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Introduction 
 
This document will outline the design plan and concept for the action adventure 
game, Ostrov, being created by Whitefox Studios. 
 
The document includes details about the project plan, game description, game 
overview, game features. Additionally, a list of assets has been provided for all 
elements that will be used in the game. 
 
This is the first edition of the design document for Ostrov.  
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Section 1: Project Overview 
 
1.1 Team Personnel 
 
1.1.1 Production 
 
Coordinator Project Manager  Assistant Project Manager 

Anthony Whitehead
: awhitehe@scs.carleton.ca 
: (613) - 520-2600 x1696 

Ahren Koch
: ahren@whitefoxstudios.ca  
: (613) - 340 - 3163 

Alison Ruffo
: alison@whitefoxstudios.ca
: (613) - 285 - 6893 

 
1.1.2 Story & Design 
 
Story Lead & Writer Design Lead  Level Designers 

Rufino R. Ansara
: rufino@whitefoxstudios.ca 
: (613) - 513- 4441 

Christoph Schoch
: christoph@whitefoxstudios.ca  
: (416) - 931- 1504 

Ahren Koch
: ahren@whitefoxstudios.ca  
: (613) - 340 - 3163 

  
Christoph Schoch
: christoph@whitefoxstudios.ca
: (416) - 931- 1504 

Cinematic Designers   

Ahren Koch
: ahren@whitefoxstudios.ca 
: (613) - 340 - 3163 

  

Alison Ruffo
: alison@whitefoxstudios.ca
: (613) - 285 - 6893 
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1.1.3 Programming 
 
Artificial Intelligence & User Interface Characters & Events 

Anthony Micallef
: anthony@whitefoxstudios.ca
: (613) - 983- 8669 

Rufino R. Ansara
: rufino@whitefoxstudios.ca
: (613) - 513- 4441 

 
 
1.1.4 Art 
 
Art Lead 3D Artists Texture Artists 

Christoph Schoch
: christoph@whitefoxstudios.ca 
: (416) - 931- 1504 

Christoph Schoch
: christoph@whitefoxstudios.ca
: (416) - 931- 1504 

Alison Ruffo
: alison@whitefoxstudios.ca 
: (613) - 285- 6893 

 
Ahren Koch
: ahren@whitefoxstudios.ca 
: (613)-340-3163 

Christoph Schoch
: christoph@whitefoxstudios.ca  
: (416) - 931- 1504 

  
Ahren Koch
: ahren@whitefoxstudios.ca 
: (613)-340-3163 

 
 
1.1.5 Sound & Music 
 
Sound Lead Recording Editors Composers 

Ahren Koch
: ahren@whitefoxstudios.ca  
: (613)-340-3163 

Alison Ruffo
: alison@whitefoxstudios.ca
: (613) - 285- 689 

Jason Alexander Young 
External Contractor
: jason_alexander_young@hotmail.com 

Voice Actors   
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Jessica Daly 
External Contractor
: daly_j@hotmail.com 

  

  
 
1.1.6 Marketing & Documentation 
 
Marketing Lead    

Alison Ruffo
: alison@whitefoxstudios.ca
: (613) - 285- 6893 

  

 
1.2 Executive Summary 
  
1.2.1 High Concept 
 
Ostrov is an immersive 3D action action and adventure game that focuses on refined 
storytelling and visual quality.  
 
1.2.2 The Hook 
 
The main appeal of Ostrov is the combination of high quality graphics and visuals, 
combined with an intricate and compelling story that drives the player.  
  
1.2.3 Story Synopsis and Setting 
 
The story takes place on a floating continent called Ostrov kept afloat by an unknown 
source  that’s  hidden  within  its  core.  This  complex  system  is  comprised  of  mechanical 
Pryzrak who present themselves to humans as organic monsters. These are the 
main source of danger on Ostrov, along with a few feral animals. 
 
This large organization of bio-mechanical organisms is controlled by the main 
computer who acts as the mainframe. The inhabitants of the island are ignorant of 
this technology, and thus, live in a medieval-like setting. 
 
The mainframe is in charge of keeping the island afloat, as well as its population 
under a certain threshold. This is to make sure there are enough resources to keep 
the small continent afloat and thriving. The Pryzrak appear periodically and take 
away  individuals  in  order  reduce  the  population  to  an  “acceptable  level”. 
 



14 
 

This  is  where  the  narrative  starts.  The  main  character’s  younger  brother  is found 
missing and she sets out to find him. During her quest, she faces many challenges, 
and progressively learns the truth about their world. 
 
1.2.4 Genre & Scope  
 
Ostrov is a single player Action and Adventure game that focuses on story and 
graphics.The full game will have a total of seven (7) levels spanning four (4) main 
areas. 
  
1.2.5 Visual Style 
 
Ostrov is presented as a three-dimensional game (3D) with realistic and high quality 
visuals. 
 
1.2.6 Engine & Editor 
 
Ostrov will be built with CryEngine 3. CryEngine allows for large, realistic 
environments and is a great choice given the nature of the game. 
 
CryEngine has a large database filled with excellent guides and an extensive 
community that is willing to help fellow developers with hurdles they may encounter.  
 
1.3 Core Gameplay  
 
The player experiences the game through the eyes of Alisa, the main character. Their 
objective is to save their little brother by exploring the large world map.  
 
Players can interact with non player characters (NPCs), objects and weapons. This 
includes dialogue, item collection, and a simple battle system. 
 
 
1.4 Project Scope 
  
1.4.1 Number of distinct locations 
 
Ostrov has five (5) main areas that the player can explore throughout the game: 
 

 The Village 
 The Tiomniy Forest 
 The Vechnyi Tunnels 
 The Skrytyi Laboratory 
 The overall world connecting these four areas 
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1.4.2 Number of levels/missions 
 
There are 9 different levels/missions to complete: 
 

 Hunting Mission 
 To the Village 
 Journey to the Outskirts of the Forest 
 Through the Tiomniy Forest 
 Back to the Village 
 To the North 
 Through the Vechnyi Tunnels 
 To the Laboratory 
 Rescue Mission 

 
1.4.3 Number of NPCs 
 
The game has 7 Friendly NPCS, and 7 Hostile NPCS: 
 
Friendly  Ivan 

 Nikolai 
 Dimitri 
 Eva 
 Grigori 
 Katerina 
 Nadya 

Hostile  Basic  
 Heavy  
 Ranged 
 Boss A 
 Boss B 
 Boss C 
 Final Boss 

 
 
1.4.4 Number of weapons 
 
In total, the player has been provided with two weapons whose status may be raised 
throughout the game: 
 

 Sword 
 Dagger 
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1.5 Target Audience 
 
Due to the dramatic story and mature content displayed in the game, Ostrov is aimed 
towards an older audience who enjoy storytelling. 
  
1.6 Delivery Platform 
 
Ostrov will be playable on PC.  
 
End users will need the following system requirements: 
 
Operating System: Windows XP SP2, Windows Vista SP1, Windows 7 

CPU: Intel Core 2 Duo 2GHz, AMD Athlon 64 X2 2GHz or 
better (a multi-core processor is strongly recommended) 

Memory: 1 GB RAM (2 GB recommended) 

Video Card: nVidia 8800GT 512MB RAM, ATI 3850HD 512MB RAM 
or better (SM 3.0 minimum) 
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Section 2: Story, Setting, and Characters 
 
2.1 Story 
 
2.1.1 Backstory 
 
The story takes place on a floating continent called Ostrov, kept afloat by some sort 
of  long  lost  technology  that’s  hidden  within  its  core.  This  complex  system  is  
comprised of mechanical Pryzrak who present themselves to humans as organic 
monsters. These are the main source of danger on Ostrov, along with a few feral 
animals. 
 
This large organization of bio-mechanical organisms is controlled by the main 
computer who acts as the mainframe.  The inhabitants of the island are ignorant of 
this technology, and thus, live in a medieval-like setting. 
 
The mainframe is in charge of keeping the island afloat, as well as its population 
under a certain threshold. This is to make sure there are enough resources to keep 
the small continent floating and thriving. The Pryzrak appear periodically and take 
away  individuals  in  order  reduce  the  population  to  an  “acceptable  level”. 
 
This  is  where  the  narrative  starts.  The  main  character’s  younger  brother  is  found  
missing  and  she  sets  out  to  find  him.  During  her  quest,  she’ll  face many challenges, 
and progressively learn the truth about their world. 
 
2.1.2 In-game story 
 
Ostrov begins with Alisa getting ready to check hunting traps she had laid the 
previous night. Before leaving, she interacts with her brother and with Nikolai, and 
heads out. 
 
The pickings are slim as Alisa and Nikolai check the traps and they return, defeated, 
to the village. When they get closer to it, they notice something odd – Fire.  
 
Alisa rushes into the village through the main gate, racing towards her house – 
Pryzrak are everywhere, attacking any living thing indiscriminately. They try to bar 
her way, but she manages to keep cutting through them frantically. When she arrives 
at her house, she slams the door open and screams in panic. Nikolai, distressed, 
jumps off her  shoulder,  and  seeing  that  Ivan  isn’t  there,  runs  off  to  check  the  village  
grounds once more.  
 
Alisa  goes  to  Ivan’s  room,  looks  around,  and  is  suddenly  ambushed  by  a  large  
Pryzrak.  She  attempts  to  defeat  it,  but  it  overpowers  her.  However,  as  she’s  about to 
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lose, Grigori and Katerina, two village soldiers, come to assist her. Once the monster 
is dispatched, she learns that her brother is missing, and has most likely been 
kidnapped by their savage assailants. Distressed, she attempts to get more 
information in order to go after her brother, her only remaining family member. 
Katerina, despite the dangers that leaving the village entails, promises to give her 
more information if she prepares adequately. Alisa turns in for the night, and when 
the sun rises, meets with Katerina and Grigori to begin her journey. Nikolai joins her, 
and together, the head towards the Tiomniy Forest. 
 
As they cross the darkened forest, they hear cries of distress. They rush towards the 
source of it and come across a pack of Pryzrak who are keeping Ivan restrained. As 
Alisa tries to get to him, a larger monster, seemingly the general of the platoon, 
attacks her violently. With newfound strength, she dispatches it, but is too late to 
rescue her brother. However, she collects an odd talisman  from  the  enemy’s  corpse  
and together with Nikolai, she leaves the forest only to be met with a dead end. 
Confused, she looks around, notices weird indentations on the rock facade and 
Nikolai finds a tunnel that goes under the forest and back to the village. 
 
Frustrated,  she  returns  home  with  the  talisman.  She  stops  by  Dimitri’s  house  and  
asks for advice - after some studying, he points her towards a similarly odd pattern 
he witnessed in the northern part of the tundra. She promptly leaves, and with the 
talisman,  manages  to  open  a  path  inside  the  mountain’s  facade.   
 
Surprised, Nikolai and her venture into the unknown depths and find vestiges of an 
old (yet technologically advanced) civilization within. As she tries to emerge on the 
other side of the mountain  range,  she’s  attacked  by  yet  another  large  Pryzrak.  Upon  
slaying it, she destroys part of the path to the exit and is forced to find another way 
out. 
 
Once the duo leaves the dusty tunnels behind, they find themselves in a large frozen 
area. Upon exploring  it,  they  find  fresh  tracks  as  well  as  Ivan’s  scarf  within  a  chasm.  
They  enter  it,  and  effectively  find  the  headquarters  of  the  Pryzrak.  However,  it  doesn’t  
look  like  a  monster’s  den,  but  is  more  akin  to  the  ruins  of  a  contemporary  science  and  
technology lab. As they explore it, they find cages and test tubes where the 
kidnapped children are being kept. They attempt to release them only to be faced 
with  a  large  mainframe  who  claims  to  be  in  charge  of  the  island’s  functionality. 
 
