast pace.  
 
The buttons’ color on the Xbox controller is also related 
to the in game elements. For example, Attack button is 
red because the main character has a red sword, 
breakable walls are blue because the x button (dash) is 
blue. This is done in an effort to teach players about the 
mechanics without explicitly telling them, although 
there will be button prompts when first encountering 
certain obstacles 
 

 
 
 

Gameplay Details 
Movement Overview 
Kage’s movement is relatively simple back-and forth running in an effort to emphasize mastery, not 
comprehension of mechanics. There is little to no ramp up in speed (Kage moves in a specified 
direction immediately at full speed). Movement is based off the Unity physics system. We felt that a 

more organic style was needed so 
the movement had more flow and 
players more often felt that they 
were constantly a moment away 
from failing, while still being skilled at 
playing.  
 
To the left, you can see the speed of 
the player, as well as their jump 
height. It’s important to note that 
while jumping, the player does not 
lose any forward momentum unless 
they choose to alter their direction in 
midair 
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Jump 
● Kage has a medium jump height with a somewhat long arc. Players can 

control their direction while in the air, and their downward arc is the 
same as their upward arc (i.e. there is no elasticity to the jump). 

● Jump is probably the most important mechanic of the game. The 
platforming in the game needs precision and so it is important that 
jumping is perfected and that it feels smooth.  

● Kage’s jump height is 20 Unity Units.  
 
Dash 
Kage can dash a short distance to jump over obstacles that are too wide to normally jump over, 
bypass certain sections of a level if the dash is timed carefully, and break through destructible walls. 

● The dash carries a short amount of momentum, which decreases the player to their original 
movement speed after a set period of time after the dash duration has ended. 

● The dash has a timer that resets every few seconds to limit spamming. Players are made 
aware that their dash is available from a blue particle effect bursting from the player when 
the dash has been recharged. 

● Dash does not necessarily send the player in a straight line. It applies force to the player in 
the direction they are facing, however the player still has a small arc in the air. Since the 

dash uses Unity’s physics system, the distance 
traveled is different every time the player dashes, 
but the force applied to the player when dashing is 
roughly double their maximum velocity.  

Wall Slide 
Kage slides along walls when 
he comes in contact with 
them while in the air. When 
he does, he slides down 
them at a slower pace than 
his normal falling speed, allowing him the time to 
wall jump to other walls. Kage can slide down walls 
faster if the player holds down on their directional 
stick while in a wall slide. The speed of these slides 
is roughly 75% normal falling speed. 
 
Wall jumping is needed when the player has to wait 
for an opening before jumping. Wall jumping will 
also be used in obstacles, where players have to 
stay as close to the wall as possible so that saw 
blades can’t take them down. 
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Wall Jump 
When wall sliding, Kage can use the normal jump input to jump off walls, which gives a slight 
increase in vertical height (enough to allow a slow climbing of walls), and a significant increase in 
horizontal movement, in order to make back-and-forth wall jumping a more appealing option for 
players. 
 
Players will be given various obstacles where they will have to use wall jumps. Saw blades will be in 
the player’s way and turrets will be hunting them down. Players can frequently only evade these 
obstacles by using wall jumping. It is important to note, as well, that vertical wall jumping, while 
potentially safer in certain situations, is much slower than horizontal wall jumping. 
 

Walls & Doors 
Aside from regular terrain, Kage has two other types of terrain players must navigate: Breakable 
Walls and Pressure Plate Doors. 
 
Breakable Walls 

Breakable walls are littered throughout the ancient Zyx compound, and serve as a common 
obstacle for Kage to overcome. They can only be passed if the player dashes through them. 
● They vary in size, depending on their location within the levels. For instance, areas with 

large corridors will have larger walls, but areas designed to test player precision and timing 
of button presses have walls that are significantly smaller, in order to force players to 
exercise skill at the game. 

● After being destroyed, they will crumble and play a short sound 
● Very often placed at the end of levels to give players a sense of satisfaction when 

completing them 
● Players do not lose any speed when dashing through Breakable walls, and the walls 

disappear shortly after playing a small destruction animation. 
  