“I’m  Number  661,  the Mainframe of the OSTROV floating island system. My main 
functionality  is  to  study  and  limit  the  amount  of  “humans”  – A large amount of them 
would lead the island to ruin. My role is to maintain the homeostasis of this fragile 
eco-system – a large amount of humans would break the balance and lead the island 
to famine. 
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If I were to break down, the flotation systems would halt, and the island would crash 
into the ocean. The protocol states that you forfeit and be disposed of – rogue 
human”. 
  
Faced with this harsh truth, Alisa is forced to stand her ground and shut down the 
mainframe, effectively stopping the Pryzrak's activity, but also making the island lose 
it’s  flotation  devices,  causing  it  to  crash  into  the  sea.  This  is  where  the  game  ends. 
  
2.2 Environments 
 
2.2.1 Area 1: The Village 
 
Situated in the eastern corner of the Ostrov floating continent, this small village is the 
only human settlement. Because of the altitude, the weather is generally cold and 
unforgiving.  It’s  surrounded  by  tundra,  followed  by  a  thick forest called the The 
Tiomniy Forest. 
  
2.2.2 Area 2: Tiomniy Forest 
 
This area is a thick, labyrinth-like, forest. Inhabitants of the village are strictly 
prohibited  from  entering  the  area,  as  it’s  teeming  with  dangerous  wildlife  and  Pryzrak. 
 
Because of this, the human inhabitants have never explored the full extent of the 
continent, and are confined to a small patch of land – this is optimal for the computer 
system to run its operations without intervention from the humans.  
  
2.2.3 Area 3: Vechnyi Forest 
 
Beyond the Tiomniy forest lays a large mountain range that separates the Ostrov 
continent in half – east and west. The Vechnyi tunnels, an abandoned vestige left by 
a previous civilization, allow for travel under the mountains. Within it, mechanical 
debris is scattered, betraying the true origin of the floating continent. 
 
2.2.4 Area 4: The Skrytyi Laboratory 
 
This  area  is  the  final  “dungeon”  of  the  game,  where  all  the  final  pieces  of  the  story  are  
tied. Beating the final boss will show an ending cutscene of Ostrov falling into the sea 
below, as the floating systems will be terminated along with the mainframe. 
 
2.3 Characters 
 
2.3.1 Player Character 
 
2.3.1.1 Alisa  
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Personality 

Alisa  is  the  story’s  main  character  (21).  She  is  kind  and  
reserved, but strong when the need arises. While she’s  not  a  
dedicated soldier for the village, she can hold her ground 
efficiently among most beasts that dwell in the dark corners 
of the floating continent. Her preferred weapon is the short 
sword, as it allows better range for defeating the Pryzrak. 
She also carries a large knife for her hunting duties. 

Back Story 

Orphaned since young, Alisa has since then acted like a 
mother  figure  towards  her  little  brother,  Ivan.  As  she’s  grown  
older, not only has she subsisted to all of his needs through 
hunting and foraging,  she’s  been  more  and  more  involved  in  
the  village’s  politics,  as  well  it’s  defence.  The  village  leader,  
Dimitri, has been a big influence in her life, since her parents 
died. 

Look 

Alisa’s  attire  can  be  described  as  plain,  yet  dignified.  She  
wears a green hat and vest that helps her blend with the 
vegetation around the village. Her leather gloves provide the 
right balance between protection and dexterity. Her necklace 
is a memento from her deceased mother, and she keeps it 
close to her at all times. 

Weapon Set Alisa uses both a hunting knife and a sword. 

Regular Animations 

 Walk 
 Run 
 Attack 
 Swim 
 Misc. Lip Animation 

 
2.3.2 Allies 
 
2.3.2.1 Ivan 
 

Personality 

 Cheerful 
 Reckless 
 Impulsive 
 Extrovert 

Relationship to 
Player Character 

Ivan  is  Alisa’s  young  brother  (8).  A  generally cheerful kid 
with too much energy for his own good – He’s  adventurous  
and courageous, albeit a bit reckless. 

Backstory 

The day of his birth was also the fated day where his and 
Alisa’s  parents  died.  During  the  labor  process,  the  Pryzrak  
attacked the village. His father fiercely defended his home 
as Dimitri, the village leader, and Alisa delivered him. 
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However, the monsters were able to break through his 
defences, prematurely killing him. Dimitri tried to protect the 
young mother, Alisa and the newborn, but the monsters 
managed to slay the exhausted woman. 

Look 
Thin  yet  strong,  he  wears  clothes  similar  to  his  sister’s:  
green and khaki, in order to camouflage himself in the 
environment, may a Pryzrak attack happen. 

Special Abilities N/A 
Weapon Set N/A 

Regular Animations 
 Walk 
 Run 
 Talk 

 
2.3.2.2 Nikolai 
 

Personality 

 Jokester 
 Nervous 
 Careful 
 Introvert 

Relationship to 
Player Character 

Nikolai  is  Alisa’s  rodent  companion.  She  found  him  one  day  
as she went to check the bear traps she laid around the 
outskirts of the village. Much to her surprise – he has the 
power of speech gives her advice on a regular basis. His 
origins are unknown. 

Backstory 

In  order  to  understand  Nikolai’s  origins,  it’s  important  to  
know  that  Pryzrak  aren’t  truly  monsters,  but  bio-mechanical 
beasts controlled by a main server. Nikolai is a prototype 
version of the Pryzrak who run wild across the island. His 
programming got corrupted, and caused him to evolve into a 
self-sustaining entity.  However, he has no recollection of his 
past and isn’t  very  keen  on  exploring  it. 

Look 
Nikolai is a bipedal rodent-like creature, seemingly a mix 
between  a  mouse  and  a  fox.  His  fur  is  dark  red,  and  he’s  
rather small compared to humans. 

Special Abilities N/A 
Weapon Set N/A 

Regular Animations 
 Walk 
 Run 
 Talk 

 
2.3.2.3 Dimitri 
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Personality 

 Focused 
 Knowledgeable 
 Generous 
 Short - tempered 

Relationship to 
Player Character 

Dimitri acts as a guide to the player character, Alisa and the 
rest of the village. He aims to keep those living in Ostrov 
safe from harm. He has also acted as a kind of father figure 
since  the  passing  of  Alisa’s  parents. 

Backstory 

Dimitri has lead the village of Ostrov for many years. He 
carried this task on from his father and with it came the 
responsibility of sustaining lives and retaining knowledge. 
Dimitri has always been fond of knowledge and watches 
over the library which retains all recorded knowledge of 
Ostrov. He also updates this as much as he can by writing 
his own books. He has always requested that any 
discovered knowledge be passed to him for studying and 
protection.  
 
A couple years prior to the events taking place in the game, 
Dimitri’s  son  and  wife  were  killed  during  a  Pryzrak  attack.  He  
has since hated himself for his failure and has become 
mournful. He misses them but never shows his sorrow. 
What’s  more,  this  fact  has  made  him  worry  about  who  will  
take over the guidance of the village when he is no longer 
able to. He has been considering that Alisa could take on 
this role, having already been showing strength and wisdom 
when hunting and gathering food for the villagers. 

Look 
Dimitri is a very rough looking person. He is scarred from 
many Pryzrak encounters. His clothing has been past down 
his family and represents his role in leading the village. 

Special Abilities Well refined swordsmanship 
Weapon Set Sword 

Regular Animations  Walk 
 Talk 

 
2.3.2.4 Katerina 
 

Personality 

 Fierce 
 Rude 
 Strong 
 Just 

Relationship to Her main role is to offer the player assistance at the 
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Player Character beginning of the game, and direct them to the correct areas. 
Older  than  Alisa,  she  acts  like  a  big  sister.  She’s  harsh,  yet,  
in her own way, loving. 

Backstory 

Not much is known from her past, but one thing's for certain 
- as  with  many  people  who  live  on  Ostrov,  she  hasn’t  had  an  
easy childhood. She grew up with Grigori, and their close 
bond lead them to settle down with each other. Her hate for 
the Pryzrak lead her to follow the path of the warrior, in order 
to help defend the village. 
 

Look 

Katerina  wears  the  village’s  guard  uniform,  which  consists  
mostly of tough leather clothing and armour plates to defend 
vital body parts. Her large fur-lined hood helps her fight off 
the cold.  She always carries her sword with her, and seems 
to never take off her armour plates.  

Special Abilities Amazing Swordsmanship 
Weapon Set Sword 

Regular Animations 

 Walk 
 Attack 
 Jump 
 Talk 

 
2.3.2.5 Grigori 
 

Personality 

 Relaxed 
 Kind 
 Mellow 
 Funny 

Relationship to 
Player Character 

Much like Katerina, his role is to offer the player assistance 
at the beginning of the game, and direct them to the correct 
areas.  He’s  kind  and  respectful  towards  Alisa. 

Backstory 

Grigori grew up along with Katerina, and because of that 
close  bond,  they  ended  up  settling  together.  While  he  hasn’t  
suffered the same amount of loss as his peers (as his 
parents are still alive),  he’s  seen  people  close  to  him  go  
through hardships because of the relentless Pryzrak attacks, 
and because of that, he bravely defends the village. 

Look 
He  also  wears  the  guard’s  uniform.  His  armour  covers  his  
chest, forearms, wait and knees. Unlike Katerina, he prefers 
to leave his hood down. 

Special Abilities Good Swordsmanship 
Weapon Set Sword 
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Regular Animations 

 Walk 
 Attack 
 Run 
 Talk 

 
2.3.2.6 Nadya 
 

Personality 

 Irritable 
 Quiet 
 Reliable 
 Proud 

Relationship to 
Player Character 

Nadya sells food and supplies to the Alisa and the other 
villagers. At times she pays Alisa to gather supplies for her 
during hunting expeditions. 

Backstory 

Nadya, as many others, has been orphaned for many years. 
Despite this, she refuses pity or help from others but she 
remains bitter. It is obvious that she has been having 
difficulty attaining her own food, selling most of what she 
owns  at  her  parents’  old  shop.  At  times  she  has  been  known  
to disappear from the village. When this first happened 
people believed her to be dead. She refuses to say where 
she disappears to but it is suspected that she explores 
outside of The Village in search of supplies for her shop. 

Look 
She wears very simple, ragged clothes. Her hair is short cut 
and tied back. She has very poor posture and spends a lot 
of time hunched over the front desk of her shop. 

Special Abilities Sells Supplies 
Weapon Set N/A 

Regular Animations  Sit 
 Talk 

 
2.3.2.7 Eva 
 

Personality 

 Quiet 
 Shy 
 Calm 
 Kind 

Relationship to 
Player Character 

Eva sells potions and medicinal remedies to Alisa and the 
other villagers. She will also buy herbs from the player 
character. 

Backstory Eva’s  mother  was  the  previous  village  shaman.  The  
circumstances  of  her  birth  were  controversial,  as  shaman’s  
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ethical rules dictated that they must remain celibate. 
Because of this, the identity of her father is unknown. 
However, the Pryzrak's relentless attacks and the constant 
need of medical care caused the villagers to overlook this 
rule. 

Look 
As she grew up, her mother instructed her into the shamanic 
arts, and when she died of old age, Eva decided to follow in 
her steps and help the village. 

Special Abilities She wears a trench coat and simple clothes reminiscent of 
the  ancient  shaman’s  clothing  style. 

Weapon Set Sells potions and medicinal products 

Regular Animations 
 Sit 
 Talk 
 Walk 

 
2.3.3 Enemies 
 
2.3.3.1 MAINFRAME 661 
 

Personality 

Because MAINFRAME 661 is a computer-based entity, it 
doesn’t  have  a  personality  as  defined  by  human  standards.  
It’s  highly  logical  and  unreasonable,  as  it  was  programmed  
to follow certain instructions by the letter. 

Relationship to 
Player Character 

Because Alisa is a trespasser inside the laboratory, 
MAINFRAME 661 is hostile towards her.  

Back Story 

MAINFRAME  661  was  built  to  run  Ostrov’s  flotation  devices  
as well as the Pryzrak's maintenance and deployment.  It’s  
behaviour runs according to an algorithm that takes into 
account total population, resources used, and the recovery 
rate of these resources. 
 
For example, if 100 humans consume must kill 100 rabbits 
daily to survive, but rabbits can only breed a rate of 50 
rabbits/day; MAINFRAME 661 determines that there are too 
many humans, and dispatches the Pryzrak to exterminate 
50 of them.  
 
Since it must analyze all this data, it is common that it 
requests live samples to be taken in order to study them in 
depth. This is why Ivan is kidnapped and not killed. 

Look 
MAINFRAME 661 is a large computer system that spans 
across a whole room. Its large mechanical head hangs from 
the ceiling and can rotate on all axes. It also has two claws 
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that allow it to grab objects. 

Special Abilities 

Because MAINFRAME 661 controls the whole laboratory, it 
can open trap doors and call upon hordes of Pryzrak to 
defend it if it needs. It is also able to use laser beams to 
attack enemies. 

Weapon Set Laser Guns 

Regular Animations 
 Attack 
 Move 
 Summon 

  
2.3.3.2 The Pryzrak 
 

Personality 
The Pryzrak are designed to act like beasts, and thus have 
little personality. All their actions are determined by 
MAINFRAME 661.  

Relationship to 
Player Character 

Because of the increasing human population on Ostrov, 
they’re  aggressive  towards  them.  However,  if  MAINFRAME-
661 were to determine that the human population was under 
control,  they’d  be  more-or-less neutral.  

Back Story 
The Pryzrak are extended entities from MAINFRAME-661 
and were engineered by long gone people who planned for 
Ostrov to be run by computers only. 

Look 

The Pryzrak come in various shapes and sizes, but are 
generally feral looking creatures covered in fur. They can 
have  any  combination  of  legs,  arms  and  wings.  They’re  
covered in short fur and generally look intimidating.  

Special Abilities Flying, Attacking, etc. 
Weapon Set Claws, fireballs, etc. 

Regular Animations 
 Attack/Fly 
 Run 
 Idle 
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Section 3: Combat 
 
3.1 Weapons 
 
3.1.1 Hunting Dagger 
 
General description 
and most effective 
use 

The Hunting Dagger has a short range and low damage 
output, but allows the player to attack at a higher speed. 

When it is first 
acquired 

Alisa acquires the Hunting Dagger inside her house at the 
beginning of the game.  

Art See Appendix A. 
    
3.1.2 Longsword 
   
General description 
and most effective 
use 

The Longsword has a larger range than the dagger, a high 
damage output, but each individual slash takes longer than 
the  dagger’s  stab. 

When it is first 
acquired 

Alisa receives the Longsword from Katerina before leaving 
the Village to look for her brother.  

Art See Appendix A. 
 
3.2 Inventory Items/Gadgets 
 
3.2.1 Potions 
 
Brief physical 
description of the 
object 

Small bottle(s) that contain medicinal beverages. 
 

When it is first 
acquired Player  can  purchase  them  anytime  at  Eva’s  hut. 

What it does Allows the player to recover lost health points. 
How the player 
equips it 

Automatically equipped when purchased. Player can use the 
action button to consume it. 

Art See Appendix A. 
 
3.2.2 Lantern 
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Brief physical 
description of the 
object 

Small  lantern  that  can  be  held  on  someone’s  belt. 

When it is first 
acquired 

Alisa receives the lantern from Katerina before leaving the 
Village to look for her brother. 

What it does Allows Alisa to light up darkened areas. 
How the player 
equips it Automatically equipped when received. 

Art See Appendix A. 
 
3.2.3 Dead Rabbit 
 
Brief physical 
description of the 
object 

A  dead  rabbit  that  was  caught  in  one  of  Alisa’s  traps. 
 

When it is first 
acquired Alisa collects the dead rabbit on her hunting trip. 

What it does Triggers the Pryziak attack when Alisa returns to the village. 
How the player 
equips it Automatically equipped when received. 

Art See Appendix A. 
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Section 4: Controls 
 
4.1 PC Controller Commands 
 
4.1.1 Movement 
 
Move W, A, S, D 
Look Mouse 
Jump Space 
Pickup Object/Interact F 
Crouch C 
Running Shift 
 
 
4.1.2 Battle 
 
Switch Weapon 1, 2, (Alt: Mouse Wheel) 
Attack Left Mouse 
Block Right Mouse 
Use Potion Q 
 
 
4.1.3 Miscellaneous 
 
Focus on Point of Interest E 
Open Menu Tab 
Pause Game Esc 
Turn Lantern On/Off G 
 
4.2 Xbox Controller Commands 
 
4.2.1 Movement 
 
Move Left Control Stick 
Look Right Control Stick 
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Jump ‘A’  Button 
Pickup Object/Interact ‘X’  Button 
Crouch ‘B’  Button 
Running Right Bumper 
 
4.2.2 Battle 
 
Switch Weapon Left and Right Control Pad 
Attack Right Trigger 
Block Left Trigger 
Use Potion Control Pad Up 
 
4.2.3 Miscellaneous 
 
Focus on Point of Interest ‘Y’  Button 
Open Menu Start Button 
Pause Game Back Button 
Turn Lantern On/Off Control Pad Down 
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Section 5: Interface 
 

5.1 The Camera 
 
The entirety of Ostrov is played from a third person camera perspective. Some 
cutscenes will be in first person, but all gameplay will be from the third person view.  
 
5.1.1 Standard View 
 
For all gameplay sequences, the camera will be placed behind Alisa allowing the 
player to see her as well as her surrounding environments. The exact position behind 
Alisa will be able to be dynamically adjusted to a certain degree but the camera will 
remain in a third person view for all of Ostrov's gameplay.  
 
5.1.2 Alternate Views 
 
During some of the cutscenes, the camera will be in a first person view from the point 
of view of the main character, Alisa. This will allow the player to see the environment 
as Alisa would see it, but will not allow the player to see any of the character aside 
from her hands and weapons.  
 
5.1.3 Player-controllable Options 
 
The player is able to control the position of the camera to a certain degree behind 
Alisa, allowing for a greater field of view of the surrounding environments. However, 
the player will not be able to toggle between first and third person views, and the only 
time first person will be used is during specific cutscenes.  
 
5.1.4 Points of Interest 

 
When available the player will be able to press a key to zoom in on a point of interest. 
The camera will focus on the point of interest which acts a clue to the player 
 
5.2 Heads Up Display 
 
The player is provided with a simple and concise heads up display that allows them 
to view most important gameplay information at a glance. The middle and middle left 
area of the screen will show the player mission objective information and the lower 
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right hand portion of the screen displays Alisa's health as well as her location on a 
mini-map.  
  
5.2.1 Worldview 
The worldview, including the main character herself will be shown in the main area of 
the screen with status information on the perimeter of the screen in most cases.  
  
5.2.2 Status information 
 
5.2.2.1 Health 
 
The lower right corner of the screen shows a health bar that dynamically changes 
with Alisa's current health level.  
 
For boss enemies, a health bar will appear in the upper centre of the screen 
indicating the health of that boss. This will not be shown for trivial enemies such as 
the Pryzrak.  
 
5.2.2.2 Weapon Equipped 
 
Alisa only has two weapons, a dagger and a sword. Because the camera is always in 
3rd person during gameplay it is easy for the player to tell which is equipped, and 
therefore has been left off of the HUD for more screen real estate. 
 
5.2.2.3 Mission Objectives 
 
When a mission is first triggered, the mission description will be shown in the middle 
left of the screen for 15 seconds. During the entirety of each mission, a marker 
showing the relative position and distance to the player will be shown onscreen.  
 
5.2.3 Mini-map 
 
A mini-map will be shown in the bottom right of the screen showing Alisa's position in 
the world as well as markers for the current objectives. This map will rotate with 
Alisa's facing direction and will also show compass bearings for easier navigation.  
  
5.3 Menus 
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5.3.1 Game Screen Flow Diagrams 
 
To see the game screen flow diagrams, as well as the layout of each game menu, 
see Appendix B. 
  
5.3.2 Start Menu 

 
Install Allows the user to install the game on their PC.  
Play Game Brings the user to Ostrov's main menu.  

Bonus Features Allows the user to explore to bonus features on the disc. 
This includes the user manual and game information.  

Uninstall Allows the user to uninstall the game from their PC.  
Quit Closes this screen.  
 
5.3.3 Main Menu 

 

Continue Allows the user to continue from the last saved checkpoint 
(one per machine). 

New Game Allows the user to start a new game.  
 
5.3.4 Game Menus 

 
Display The user can adjust the screen size to fit their display. 
Audio The user can adjust master audio levels. 

Map 
A larger version of the minimap on the HUD will be available 
for the player to get a better understanding of their position 
in the world.  

Quit Quits the game and returns the player to the previous menu. 
 
5.3.5 Inventory Menu 

 
The inventory menu will show the player a list of the book excerpts they have 
collected over time and allow them to browse their contents to achieve a better grasp 
on the story.  
  
5.3.6 Credits 
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Credits will be shown when they player chooses quit. These credits will be able to be 
dismissed by the user.  
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Section 6: Artificial Intelligence 
 
6.1 Basic Melee Enemies (NPC) 
 
6.1.1 Statistics 
 
Field of View Basic melee enemies will have a field of view of 180 degrees 
Range of View Basic melee enemies will have a range of view of 100 metres 
 
6.1.2 Internal States & Triggers 
 

Idle 
Basic melee enemies will idle when the player has not entered 
their field of view. During idle, the enemy is checking for the 
player, but not actively searching.  

Targeting 
When the player has been detected, the enemy will approach 
the character until in within appropriate range to attack (2m) 

Attack 
When the enemy is close enough to the player to attack, it will 
attack sporadically.  

 
6.1.3 Movement 
 

Pathfinding 

In some situations, basic melee enemies will be required to 
follow paths around an area in a level. This will be done by 
setting waypoints and having the enemy wander between them, 
either randomly or in a repeated specific order.  

 
6.1.4 Combat decisions 
 
 Friend/foe recognition 
 Targeting decisions 
 Attack player with melee 
 
6.2 Ranged Enemy (NPC) 
 
6.2.1 Statistics 
 
Field of View Ranged melee enemies will have a field of view of 180 degrees 
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Range of View Ranged melee enemies will have a range of view of 100 metres 
 
6.2.2 Internal States & Triggers 
 

Idle 
Ranged melee enemies will idle when the player has not 
entered their field of view. During idle, the enemy is checking for 
the player, but not actively searching.  

Targeting When the player has been detected, the enemy will approach 
the character until in within appropriate range to attack (20m) 

Attack When the enemy is close enough to the player to attack, it will 
attack sporadically.  

 
6.2.3 Movement 
 

Pathfinding 

In some situations, ranged melee enemies will be required to 
follow paths around an area in a level. This will be done by 
setting waypoints and having the enemy wander between them, 
either randomly or in a repeated specific order.  

 
6.2.4 Combat Decisions 
 
 Friend/foe recognition 
 Targeting decisions 
 Attack player with fireball 
 
6.3 NPC - Final Boss 
6.3.1 Statistics 
 
Field of View The final boss will have a field of view of 360 degrees 
Range of View The final boss will have a range of view of 80 metres 
 
 
6.3.2 Internal States & Triggers 
 

Idle 
The final boss will idle when the player has not entered its field 
of view. During idle, the boss is checking for the player, but not 
actively searching.  
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Targeting When the player has been detected, the boss will check that 
they are in line of sight to attack, and then do so. 

Attack When the boss able to attack the player, it will attack 
sporadically.  

 
 
6.3.3 Movement 
 
The final boss is stationary and simply rotates to face the player. 
 
6.3.4 Combat Decisions 
 
 Targeting decisions 
 Attack player 
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Section 7: Detailed Level and Mission 

Descriptions 
 
7.1 Mission 1: Training Level/ Tutorial 
 

Synopsis 
Alisa needs to check the traps around the village in order 
to get some food for herself, Nikolai and her brother.  

Introductory Material Short  Cutscene  at  the  village’s  entrance. 