Pressure Plate Doors 

Pressure plate doors are electric doors placed in the Zyx Fortress to impede intruders. They 
are common, and often require Kage to use them quickly in conjunction with overcoming 
other traps. Stepping on the pressure plate instantly depresses it below the ground (so it 
cannot be interacted with again), and opens the corresponding door.  
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1. Kage approaches an enemy, enters its field of vision, 
the enemy becomes alert, and Kage jumps over the 
enemy. 

 

Melee Combat 
 
Melee combat in Kage is simple, but precise. When players attack, they spawn an 
invisible collider in front of themselves that destroys any samurai or turret bullets 
inside of it. There is no health system in the game, so hitting an enemy with an 
attack instantly kills it, just as any damage done to Kage results in his death. You can 
see the general effect of attacking to the left, with the faded circle representing the 
collider spawned while attacking. Mechanically, enemy attacks work in the same 
way as Kage’s, however they will charge at Kage 50% faster than their normal 
movement speed (which is a variable that can be set) when he enters their range of 
vision. This range of vision is detailed below.  

 
 

Enemy AI 
 
The enemies are capable of a patrol routine where they will pace back and forth on their rounds. In 
addition to this they also run toward Kage and attempt to attack if he is within their field of vision 
(10 Unity units in front of them and 4 Unity units up). Below is a sequence of events with the player 
interacting with the enemy's field of vision. 
 

 
 
 
 
 
 
 
 
 
 
  

. 
2. Kage lands on the other side of the enemy, who 

follows him, Kage exits the enemy’s range of 
vision. 

 

3.  Kage is outside the enemy’s range of vision. The 
enemy returns to his patrol. 
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Saw AI 
Saws are equipped with a pseudo behavior that allows them to yo-yo back and forth along any path 
provided including a circular path. They do not react to any external forces and maintain this fixed 
trajectory regardless of obstacle. Sliding and rotating saws leave behind them a red trail to indicate 
their paths to players. 
 
 
 
 
 
 
 
 
 
 
 
 
 

Turret AI 
Turrets are set up to fire only when told to. This is represented on stationary turrets as an “always 
on” behavior and in aiming turrets is based on Kage being within a set distance (20 units) Only one, 
the tracking turret possess any complex behavior beyond this firing mechanic. The Aiming turrets 
always know where Kage is and will immediately turn to face him when within their vision range. 
Turrets are limited by their mounting and at maximum can only have a maximum effective range of 
180 degrees.  Bullets fired from turrets explode upon impact with any object and travel at 
approximately 1500 units/second. 
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Progression 
 
World and Missions 
 
Game world 

Our main character Kage is an ancient ninja that wakes up in the future Japan: The country 
has billions of people and is dominated by the evil Zyx Corporation. Millennia ago, Kage’s 
clan was tasked with protecting the talisman, but failed and were killed by the Zyx Overlord, 
who has used its power to enslave the entire country. In the game, Kage will need to find 
ZYX’s mother base and destroy it as vengeance for the slaughtering of his clan, and in order 
to free the world from the clutches of the Overlord.  
 
Missions 

• Kage finds out the location of Zyx’s mother base; it is a castle settled in an unknown 
forest. Kage must infiltrate the base through the atrium.  

• By going deeper, Kage reaches the main floor of ZYX’s base: a futuristic industrial 
area. Kage must keep pushing to locate the stronghold 

• In the Stronghold, Kage must continue to fight his way towards the overlord and end 
him once and for all 
 

Level Details 
For information about hazard/enemy icons, please see the enemies and obstacles section.  
It is important to note that the tileset for each level has no effect on gameplay, and is simply 
an aesthetic change. Terrain and set dressings are merely there to represent the changing 
tone of the levels.  
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. 
(Difficulty out of 10) 

 

 
 
Levels 1-3 (Zyx Atrium) 

 
• Primary mechanics introduced (jumping, wall jumping, dash, slash, etc.) 
• Most primary obstacles introduced (Stationary and sliding saws, dash walls, enemies, 

stationary and homing turrets) 
• Relatively low difficulty overall (though still challenging) 
• Levels have minimal vertical variation to reflect the open nature of an atrium 
• Time to complete: ~ 2 Minutes on first attempt, < 1 minute for perfect attempt 

 

 
Level Example (Level 1.1) 
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Levels 4-6 (Zyx Factory) 

 
• Last obstacle introduced (pressure plate doors) 
• Increased difficulty from combination of more and more obstacles 
• Levels are less straight lines, curve back over or under each other to reflect the tangled and 

tight space of a factory 
• Time to complete: ~ 2 Minutes on first attempt, < 1 minute for perfect attempt 