Mission Objectives 

 Player Objectives 
o Learn the controls 
o Get a feel for the environment/introduction to 

the map 
 Game Objectives 

o Talk to Ivan 
o Meet up with the Nikolai 
o Check traps 
o Collect the rabbit from trap 
o Follow Niko back to vantage point 
o Look at the city 

Physical Description Open World/Village 
Map See Appendix C. 
Enemy Types 
Encountered In-Level None 
Weapons/Power-ups 
Available Dagger 

Closing Material 
After the player checks all the rabbits and returns to the 
village, a cutscene showing the village on fire plays. 

 
7.2 Mission 2: Defend Village/Find Ivan 
 

Synopsis 
Alisa rushes into the village looking for her brother. She 
must try to find him while cutting down the enemies that 
get in her way. 

Introductory Material A short cutscene at the entrance of the village. 

Mission Objectives 
 Game Objectives 

o Clear the city 
o Enter your house 
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o Kill the Beast 
o Look For Ivan 

Physical Description Open world/Village 
Map See Appendix C. 
Enemy Types 
Encountered In-Level Basic, Boss A 
Weapons/Power-ups 
Available Dagger 

Closing Material Cutscene 
 

7.3 Mission 3: Follow the Blood 
 

Synopsis Alisa must prepare for the journey, meet up with Katerina 
and begin her journey to finding Ivan.  

Introductory Material Interaction with Katerina 

Mission Objectives 

 Game Objectives 
o Meet up with Katerina 
o Collect your weapons 
o Follow the blood trail to the Dark Forest 
o Enter the Dark Forest 

Physical Description Open world/Village 
Map See Appendix C. 
Enemy Types 
Encountered In-Level Basic, Ranged, Heavy 

Weapons/Power-ups 
Available Sword, Dagger 

Closing Material Short Cutscene at the entrance of the forest.  
 
7.4 Mission 4: The Dark Forest 
 

Synopsis 

Alisa and Nikolai enter the forest and hear cries - they rush 
towards it only to find Ivan amongst a pack of Pryzrak. She 
tries to save him only to be met with a fierce foe. She slays 
him and received an ancient talisman.  

Introductory Material N/A 

Mission Objectives 

 Game Objectives 
o Follow the Sound 
o Find the Pryzrak Leader 
o Pick up the amulet 
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o Leave the Dark Forest 
Physical Description Dark Forest 
Map See Appendix C. 
Enemy Types 
Encountered In-Level Basic, Ranged, Heavy, Boss B 
Weapons/Power-ups 
Available Sword, Dagger 

Closing Material Prompt to back to the village 
 
7.5 Mission 5: Back to the Village 
 
Synopsis N/A 

Introductory Material 
Alisa shows Dimitri the amulet in order to find more about 
it. 

Mission Objectives 

 Game Objectives 
o Return to the King 
o Present the Amulet 
o Return to your House to rest 
o Listen to the King, figure out the amulet 
o Re - equip and set off north 

Physical Description Open World, Village 
Map See Appendix C. 
Enemy Types 
Encountered In-Level Basic, Ranged, Heavy 
Weapons/Power-ups 
Available Sword, Dagger 

Closing Material Prompt to leave the village 
 

7.6 Mission 6: Long Walk 
 
Synopsis N/A 
Introductory Material Prompt to leave the village 

Mission Objectives 
Game Objectives 
Travel North to find the door 
Enter the Tunnel 

Physical Description Open World 
Map See Appendix C. 
Enemy Types Basic, Ranged, Heavy 
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Encountered In-Level 
Weapons/Power-ups 
Available Sword, Dagger 

Closing Material Prompt to enter the tunnels. 
 
7.7 Mission 7: Vechnyi Tunnels 
 
Synopsis Alisa goes through the tunnels hoping to find her brother.  
Introductory Material Prompt to enter the tunnels 

Mission Objectives 

 Game Objectives 
o Travel through the tunnels 
o Confront the Pryzrak captain 
o Kill the Pryzrak captain 
o Continue to the Tundra 

Physical Description Vechnyi Tunnels 
Map See Appendix C. 
Enemy Types 
Encountered In-Level Basic, Ranged, Heavy, Boss C 
Weapons/Power-ups 
Available Sword, Dagger 

Closing Material Prompt to leave the tunnels 
 
7.8 Mission 8: End Game 
 
Synopsis N/A 
Introductory Material Cutscene 

Mission Objectives 

 Game Objectives 
o Enter the Mainframe Laboratories 
o Rescue Ivan 
o Confront the Mainframe 
o Destroy the Mainframe 
o Accept your fate 

Physical Description Laboratories 
Map See Appendix C. 
Enemy Types 
Encountered In-Level Basic, Ranged, Heavy, End Boss 
Weapons/Power-ups 
Available Sword, Dagger 
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Closing Material Ending Cutscene 
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Section 8: Cutscenes 
 
8.1 Introduction, Cutscene 1: In the House 
 
Actors Pryzrak 
Setting Outside Village 

Script 

EXT. THE VILLAGE - DAY       
                                       
A  small  quadruped beast, a  Pryziak sneaks around a  modest  
village, unnoticed by the waking inhabitants.  It looks around  
frantically, and once it looks satisfied, scurries away into the  
tundra that surrounds the village. 

 
8.2 Mission 1, Cutscene 1: In the House 
 
Actors Alisa 
Setting Inside  Alisa’s  House,  Morning 

Script 

INT.  ALISA’S  HOUSE  - THE VILLAGE - DAY    
                                       
Alisa – in  her  20’s  – is eating as she walks around, noticeably  
drowsy. A large hunting knife lies in a corner – she picks it up  
nonchalantly, and sighs audibly. 
 
ALISA 
 
I  guess  it’s  time  to  check  on  the  traps.  I  really  hope  I  caught  
something worthwhile this time. 

 
8.3 Mission 1, Cutscene 2: Meet the Brother 
 

Actors 
 Alisa 
 Nikolai 
 Ivan 

Setting 
 Outside, in village 
 Early Morning 
 Village Farm, near village gate 

Script 
EXT.  ALISA’S  HOUSE  - THE VILLAGE - DAY - CONTINUOUS      
                            
Alisa walks out of her home. She navigates around the village, 
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making small talk with those she passes. Close to the main 
gate, a young boy – 8 years old - can be seen playing with an  
odd bipedal red rodent. 
 
ALISA 
 
Hey! Nikolai!  It’s  time  to  check  those  bear traps! Ivan, stay out 
of trouble!  
 
IVAN 
 
Alright sis! Make sure to bring good stuff back! 
                                                           
Allow the player to control Alisa and initiate the next sequence 
when they pick up the hunting dagger. 
 
Nikolai, the small rodent, runs towards Alisa and jumps on her 
shoulder, visibly happy. Together, they walk towards the gate. 
 
NIKOLAI 
 
Thank god you finally woke up, I was getting bored playing with 
the kid. 
 
ALISA 
 
Laughing – A  handful,  isn’t  he? 

 
8.4 Mission 1, Cutscene 3: See the Village 
 

Actors 
 Alisa 
 Nikolai 

Setting 
 Edge of cliff, overlooking the village 
 Nightfall 

Script 

EXT.THE VILLAGE OUTSKIRTS - EVENING   
                                          
Alisa’s  traps all failed except one.  She  collects  what’s  there  and 
turns to Nikolai. 
 
ALISA 
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Well,  that  could  have  gone  better...  we’re  almost back at the 
village...let’s  hurry! 
 
It’s  starting  to  get  dark  and  I’d  hate  to  get  ambushed  by  the  
Pryzrak. 
 
NIKOLAI 
 
Right!  Let’s  hurry  up  then.  I’ve  heard  they  like  murdering the 
older ones over the young ones, so you have to be careful, 
grandma. 
 
Alisa pretends to be insulted by  Nikolai’s  terrible  joke,  and  
pushes him off her shoulder amicably, laughing. Nikolai, despite  
the seemingly light-hearted atmosphere, stops laughing 
suddenly – he points towards the village and mutters 
 
NIKOLAI 
 
Fire.  
 
ALISA 
 
Fire? 
 
Alisa  looks  quickly  at  Nikolai’s  worried face and then looks up 
towards the village. 
 
ALISA 
 
No…  (drops  kill)  Ivan!  The  Pryzrak!? 
 
Nikolai  jumps  hastily  on  Alisa’s shoulder as she runs towards 
the village, her face shadowed by worry. 

 
8.5 Mission 2, Cutscene 1: Kill the Beast 
 

Actors 
 Alisa 
 Katerina 
 Grigori 

Setting 
 Alisa’s  house 
 Nightfall 
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Script 

EXT.THE VILLAGE - DUSK 
                                          
Alisa rushes into the village through the main gate, racing 
towards her house – Pryzrak are everywhere, attacking any 
living thing indiscriminately. They try to bar her way, but she 
manages to keep cutting through them frantically. 
                                                           
Arriving to her house, she slams the door open and screams in 
panic. Nikolai, distressed, jumps off her shoulder. 
 
ALISA 
 
Ivan! Ivan! Where are you? Answer me! 
 
Beyond the sound of fighting and the ominous crackle of the fire 
eating at the building, there was no response.  
 
NIKOLAI 
 
You  look  here!  I’ll  check  the  village  again! 
 
ALISA 
 
You’d  better  come  back…! 
 
As she watches Nikolai scurry through the doorway, Alisa 
hurries  towards  Ivan’s  room.    As  she  walks  through  the  
doorway, a large Pryzrak jumps from the window and attacks 
her. Desperately, she attempts to defeat it, but its sheer power 
overwhelms her.  
 
Once  she’s  ready to collapse, she hears a pair of footsteps 
hurrying towards her. 
 
GRIGORI 
 
What’s  going  on  here? Seems like our young Alisa could use 
our help! 
 
KATERINA 
Shut up and take care of this bullshit! This thing is a fucking 
monster! Kill it! 
 
ALISA 
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But... 
 
As Alisa tries to continue her sentence, the Pryzrak pounces 
towards her – but is quickly  pushed away  by a swift slash from 
Katerina’s  sword. 
 
KATERINA 
 
No time for chatter! Kill it! 
 
Thanks to their combined force, they dispatched the Pryzrak. 

 
8.6 Mission 2, Cutscene 2: Discuss Ivan 
 

Actors 
 Alisa 
 Katerina 
 Grigori 

Setting 
 Alisa’s  house 
 Nightfall 

Script 

ALISA 
 
Alright!  It’s  dead! (Pause) Have you seen my brother? Has 
he...? 
 
GRIGORI 
 
Well,  we  can’t  tell  until  all  the  Pryzrak  are  gone,  but  I  haven’t  
seen your brother among the dead bodies. 
 
KATERINA 
 
Well,  don’t  forget  that  the  ones  they  don’t  kill,  are taken away 
somewhere... 
 
As Katerina finishes her sentence, Nikolai jumps into the room, 
out of breath. 
 
NIKOLAI 
 
I...couldn’t find him. I asked around and There have been 
reports of the Pryzrak taking children again! 
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Alisa, crouches slowly, tears in her eyes. Katerina, Grigori and 
Nikolai, their face shadowed by worry, walk towards her.  
 
Suddenly, Alisa gets up, putting her hunting knife in a hilt on her 
belt. 
 
ALISA 
 
I’m  going! Where did those things run off  to?  I  promised  Ivan  I’d  
get him his supper, and I plan to do so. 
 
NIKOLAI 
 
Every search  party  we’ve  sent...have  never come back – going 
after Ivan will only result in your own death! 
 
ALISA 
 
You expect me to sit around the village, safe, while my only 
brother has been taken by these monsters? (pause) No! I’m  
going! 
 
(Silence) 
 
KATERINA 
 
Let the girl  do  what  she  wants…  (Pause)  Get ready for travel – 
come  and  see  me  tomorrow  morning,  and  I’ll  let  you  know  
where we believe  they’ve  ran  off  to.  Leaving  unprepared  won’t  
help anyone. 
 
GRIGORI 
 
Sweetheart...it’s  much  too  dangerous. 
 
KATERINA 
 
Her reasons are well thought out. Let the girl go save her 
brother. 