 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 

 
Level Example (Level 2.1) 
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Levels 7-9 (Zyx Stronghold) 

 
• All obstacles available, every single obstacle used in final level (3.3) 
• Very difficult, requires mastery of mechanics to complete 
• Levels fold under and over each other repeatedly to emphasize “cave” structure of the 

stronghold. 
• Time to complete: ~ 7 Minutes on first attempt, < 1 minute for perfect attempts 

 

Level Example (level 3.1) 
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Intensity Scaling 

 
 

HUD and Screen flow 
Kage’s HUD and menu system is intentionally sparse. We want players to be as focused as possible 
on what is happening on screen because of the intense nature of the game. The font used in Kage is 
Chinese Takeaway, and the color palette of the UI is red, black, and grey. 
 

Main Menu 
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End of level 
At the end of each level, players are given a tally of their time, the level number of the level they 
completed, and the number of times they died during the level. 

 

Gameplay HUD 
During gameplay, players will have only a view of their time in the current level. 

Quit Menu 
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Pause Menu 

 
 
Screen flow 
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Gameplay Object List 
 
Image Name Category Description 

 Saw Inanimate 
Obstacle 

A sharp, spinning blade 
fixed in place. Quite fatal 
if touched.  

 Saw (Single 
Direction) 

Inanimate 
Obstacle 

A regular spinning saw 
capable of moving back 
and forth on a fixed 
track. Still fatal if 
touched. 

 Saw (Circular) Inanimate 
Obstacle 

Deadly spinning saw 
travelling around a 
circular track. Extra fatal. 

 Button Doors And 
Passages 

A large pressure plate 
used as a way to pen 
large doors within the 
Zyx Corporation’s 
headquarters.  

 

Door Doors And 
Passages 

A large Sealed Vault-like 
door Used frequently 
during lockdowns in 
many Zyx Corporation 
buildings. Most use a 
weighted plate system 
to override locks. 

 

Breakable Wall Doors And 
Passages 

A crumbly brittle wall. A 
sharp swift blow might 
be able to pierce it. 
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Explosion Particle 
 

The resultant spray of 
debris from projectiles 
colliding with solid 
surfaces. 

 

Turret Projectile Inanimate 
Obstacle 

A shuriken filled with 
frozen nitro-glycerin. 
Warmed from being 
fired from a gun it 
explodes on contact with 
most surfaces. 

 

Turret (Stationary) Inanimate 
Obstacle 

An automated Gun that 
fires in the direction it 
has been installed in. 

 Turret (Tracking) Inanimate 
Obstacle 

An automated gun that 
tracks potential dangers 
and shoots volatile 
rounds to destroy them. 

 

Patrolling Enemy Animate 
Obstacle 

An average intelligence 
security guard. Trained 
in the art of kendo they 
are worthy swordsmen. 
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Overlord Inanimate 
Obstacle 

The malevolent ruler of 
the Zyx Corporation. The 
gem in his chest provides 
him with his ultimate 
power. 

 

Terrain1 Terrain Sturdy clay tiles that 
cover the majority of 
surface Zyx buildings. 

 

WalkableTerrain1 Decorative / 
Terrain 

Carefully crafted 
stonework cover this 
terrain. 

 

Terrain2 Terrain Strong plated metal that 
workers use to get 
around within Zyx 
Factories 

 

WalkableTerrain2 Decorative / 
Terrain 

Gears move hidden 
within these walls 

 

Terrain3 Terrain Cobwebs and rocks 
cover these walls. 
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WalkableTerrain3 Decorative / 
Terrain 

Craggy rock Coats the 
floors in the most secret 
Zyx bunkers. 

 

Dash Recharge Particle A particle that emits 
from the player when 
their dash is available. 
(Shown are the two 
particles emitted) 

 

Land Particle After being airborne, the 
player emits a puff of 
smoke from their feet 
when they land 

 

Run Particle Dust that emits from the 
player’s feet as they 
move around.  

 

Blood Splatter Particle 
 

A blood splat that 
appears when an enemy 
is slashed. Sticks to walls 
for a short period of 
time. 

 

Wall Slide  Particle A stream of dust that 
emits as players slide 
down a wall 
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