 
8.7 Mission 3, Cutscene 1: Get Ready 
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Actors 
 Alisa 
 Katerina 
 Grigori 

Setting  Outside  Katerina’s  House 
 Morning 

Script 

Alisa goes around the village collecting food, goods and 
weapons for her expedition – once she’s ready, she heads 
towards the town gate, where Katerina and Grigori are waiting 
for her. 
  
ALISA 
 
Alright,  I’m  ready to go. Where have the Pryzrak run off to?  
 
KATERINA 
 
They’ve  gone  northwest, past the tundra and into the Tiomniy 
forest.  It’s  a  maze,  so  be  very  careful.  Take  these.  Grigori 
hands her a sword, a shield, and a compass. Alisa turns around 
to leave, but Katerina grips her shoulder. 
 
KATERINA 
 
You seem to be forgetting someone. 
 
Nikolai slowly appears from behind her. 
 
ALISA 
 
...you’re  coming?! 
 
NIKOLAI 
 
You’d  get  lost  within  five  minutes  without me. Besides, I owe 
you one – I  can’t  let  you die by yourself! 
 
Nikolai  jumps  onto  Alisa’s  shoulder  and  they leave the village, 
waving goodbye to Grigori and Katerina. 

 
8.8 Mission 3, Cutscene 2: Follow the Blood 
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Actors  Alisa 
 Nikolai 

Setting South Forest 

Script 

Silence governs the grim tundra – small human footprints 
scattered among claw marks cover the ground. Alisa walks up 
to them, crouches, and runs her hands over them. 
 
ALISA 
 
It seems  we’ve  struck  gold!  These  are fresh! They lead into the 
forest! Let’s  go! 
 
NIKOLAI 
 
This place  is  a  maze,  don’t  rush!  Let’s  wait  until  morning.   

 
8.9 Mission 3, Cutscene 3: Before the Forest 
 

Actors  Alisa 
 Nikolai 

Setting Entrance to the Dark Forest 

Script 

Once morning, Alisa and Nikolai enter the forest – the trees,  
large and imposing, block light from completely illuminating the 
place, making it very difficult to see. 
 
NIKOLAI 
 
So, exactly why did we come into this forest? Those footprints 
may have led here, but  we’re  just  going  around  in  circles  now... 
 
ALISA 
 
I think we may be lost... 

 
8.10 Mission 4, Cutscene 1: The Captain 
 

Actors 
 Alisa 
 Nikolai 
 Pryzrak Captain 
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Setting  Nighttime 
 End of Dark Forest 

Script 

Faint in the distance, a muffled scream rips the silent 
atmosphere. 
 
ALISA 
 
That’s  a  kid’s  voice!  This  way! 
 
The duo runs towards the noise and find a large group of  
Pryzrak with Ivan tied up, among other children. Alisa rushes 
the group head first – Nikolai falls from her shoulder and runs 
behind her to catch up. Alisa dispatches a few smaller Pryzrak, 
until the leader of the pack, approaches her. 
 
PRYZRAK LEADER 
 
I...In..truder. Must Neutralize. 
 
ALISA 
 
It speaks?! 

 
8.11 Mission 4, Cutscene 2: The Amulet 
 

Actors  Alisa 
 Nikolai 

Setting  Nighttime 
 End of Dark Forest 

Script 

Alisa defeats the leader after a long and gruesome battle.  
Throughout the fight, it groaned and muttered broken words. 
  
After being slain, it leaves an odd key-like object behind with its 
remains – Alisa picks it up and adds it to her inventory.  
 
NIKOLAI 
 
So, at least we know this thing wanted to kill you,  it  wouldn’t  
shut up about it. 
 
ALISA 
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This isn’t  time  for  jokes!  How  did  this  thing  talk?  Pryzrak  are  
nothing more than wild beasts...right? 
 
NIKOLAI 
 
I‘m  no  longer  sure, but what I do know is that these footprints 
lead to the exit of this damned  forest!  Let’s  get  out  of  here! 
 
Alisa and Nikolai walk towards the exit, hoping to find Ivan as 
soon as possible. 

 
8.12 Mission 5, Cutscene 1: Her Return 
 

Actors 

 Alisa 
 Nikolai 
 Chief 
 Katerina 

Setting  Evening 
 Chief’s  house 

Script 

THE VILLAGE – MORNING 
 
After trekking back to village through the hidden tunnel and go 
see the village leader right away. 
 
DIMITRI 
 
You’re  back?!  Where  is  Ivan? 
 
ALISA 
 
We  haven’t  been  able to find him yet – however, we picked this 
thing up after slaying a large Pryzrak. 
 
DIMITRI 
 
Let  me  study  it…come  back  later!  Go  rest! 

 
8.13 Mission 5, Cutscene 2: Setting Out 
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Actors 

 Alisa 
 Nikolai 
 Chief 
 Katerina 

Setting 
 Morning 
 Village 
 Chief’s  House 

Script 

THE VILLAGE – AFTERNOON 
 
Alisa and Nikolai take care of errands and go back to the ruins 
of their house to rest. 
 
Once  they  wake  up,  they  head  to  the  Village  Chief’s  house. 
 
DIMITRI 
 
Welcome back – I  think  I’ve  solved  the  puzzle… 
 
ALISA 
 
You have? 
 
DIMITRI 
 
I found a small mechanism at the back of the contraption. 
When I tinkered with it, it separated into four different pieces.  
 
NIKOLAI 
 
Those look like the indentations on that door! 
 
ALISA 
 
They  must  open  it!  Let’s  go.  Thank you so much, chief! 
 
DIMITRI 
 
Take  care…! 
 
Alisa and Nikolai run off, and go back to the large door, past the 
forest. 
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8.14 Mission 6, Cutscene 1: The End Door 
 

Actors  Alisa 
 Nikolai 

Setting  Evening 
 North Door 

Script 

INT. THE VYCHNYI TUNNELS – AFTERNOON 
 
Once Nikolai and Alisa arrive at the door, they place the four 
different pieces into their respective spots. 
 
NIKOLAI 
 
Whoa! 
 
Once the last piece is added, the door glows and slowly opens.  
Once the path is clear – Alisa charges forward. 
 
Nikolai rushes into the tunnels, trying  to  keep  up  with  Alisa’s  
stride. Oddly, even though the light should be dimming as they 
traveled deeper into the tunnels; light still easily pierces the 
abandoned corridors. 
 
Pryzrak block their way as they advance deeper and deeper 
into the tunnel. Alisa cuts through them with relative ease, 
powered by her will to find her brother. 
 
They continue their stride until they hit a section of the tunnel – 
they’re  no  longer  walking on ground – and hear large clanks as 
they take every step. They’re  effectively  standing  on  a large 
metallic bridge. 
 
NIKOLAI 
 
It  sounds  like  we’re  walking  on  a large of sheet of 
armor…suspended  in  the  air… 
 
ALISA 
 
How...did this get here? Did the Pryzrak build this? Or was it 
someone else? 
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A tattered page lies on the floor – Alisa picks it up and reads it 
aloud. 
 
ALISA 
 
“The  latest  AI  test showed that the system works correctly – 
however, the biomechanical joints of PROTOTYPEA2819 are 
too weak and rust at a disappointing  rate”. Nikolai…what  does  
this  all  mean…? 
 
NIKOLAI 
 
This island is hiding some secrets, it seems… 
 
As Nikolai finishes his words, a loud alarm resonates through 
the tunnel. 
 
ROBOTIC VOICE 
 
ALERT! ALERT! ROGUE HUMAN IN THE AREA. CODE 417 – 
EXTERMINATE. 
 
Large noises can be heard behind a large door – coming 
closer…and  closer.  Bangs  can  be  suddenly heard breaking 
down the door, and once it finally gives out and falls, a 
monstrous Pryzrak faces Alisa. 
 
ROBOTIC VOICE 
 
TARGET FOUND – DESTROY. 
 
Alisa  tries  to  defeat  the  monster,  but  it’s  too  large  and  robust   
– at one point during the battle, Nikolai points out a weak  
point  in  the  structure  they’re  all standing on – Alisa destroys the 
joint and causes part of it to fall, dragging the monster with it.  
 
ALISA 
 
These things are getting  more  vicious…maybe  even  more 
intelligent – I’m not  sure  they’re  just  animals anymore… 
 
NIKOLAI 
Well…the  exit  to  the tunnel seems to be past this bridge, we 
just need to figure out how to get across this gap we just 
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created… 
 
The duo continues to navigate through the odd tunnels until 
they find the exit. 

 
8.15 Mission 7, Cutscene 1: The Bridge 
 

Actors  Alisa 
 Nikolai 

Setting 
 Night 
 Vechnyi Tunnels 
 Chasm to the Tundra 

Script 

EXT. ENTRANCE TO THE LABORATORY – MORNING 
 
Around a large crevasse in the landscape, a tunnel opens up  
 
NIKOLAI 
 
Hey!  Isn’t  this  Ivan’s  scarf?   
 
ALISA 
 
It is! Let’s  go!  This  must  be  where  those  monsters   
dragged my brother! 
 
NIKOLAI 
 
(whispering)  Let’s  hope  he’s  still alive... 

 
8.16 Mission 8, Cutscene 1: Reunited 
 

Actors 

 Alisa 
 Nikolai 
 Ivan 
 Dead Kids 

Setting 
 Night 
 Skrytyi 
 Labs 

Script EXT. DEEP INSIDE THE LABORATORY 
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After navigating the confusing network of corridors, Alisa and  
Nikolai arrive at an ominous room – noises and cries can be 
heard behind a large iron door – as Nikolai and Alisa try to pry it 
open, a large monster appears from another door and attacks 
them.  
 
ALISA 
 
These things are absolutely everywhere! 
 
Once Alisa slays the beast, she and Nikolai pry open the door 
to find large cages where all the kidnapped children are kept. At 
the sight of Alisa, they all exclaim out in joy. 

 
8.17 Mission 8, Cutscene 2: The Endgame 
 

Actors  Alisa 
 Mainframe 

Setting  Night 
 Skrytyi 

Script 

Alisa sees Ivan, scarred up and dirty, but safe nonetheless, and 
she rushes towards him. Her and Nikolai attempt to open the 
locks, and as they do that, the door they entered through slams 
closed, and another one, at the northern end of the room, slowly 
opens. Hesitantly, she walks past the door 
 
MAINFRAME 
 
Human rebel, you’ve  gone  far  enough  – these specimens shall 
not be released. 
 
ALISA 
 
Who are you? Why are you doing this? 
 
MAINFRAME 
 
I’m  Number 661, the Mainframe of the OSTROV floating island 
system. My main functionality is to study and limit the amount of 
“humans”  – A large amount of them would lead the island to 
ruin. 
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ALISA 
 
What are you going to do to these children? 
 
MAINFRAME 
 
Data is currently being collected – once  we’ve  gathered 
enough, we will dispose of them. 
 
ALISA 
 
Dispose  of  them?  I  won’t  let  you! 
 
MAINFRAME 
 
My role is to maintain the homeostasis of this fragile eco-system 
– a large amount of humans would break the balance and lead 
the island to famine. If I were to break down, the flotation 
systems would halt, and the island would crash into the ocean. 
The protocol states that you forfeit and be disposed of – rogue 
human.  
 
ALISA 
 
I will not allow for my kin to be sacrificed over and over again for 
the sake of an old civilization! I will shut you down! And if the 
island falls...let it  fall!  We’ll  survive!  And  once  we  do,  we’ll  be  
able to live without fear! 

 
8.18 Mission 8, Cutscene 3: The Collapse 
 

Actors  Alisa 
 Mainframe 

Setting  Night 
 Skrytyi 

Script N/A 
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Section 9: Game Modes 
 
9.1 Gameplay Description 
 
Ostrov is a single player, 3rd person hack and slash action and adventure game. 
 
9.2 Rules 

 
The following rules will apply during gameplay: 
 
 When the characters life is at 0, the character will die, prompting a game over 

screen 
 The health bar will be incremented into five sections. The player has 100 

health points portioned into five 20 point health increments. The player will not 
see the numeric value, only the representation. 

o Health points will regenerate to the top of the section when the 
character takes no damage for 15 seconds 

o Health points will go no higher than that section unless the character 
uses a health potion 
 A health potion will take 3 seconds to consume 

 Falls will cause damage to the playable character 
 Damage taken will be in relation to the distance the character is dropped 
 Enemies will also cause damage to the player character 
 Damage taken from the enemies will be in relation to the type of enemy 

attacking the player 
 Certain environmental areas will damage the player in occurrence to the rules 

of that environment entity 
 
9.3 Respawning 

 
The following rules apply to a character respawning: 
 
 The player will respawn immediately after selecting the option to respawn on 

the game over screen. The game will start with load screen. 
 The player will respawn at the last activated respawn fountain 

o Respawn fountains will activate when the character is within 20 meters 
of the fountain and has line of sight on the fountain 
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 Fountains will be placed in strategic locations throughout the world to allow the 
player to continue the journey. 

o See respawn locations on world map in Appendix C. 
 The player will respawn with all the weapons that they had when they died. 
 The player will receive a penalty when dying; this penalty is still to be 

determined. 
 
9.4 Victory Conditions 
 
The game will be completed, and the player will be victorious when the player kills 
the final boss, Mainframe 661.  
 
 
9.5 List of Level Maps 
 
The following level maps will be available within Appendix C. 

 Open World 
o Village (Part of the Open World) 
o Tutorial Level (Part of the Open World) 

 Dark Forest 
 Small Tunnels 
 Vechnyi Tunnels 
 Final Tundra 
 Skrytyi 
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Section 10: Asset List 
 
10.1 Art 
 
10.1.1 Models & Textures 
 
10.1.1.1 Characters 

 

Player Character Alisa 
Base Model and 
Attachments (Stole, 
Lantern, and Rabbit) 

Allies 

Ivan Alisa’s  little  brother 
Dimitri Village leader 
Katerina Village guard 
Grigori Village guard 
Nadya Shopkeeper 
Eva Shaman 
Nikolai Rodent 

Enemies 

Basic Enemy 
Heavy Enemy 
Ranged Enemies 
Boss A 
Boss B 
Boss C 
Final Boss 

Neutrals Children 
Other children who have 
been kidnapped, to appear 
in final level 

 
 
10.1.1.2 Weapons 
 

 Dagger/Knife 
 Sword 
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10.1.1.3 Equipment/Gadgets 
 

 Potions 
 Books 
 

10.1.1.4 Environmental Objects 
 
10.1.1.4.1 Village (Exterior) 
 
Object State 

Houses 

Chiefs House 
Default 
Damaged 

Players House 
Default 
Damaged 

Poor House 1 
Default 
Damaged 

Poor House 2 
Default 
Damaged 

Poor House 3 
Default 
Damaged 

Medium House 1 
Default 
Damaged 

Medium House 2 
Default 
Damaged 

Medium House 3 
Default 
Damaged 

Guard Tower 
Default 
Damaged 

Tavern 
Default 
Damaged 

Shop 
Default 
Damaged 

Accessories 
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4 Step Stair Default 
10 Step Stair Default 
Training Dummies Default 
Table Default 
Fences Default 
Rock Walls Default 

Village Wall 
Default 
Damaged 

Fountain Default 
 
 
10.1.1.4.2 Village (Interiors) 
 
Object State 

Player’s  House 
Bed Default 
Dresser 1 Default 
Dresser 2 Default 
Fireplace Default 
Table Default 
Chairs Default 
Steps Default 

Door (Exterior) 
Default 
Damaged 

Chief’s  House 
Weapon Rack Default 
Crest Sign Default 
Bookshelves Default 
Kings Chair Default 
 
10.1.1.4.3 Open World 
 
Object State 

Trees 
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Spruce Trees 
Default 
Snow 
Wet 

Pine Trees 
Default 
Snow 
Wet 

Maple Trees 
Default 
Snow 
Wet 

Poplar Trees 
Default 
Snow 
Wet 

Dead Trees 
Default 
Snow 
Wet 

Oak Trees 
Default 
Snow 
Wet 

X-Trees 
Default 
Snow 
Wet 

Rocks 

Cliff Rocks 

Default 
Snow 
Wet 
Moss 

Rover Rocks 

Default 
Snow 
Wet 
Moss 

Grassland Rocks 

Default 
Snow 
Wet 
Moss 
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Forest Rocks 

Default 
Snow 
Wet 
Moss 

Sand Rocks 

Default 
Snow 
Wet 
Moss 

Grasses 

Forest Grasses 
Default 
Wet 

Grassland Grasses 
Default 
Snow 
Wet 

Weed Grasses Default 

Undergrowth Grasses 
Default 
Snow 
Wet 

Riverland Grasses 
Default 
Wet 

Undergrowth 
Mushrooms Default 
Broken Branches Default 

Leaf Piles 
Default 
Snow 

Pine Bushes 
Default 
Snow 
Wet 

Poplar Bushes Default 

Thick Bushes 
Default 
Snow 
Wet 

Architecture 
Broken House 1 Default 
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Broken House 2 Default 

Bridge 
Default 
Wet 

Advance Guard Tower Default 

Tents 
Default 
Damaged 

Boid Models 
Frogs Default 
Fish Default 
Turtles Default 
Birds Default 
Miscellaneous 
Tunnel Entrance Door Default 
Fences Default 
Campfire Default 
Campfire Spits Default 
Re-spawn Fountains Default 
 
10.1.1.4.4 Final Level 
 
Object State 

Cylinder Enclosures 

Rusted 
Clean 
Dirty 
Bloody 

Gas Cylinders 

Rusted 
Clean 
Dirty 
Bloody 

Wall Pipes 

Rusted 
Clean 
Dirty 
Bloody 

Wall Pieces Rusted 



67 
 

Clean 
Dirty 
Bloody 

Crates 

Rusted 
Clean 
Dirty 
Bloody 
Dusty 

Walking Platforms 
Illuminated 
Rusty 
Clean 

Walking Rails 
Illuminated 
Rusty 
Clean 

Bay Doors 
Clean 
Bloody 

Tileable Pipes 

Rusted 
Clean 
Dirty 
Bloody 

Floating Platforms 
Illuminated 
Clean 

Propane Cylinder 

Rusted 
Clean 
Dirty 
Bloody 

Fuel Cylinders 

Rusted 
Clean 
Dirty 
Bloody 

Observation Platforms 
Illuminated 
Clean 

Robotic Arm 
Clean 
Rusty 
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Robotic Arm Rail 
Clean 
Rusty 

Glass Walkway 

Illuminated 
Clean 
Wet 
Rusty 

Cages 

Rusted 
Clean 
Dirty 
Bloody 

Lighting Enclosures 
Clean 
Rusty 

Pipe Blast Shields 

Rusted 
Clean 
Dirty 
Bloody 

Transformers 
Clean 
Rusty 
Bloody 

Power Boxes 
Clean 
Rusty 
Bloody 

Hexagonal Floor Tiles 
Clean 
Bloody 
Illuminated 

Ladder 

Rusted 
Clean 
Dirty 
Bloody 

 
10.1.1.4.5 Vechnyi Tunnels 
 
Object State 

Beds Default 
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Tossed 

Doors 

Clean 
Bloody 
Rusted 
Broken 
Illuminated 

Generators 
Clean 
Bloody 
Broken 

Bridge Pieces 
Clean 
Illuminated 

Toilets 
Clean 
Illuminated 

Desks 
Clean 
Bloody 

Lanterns Default 
Torches Default 

Wood Supporters 
Default 
Burned 
Worn 

Tunnel Walls 
Clean 
Bloody 

Handrails 
Clean 
Rusted 
Bloody 

 
10.1.1.4.6 Final Tundra 
 
Object State 

Ice Piles Default 
Tents Frozen 
Frozen Rocks Default 
Vechnyi Door Default 
Skrytyi Door Default 
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10.1.1.4.7 Dark Forest 
 

Object State 

Main Tree Default 

Pine Trees 
Default 
Wet 

Path Rocks 
Default 
Wet 

Cliff Rocks 
Default 
Wet 

Torches Default 
Campfires Default 
Tents Default 
 
10.1.1.4.8 Small Tunnels 
 

Object State 

Wood Supports 
Default 
Worn 

Wood Stairs 
Default 
Worn 

Wall Accoutrements 
Default 
Worn 

Torches Default 

Wood Railings 
Default 
Worn 

Underground Rocks 
Default 
Wet 

 
10.1.2 Animations 
 
10.1.2.1 Characters 
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Character Animation 

Alisa 

Walking 
Running 
Jumping 
Swimming 
Talking 
Swinging Sword 
Swinging Dagger 
Blocking with Sword 

Ivan 

Walking 
Talking 
Sitting 
Stand Up 

Dimitri 
Walking 
Talking 

Katerina 

Walking 
Running 
Talking 
Swinging Sword 

Grigori 

Walking 
Running 
Talking 
Swinging Sword 

Nadya 
Sitting 
Talking 

Eva 
Walking 
Talking 

Nikolai 

Walking 
Talking 
Running 
Swimming 

Children 
Walking 
Talking 
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Sitting 
Stand Up 

 
10.1.2.2 Weapons 
 

Object Animation 

Knife/Dagger Swipe Dagger 
Sword Swipe Sword 
 
 
10.1.3 Interface Graphics 
 

Item Type Description 

Icon Inventory Items 
 Potions 
 Weapons 
 Health 
Button Install 
 Play Game 
 Uninstall 
 Quit 
 Continue 
 New Game 
 Display 
 Audio 
 Map 
 Quit 
Menu Start Menu 
 Main Menu 
 Game Menu 
 Inventory Menu 
 Credits 
Window Health Bar 
 Mini-Map Locator 
 
10.2 Effects 
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10.2.1 Weapons 
 
 Firing Effects 
 Hit Effects 
 
10.2.2 Environment 
 
 Decals 
 Smoke 
 Sparks 
 Fire 
 Explosions 
 
10.2.3 Particle Systems 
 
Environmental Systems 

Fires 

Large Fires 
Small Fires 
Camp Fires 
House Fires 
Fire Geysers 

Water 

Large Waterfall 
Small Waterfall 
Waterfall Mist 
Waterfall Stream 
Bottom Splash 
Bottom Ripples 
Rapids Large 
Rapids Small 
Lake Fog 
Geysers 
Snow 
Rain 

Forest/Grass Based Falling Leaves 
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Blowing Grass 
Village Object/Based 

 
Chimney Smoke 
Fireplace Fire 

Technology Based 

 

Light Sparks 
Transformer Explosion 
Large Explosion 
Small Explosion 
Rail Sparks 
Dirt/Dust Explosion 
Landfall 

Player Based 
 Heal 

Respawn Fountain 
Activation 
Respawning 

 
10.3 Sounds 
 
10.3.1 Player 
 

Sound Description 

Attack The sound the player makes when he is attacking. 
Grunt/growl sound, clothing rubbing up against itself. 

Hit The sound the player makes when he is hit from an enemy 
attack. Grunt/growl, sound of a blade hitting? 

Idle The sound the player makes when he has been idle for a 
few seconds. Matches the idle animation for said character. 

Run 
The sounds the player makes when he is running. Breathing 
heavy/short breaths? Footsteps for the running will be 
covered under interaction sounds. 

Walk The sounds the player will make while walking. 

Exhaust 
The sound the player will make when out of stamina. Heavy 
breath? 

Block The sound the player will make when he blocks an attack 
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Jump The sound the player makes when he jumps 
Land The sound the player makes when he lands a jump 
 
10.3.2 Enemy 
 

Sound Description 

Hit The sound an enemy makes when hit 
Attack The sound an enemy makes when attacking 
Block The sound an enemy makes when blocking 
Walk The sound an enemy makes while walking 
Run The sound an enemy makes while running 
 
10.3.3 Environment 
 

Sound Description 

Wind Sound of the wind inside the environment. Meant for 
immersion. 

Water Moving Sound of a river 
Water Splash Sound of something hitting the water 
Shoreline Crest Sound of a wave splashing up into a shoreline. On a river? 
Waterfall Sound of a waterfall 
Grass Rustle Sound of the wind rustling the grass 

Immersive Environment 
Outside 

Assortment of sounds to immerse the player in the outdoors. 
Dogs barking, trees cracking, crickets, leaves falling, birds, 
etc. 

Immersive Dungeon 
Assortment of sounds to immerse the player in a dungeon. 
Wind going through a tunnel, rocks falling/groaning, moans 
from inside. Wood creaks, distant shouts/moans. 

Immersive City Sound 
Assortment of sounds to immerse the player inside a city. 
People talking, distant walking, kids playing? Doors opening 
and closing? Horses/animals doing things? 

Tree Wave Sound a tree makes when it waves/whistles in the wind. 
Rocks  “Clop” Sounds when rocks collide against each other. 
 
10.3.4 Interaction 
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Sound Description 

Walk/Run on Gravel The sound of the interaction between feet and gravel 
Walk/Run on 
Cobblestone The sound of the interaction between feet and cobblestone 

Walk/Run on Grass The sound of the interaction between feet and grass 
Walk/Run on Dirt The sound of the interaction between feet and dirt 

Swim in Water The sound of the interaction between water and 
people/animals 

 
10.3.5 Effects 
 

Sound Description 

Fire The sound of fire effect 
Water The sound of water effect 
 
10.3.6 Interface 
 

Sound Description 

Click Player navigates menu, selecting options 
Beep Player makes changes to options 

Alert Player successfully or unsuccessfully makes a change; 
player saves game 

 
10.3.7 Miscellaneous 
 

Sound Description 

Ingest Potion The sound when a potion is ingested; swallowing 
Door Opening The sound a door makes when being opened 
Door Closing The sound a door makes when being closed 
 
10.3.8 Music 
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Title Description 

Main Theme Plays for our main menu/trailer. Mix of orchestral and 
electronic.  

Town Theme 
Plays when characters navigate through the town. Quiet, 
Ambient, Idle Music. 

Wilderness Theme This theme will be used when the character is exploring 
the wilderness. Quiet, ambient. 

Battle Theme This theme will be used when the character is in any non-
boss battle. Intense, fast paced, exciting. 

The Tiomniy Forest Plays inside the Tiomniv Forest. Dark, slow, scary. 
The Vechnyi Tunnels Plays inside the tunnels. Ambient. 
The Skrytyi Laboratory Plays inside the final dungeon. Ambient, Foreboding. 

Boss Theme 
Plays during boss battles. Orchestral/Electronica – 
Intense. 

Emotional Theme Theme for sentimental scenes. Slow, Emotional, Sad 
(Piano). 

Ambient Music Ambient Music 
Angst Tragedies, Sad, Intense. 

 
10.4 Voice Overs 
 
10.4.1 Alisa 
 
File Name Description/Script 

al_001.mp3 I  guess  it’s  time  to  check  on  the  traps.  I  really  hope  I  caught  
something worthwhile this time. 

al_002.mp3 
Hey!  Nikolai!  It’s  time  to  check  those  bear  traps! Ivan, stay 
out of trouble! 

al_003.mp3 Laughing – A handful, isn't he? 

al_004.mp3 Well, that was close, but we have some meat for tonight!  

al_005.mp3 
Well,  that  could  have  gone  better...  we’re  almost  back  at  the  
village...let’s  hurry.  It’s  starting  to get  dark  and  I’d  hate  to  get  
ambushed by the Pryzrak. 

al_006.mp3 Fire? 

al_007.mp3 No… (Pause). Ivan! The Pryzrak!? 

al_008.mp3 Ivan! Ivan! Where are you? Answer me! 
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al_009.mp3 You’d  better  come  back… 
al_010.mp3 But... 

al_011.mp3 
Alright!  It’s  dead!  (Pause). Have you seen my brother? Has 
he...? 

al_012.mp3 
I’m  going!  Where  did  those  things  run  off  to?  I  promised  Ivan  
I’d  get  him  his  supper,  and  I  plan  to  do  so. 

al_013.mp3 
You expect me to sit around the village, safe, while my only 
brother has been taken by these monsters? (Pause). No!  I’m  
going! 

al_014.mp3 Alright,  I’m  ready  to  go.  Where  have  the  Pryzrak  run  off  to?   
al_015.mp3 ...you’re  coming?! 

al_0016.mp3 It  seems  we’ve  struck  gold!  These  are  fresh!  They  lead  into  
the  forest!  Let’s  go! 

al_017.mp3 I think we may be lost... 
al_018.mp3 That’s  a  kid’s  voice!  This  way! 
al_019.mp3 It speaks?! 

al_020.mp3 This  isn’t  time  for  jokes!  How  did  this  thing  talk?  Pryzrak  are  
nothing more than wild beasts...right? 

al_021.mp3 
Footprints! Fresh footprints! But…the  door  won’t  budge.  
What are we supposed to do? 

al_022.mp3 A  tunnel?  This…seems  to  go  under  the  forest…? 

al_023.mp3 
I’m  worried  about  Ivan…but  it’s  better  to  go  back.  We  should  
show this odd key-shaped locket to Dimitri – he might be 
able to help. 

al_024.mp3 
We found him, but the Pryzrak took him away before we 
could rescue him. However, we picked this thing up after 
slaying a large Pryzrak. 

al_025.mp3 How...did this get here? Did the Pryzrak build this? Or was it 
someone else? 

al_026.mp3 

“The  latest AI test showed that the system works correctly – 
however, the bio-mechanical joints of PROTOTYPEA2819 
are  too  weak  and  rust  at  a  disappointing  rate”.  Nikolai…what  
does  this  all  mean…? 

al_027.mp3 These  things  are  getting  more  vicious…maybe  even  more  
intelligent – I’m  not  sure  they’re  just  animals  anymore… 

al_028.mp3 We’re  finally  out  of  there!  Let’s  see  if  we  can  find  some  clues  
to  where  my  brother  is… 

al_029.mp3 
It  is!  Let’s  go!  This  must  be  where  those  monsters  dragged  
my brother! 
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al_030.mp3 Who are you? Why are you doing this? 

al_031.mp3 What are you going to do to these children? 

al_032.mp3 Dispose  of  them?  I  won’t  let  you! 

al_033.mp3 

I will not allow for my kin to be sacrificed over and over 
again for the sake of an old civilization! I will shut you down! 
And  if  the  island  falls...let  it  fall!  We’ll  survive!  And  once  we  
do,  we’ll  be  able  to  live  without  fear! 

al_grunt.mp3 Grunt 
al_scream.mp3 Scream 

al_attack.mp3 Sound 

al_gp_01.mp3 It’s  not  time  to  sleep! 
al_gp_02.mp3 Ivan’s  gone  with  Nikolai, he better not be making trouble 

al_gp_03.mp3 I  have  errands  to  run!  We’re  running  out  of  meat. 
al_gp_04.mp3 Alright,  it’s  dead! 
al_gp_05.mp3 Still  haven’t  found  him… 

al_gp_06.mp3 Nothing yet... 
al_gp_07.mp3 Claw marks on the bed? 
 
10.4.2 Nikolai 
 
File Name Description/Script 

nik_001.mp3  
Thank god you finally woke up; I was getting bored playing 
with the kid. 

nik_002.mp3  
What are you doing Alisa? Slay it before we get eaten for 
lunch! 

nik_003.mp3  
Thank  god.  Come  on.  Let’s  go  check  those  traps  and  go  
home.  I’m  hungry.  Really  hungry. 

nik_004.mp3  
Right!  Let’s  hurry  up  then.  I’ve  heard  they  like  murdering  old  
hags, so be careful. 

nik_005.mp3  Fire.  
nik_006.mp3  You  look  here!  I’ll  check  the  village  again! 

nik_007.mp3  
I...couldn’t  find  him.  I  asked  around and there have been 
reports of the Pryzrak taking children again! 

nik_008.mp3  
Every  search  party  we’ve  sent...have  never  come  back  – 
going after Ivan will only result in your own death! 

nik_009.mp3  You’d  get  lost  within  five  minutes  without  me.   
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nik_010.mp3  
Watch  out  for  the  monsters;;  let’s  find  Ivan  as  soon  as  
possible and get back! 

nik_011.mp3  This  place  is  a  maze,  don’t  rush!  Let’s  wait  until  morning.   

nik_012.mp3  
So, exactly why did we come into this forest? Those 
footprints may have led  here,  but  we’re  just  going  around  in  
circles now... 

nik_013.mp3  
So,  at  least  we  know  this  thing  wanted  to  kill  you;;  it  wouldn’t  
shut up about it. 

nik_014.mp3  
I‘m  no  longer  sure,  but  what  I  do  know  is  that  these  
footprints lead to the exit of this damned  forest!  Let’s  get  out  
of here! 

nik_0015.mp3  
Look at the amount of ore! But this is not untouched 
metal...all of this was part of...something. 

nik_016.mp3  Wait,  look  over  here!  There’s  a  wooden  door  on  the  floor… 

nik_017.mp3  

Seems like it! It may be a good idea to see if we can get 
back  to  the  village…  We’re  running  out  of  food  and  your  
weapons  are  pretty  damaged.  Plus,  we  can’t  seem  to  find  
where  these  stupid  things  have  gone  off  to…and  that  weird  
door is locked. 

nik_018.mp3 
It  sounds  like  we’re  walking on a large of sheet of 
armour…suspended  in  the  air… 

nik_019.mp3 This  island  is  hiding  some  secrets,  it  seems… 

nik_020.mp3 
Well…the  exit  to  the  tunnel  seems  to  be  past  this  bridge;;  we  
just need to figure out how to get across this gap we just 
created… 

nik_021.mp3 Hey!  Isn’t  this  Ivan’s  scarf?   
nik_022.mp3 (Whispering) Let’s  hope  he’s  still  alive... 
nik_023.mp3 It’s  time  to  go  back,  Alisa! 
 
10.4.3 Ivan 
 
File Name Description/Script 

iv_001.mp3 Alright sis! Make sure to bring good stuff back! 
 
10.4.4 Dimitri 
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File Name Description/Script 

di_001.mp3 You’re  back?!  Where  is  Ivan? 

di_002.mp3 Let  me  study  it…come  back  later!  Go  rest! 
di_003.mp3 Welcome back – I  think  I’ve  solved  the  puzzle… 

di_004.mp3 
I found a small mechanism at the back of the contraption. 
When I tinkered with it, it separated into four different pieces.  

di_005.mp3 

Many years back, during a hunting expedition, I remember 
seeing a large door that had these markings. It was up 
north.  I’ve  heard  reports  of  these  odd  marking  a  bit  
everywhere throughout  the  world,  but  we’ve  never  been  able  
to figure out what they were. Check that door up north, it 
may  yield  results… 

di_006.mp3 Take  care…! 
di_gp_001.mp3 Good  Morning  Alisa!  You’re  up  early,  aren’t  you? 

di_gp_002.mp3 
Ah, good luck! Watch out for the wild game! It seems 
agitated these days. 

di_gp_003.mp3 
Alisa? Where is your brother? Find him! The Pryzrak are 
everywhere! 

di_gp_004.mp3 
Those  Pryzrak  have  made  quite  a  mess….this  might  take  a  
while to fix. 

 
10.4.5 Katerina 
 

File Name Description/Script 

kat_001.mp3 Shut up and take care of this! Kill it!  
kat_002.mp3 No time for chatter! Kill it! 

kat_003.mp3  
Well,  don’t  forget  that  the  ones  they  don’t  kill  are  taken  away  
somewhere... 

kat_004.mp3  

Let  the  girl  do  what  she  wants…  (Pause) Get ready for travel 
– come  and  see  me  tomorrow  morning,  and  I’ll  let  you  know  
where  we  believe  they’ve  ran  off  to.  Leaving  unprepared  
won’t  help  anyone. 

kat_005.mp3  
Her reasons are well thought out. Let the girl go save her 
brother. 

kat_006.mp3  
They’ve  gone  northwest, past the tundra and into the 
Tiomniy forest.  It’s  a  maze,  so  be  very  careful.  Take  these. 
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kat_007.mp3  You seem to be forgetting someone. 
kat_gp_01.mp3  Going out of town? Stay sharp! 

kat_gp_02.mp3  
You made it back alive. You may be more skilled than we 
thought. And your brother? 

kat_gp_03.mp3  We can only hope... 
kat_gp_04.mp3  Good luck! 
 
10.4.6 Grigori 
 

File Name Description/Script 

gri_001.mp3  
What’s  going  on  here?  Seems  like  our  young  Alisa  could  
use our help! 

gri_002.mp3  
Well,  we  can’t  tell  until  all  the  Pryzrak  are  gone,  but  I  haven’t  
seen your brother among the dead. 

gri_003.mp3  Sweetheart...it’s  much  too  dangerous. 

gri_gp_001.mp3  
We’ve  heard  reports  of  heightened  Pryzrak activity around 
the forest. Watch your back. 

gri_gp_002.mp3  Well, look  who’s  here!  (Pause). Ivan? 

gri_gp_003.mp3 Don’t  despair! 

gri_gp_004.mp3 
Heading  out?  I  hope  your  find  your  brother!  It’s  not  the  same  
without him around! 

 
10.4.7 Nadya 
 

File Name Description/Script 

na_gp_001.mp3  Are you going to buy something? 

na_gp_002.mp3  
They’re  attacking  again!  Alisa,  please…don’t  let  them  take  
any  more  people… 

na_gp_003.mp3 
They’re  gone…they’ve  taken  people  again  (Pause). Why are 
you staring at me? Are you going to buy something? 

na_gp_004.mp3  I’m  surprised  you  didn’t  get  yourself killed. 
na_gp_005.mp3  Before you leave, at least buy better weapons? 
 
10.4.8 Eva 
 
File Name Description/Script 
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ev_gp_001.mp3 
Ah…have  you  come  looking  for  medicinal  herbs?  I…don’t  
have  much,  but  here’s  what’s  available 

ev_gp_002.mp3  They’ve  raided  the  storage  houses…god  help  us. 

ev_gp_003.mp3  
Sorry  Alisa,  all  my  stock  got  destroyed  by  their  raid.  You’ll  
have to find healing herbs yourself. Do you want to learn 
more about it? 

ev_gp_04.mp3  
Oh…Alisa!  You’re  back!  Nice  to  see  you  safe!  I’ve  got  new  
stock for you. I hope they can be of some help to your 
journey… 

ev_gp_05.mp3  
You’re  leaving  again?  …maybe  some  of  my  herbs  will  help  
you out. 

 
 
10.4.9 MAINFRAME 661 
 
File Name Description/Script 

mf_001.mp3  
Human  rebel,  you’ve  gone  far  enough  – these specimens 
shall not be released. 

mf_002.mp3  

I’m  Number  661,  the  Mainframe  of  the  OSTROV  floating  
island system. My main functionality is to study and limit the 
amount  of  “humans”  – A large amount of them would lead 
the island to ruin. 

mf_003.mp3  

I’m  Number  661,  the  Mainframe of the OSTROV floating 
island system. My main functionality is to study and limit the 
amount  of  “humans”  – A large amount of them would lead 
the island to ruin. 

mf_004.mp3  

My role is to maintain the homeostasis of this fragile eco-
system – a large amount of humans would break the 
balance and lead the island to famine. If I were to break 
down, the flotation systems would halt, and the island would 
crash into the ocean.  The protocol states that you forfeit 
and be disposed of – rogue human. 

 
10.4.10 Pryzrak 
 

File Name Description/Script 

pry_001.mp3  I...in...truder. Must Neutralize. 
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pry_grunt.mp3 Misc. Grunt 
pry_scream.mp3 Scream 

pry_roar.mp3 Roaring 
 
10.4.11 Children 
 

File Name Description/Script 

kid_gp_001.mp3 Please, save us! 
kid_gp_002.mp3 Crying 

kid_gp_003.mp3 They’re...going  to  kill  us! 
kid_gp_004.mp3 Alisa,  thank  god  you’re  here! 
kid_gp_005.mp3 Get us out of here! 
kid_gp_006.mp3 It hurts... 
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Section 11: Major Event Planning 
 

Date Event Description 

September 12th, 2012 
Research Presentation 
Project proposal presentation to Senior 
Project Advisor 

September 23rd, 2012 
Finalization of Project Plan 
Plan for the creation of Ostrov, within the 
8 month timeline of the school year 

September 25th, 2012 
Project Plan Presentation 
Presentation to IMD Senior Project 
advisors to discuss project 

December 18th, 2012 
Finalization of Design Document 
First draft of the design document will be 
ready for submission 

January 18th, 2012 

Website Launch 
Game website and development blog will 
be launched; blog will be updated at least 
3 times a week, potentially more often 

Social Media Launch 
Facebook and Twitter accounts for the 
game will be open to the public 

January 24th, 2013 
Project Update Presentation 
Presentation to IMD Senior Project 
Advisors to update them on the progress 
of the game 

February 4th, 2013 
Trailer Release 
Trailer for the game is released, does not 
show any actual gameplay 

February 11th, 2013 Testing Session 
Game testing sessions with internal 
audiences (within 4th year IMD) to 
determine any bugs in game February 18th, 2013 
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March 4th, 2013 

Marketing Release (Posters, 
Advertising, Etc.) 
Advertising is put up around school, the 
city and online. Anyone special invited to 
attend will be contacted at this time. 

March 7th, 2013 
Information Session 
Students and faculty are invited to learn 
about the game and watch the demo. 
Short information sessions, 
approximately 10 minutes, to promo the 
game as well as get feedback from target 
audiences.  

March 8th, 2013 

March 11th, 2013 Testing Session 
Game testing sessions with external 
audiences (outside 4th year IMD) to 
determine any bugs in game March 18th, 2013 

April 8th, 2013 

Pre-release Demo 
Demo of game is released online to give 
audience an idea of what the final game 
will look like. Acts as promotion for the 
fair the following week, and will invite 
audience to come play the full game. 

April 10th, 2013 (Tentative) Senior Project Fair 
Final presentation of game 
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Section 12: Marketing 
 
13.1 Website 
 
Ostrov, the game, will have a website located at http://www.whitefoxstudios.ca/. This 
website will provide information to internal and external audiences about the game, 
and its development process. The website will also be the host for the game trailer 
and game demo. 
 
Additionally, users will be able to purchase a copy of the game from this website. 
 
The website will be made up of the following sections: 
 
About 

 News 
 The Game 
 The Team 

Media 
 Trailer 
 Promotional Material 
 Gallery 

Development Blog 
Contact 
 
13.2 Development Blog 
 
The development blog will begin producing material in early January. This blog will 
contain information about the design process the team has taken in order to 
complete the game. It will also include profiles on each of the game developers, and 
additional contractors that are being used for game asset creation. Additionally, the 
blog will also announce upcoming development events that are looking for 
participants, such as the testing sessions and information sessions. 
 
As the website will be hosted using the Wordpress Content Management System, the 
blog will be hosted on the same system as an add-on to the pre-existing website. 
 
13.3 Social Media 
 
Social media pages will be created on Facebook and Twitter in order to provide 
additional promotional outlets for the game. As they are currently the easiest way to 
reach the game's target audience, it will be a good forum to gauge interest and invite 
participants to the testing and information sessions as well as the Senior Project Fair. 
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13.4 Trailer 
 
The game's promotional trailer will be developed in early January, and will be 
released in early February. See Appendix D for the storyboard of the trailer. 
 
13.5 Promotional Posters 
Promotional posters for the game will be created in late February, with the intention 
of being posted in early March. These posters will invite students and faculty to 
attend the Senior Project Fair and play the game. In addition to being posted around 
Carleton University, the team will also explore the possibility of advertising at external 
outlets – such as at Algonquin College, where there are similar counterpart 
programs. 
 
13.6 Business Cards 
 
Business  cards  will  be  created  as  a  method  of  promoting  the  game,  and  the  game’s  
website  and  social  media  outlets,  for  the  months  leading  up  to  it’s  release.  These  
cards will be distributed at the testing sessions, information sessions, and on the day 
of the Senior Project Fair as a reminder to  
 
13.7 Life-size Character Cut-out 
 
A life-size cut-out will be created for the player character, Alisa, from a front view 
render. This cut-out will be displayed during the Senior Project Fair. 
 
13.8 Cosplay Character 

 
A cosplay character will be hired for the day of the Senior Project Fair and will be 
dressed as the player character of the game, Alisa. They will act as additional 
promotion for the game, and will tour Carleton on the day of the fair distributing 
business cards to invite them to come play Ostrov. 
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Section 13: Miscellaneous 
 
13.1 Translations 
 
The following translations are from the Slavic and Russian languages: 
 
Ostrov – Island 
 
Pryzrak - Phantoms 
 
Tiomniy - Dark 
 
Vechnyi - Everlasting 
 
Skrytyi - Hidden 
 
13.2 Glossary of Terms and Acronyms 
 
Action Adventure Game – An action-adventure game is a video game that 
combines elements of the adventure game genre with various action game elements. 
It is perhaps the broadest and most diverse genre in gaming, and can include many 
games which might better be categorized under narrow genres. 
(http://en.wikipedia.org/wiki/Action-adventure_game) 
 
3D – Three Dimensional 
 
AI – Artificial Intelligence 
 
NPCs – Non-Player Characters 
 
Cosplay Character – The practice of dressing up as a character from a movie, book, 
or video game, esp. one from the Japanese genres of manga or anime (Google 
Dictionary) 
 
Respawning – Respawning is what happens when an item or a character has been 
taken out of play and is re-inserted. See spawn killing. 
(http://www.hermiene.net/gaming-glossary) 
 
Mini-map – A mini-map is a miniature map, often placed in a corner of the screen in 
computer games to aid in reorientation. Mini-maps usually display traversable terrain, 
allies, enemies, and important locations or items. (http://en.wikipedia.org/wiki/Mini-
map) 
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Cutscene – A scene that develops the story line and is often shown on completion of 
a certain level, or when the player's character dies (Google Dictionary) 
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Appendix A: Concept Art 
 
1. Characters 
 

 
Figure 1- Concept Art for Alisa 



 
Figure 2 – Concept Art for Dimitri 



 
Figure 3 – Concept Art for Eva 



 
Figure 4 – Concept Art for Ivan 



 
Figure 5 – Concept Art for Katerina and Grigori 

 
 



 
Figure 6 – Concept Art for Nadya 

 
 
 
 

 
Figure 7 – Concept Art for Pryzrak 

 



 

Figure 8 – Concept Art for Nikolai 
 
2. Weapons 
 

 
Figure 9 – Concept Art for Dagger 

 
 
 

 



3. Gadgets 
 

 
Figure 10 – Concept Art for Lantern 

 

 
Figure 11 – Concept Art for Rabbit 

 

 
Figure 12 – Concept Art for Potion 



Appendix B: Game Interface 
 
1. Menu Flowchart 
 

 

 

 



 
 
2. Menu Layout 
 

 



 
 
3. User Interface Elements 

 

 
Figure 13 – Health Bars at Different States 

 

Figure 14 – Mini-map Display and Additional Health Bar 

 



 

Figure 15 – Example Menu 



Appendix C: Game Maps 
 

 



 
Figure  1  –  North  side  of  the  world 

 



 
Figure  2  –  South  side  of  the  world 

 



 
Figure  3  –  The  Village 



 
Figure  4  –  Tiomnyi  Forest 



 
Figure  5  –  Tundra 

 
Figure  6  –  Small  Tunnels 



 
Figure  7  –  Vechnyi  Tunnels 



 
Figure  8  –  Final  Level:  Chasm 



 
Figure  9  –  Final  Level:  Boss 



Appendix D: Trailer Storyboard 
 

 



 



 


