
Inside the Cave, was the sleeping bear 

Game Design Document 

 
HIGH CONCEPT (v0) 
 

Mindmap: Mythology, Ascend, Space, Path, Labyrinth, Light, Bear, Feather 

Emotion: Joyful, Mysterious, Curious, Happy, Engaging 

Color: Vibrant, Low value – night, Saturated, Galactic, Dreamy 

Shape: Defined, Rounded, Soft, Organic, Abstract 

Texture: Smooth, Soft, Flat, Paper, Oil paints 

Line: Smooth, Fair or even invisible, Fluid 

Speed: Alert but smooth, Quick swift movement (ease in and ease out), Faced paced, Fluid 

Size: Small Scaled, Zoomed in, Friendly and cozy, Close, Familiar, Relative scale, Large world 

Opposing concept: Slow and daunting, Desaturated and sharp, Aggressive line and movement, Big and 

intimidating [enemies], Afraid, Scary 

CONCEPT (v0) 
 

The Guardian of Light is a joyful bear, with a purpose unknown to him, but with a clear drive to reach a 

certain higher state outside the status quo. The world, although colorful and engaging, is mysterious and 

large, almost daunting, bringing a sense of uncertainty to the happy and soft existence of the character. 

VISUAL METHAPHORS (v0) 
 

Cave Labyrinth – mystery, uncertainty, zoomed in path, yet daunting 

Bear – cute, soft, friendly, but strong character, hero type, mythological with powerful significations 

Fireflies and Stars – night, galaxy, light of the universe, feeling of big world, dreamy  



FULL CONCEPT (v0) 
 

It's time for a new Guardian of Space. The old guardian challenged our bear to undergo a series of trials 

in order to learn all the secrets of space. The hero is fluffy, innocent and happy, but there is something 

special about him: he is ....?pink (or has pink highlights on his fur)?..... Almost naively, he accepted to go 

into this mysterious and large labyrinth, almost daunting, bringing a sense of uncertainty, where most of 

the time what he perceives does not make sense. 

He was given an ability to use - he could jumpdash (teleporting ability) – but just a little. This was his first 

lesson. But he would have to master this. As he progressed, he would learn to jumpdash more times in a 

row, and to control the distance with more precision. 

At first, he expects the journey to be easy enough - there seems to be a straight path through the maze 

[staircase ascending metaphor]. He looks at the map. "I'll just go up, find what I need, then exit." - he 

thinks. But as he goes up and up, he discovers that the journey is more twisted than he imagined. The 

smooth path he was on, now has degenerated into a web of interconnected caverns, each with its own 

unique puzzle to solve. "This was harder than I thought". And even getting from one cavern to another 

becomes a challenge as he progresses, as he gets attacked by the keepers of the cave which want to 

stop him or block his way. 

As the map gets bigger, he finds it easier to get lost. But now he can set a waypoint to help him go 

where he wants, a light feather (visually floats on screen) that will guide the way [metaphor feather]. 

He even managed to find several cave mouths - some of them in the bright sun, others in the light of the 

moon, but these were not time to stop for a breath of fresh air. This was only another challenge he had 

to accomplish. One time, he even discovered he could go back the smooth path he thought he was on, 

and go into the opposite direction, below the maze. Surprising to him, all he found there was the 

cosmos. Not everything seems to be where you'd expect it, but learning the importance of location and 

its relevance is primary to our bear who is trying to understand space. 

He stopped to collect all the stars in his path, giving them to one-eyed flying trees that would open his 

path further. He also took note of all the fireflies that were around and tried to catch 'em all. He is also 

looking around for all the "secrets" he can find. [what are secrets? secret collectibles? make secrets 

inside the wall?] 

He manages to unlock the labyrinth, and in the center, he finds the compass, which held all the secrets 

of space. Now he is a true symbol of the labyrinth himself, as he becomes a minotaur. But he has to face 

one last challenge to prove he was an expert at what he learned - a super hard puzzle level. 

  



THE CAVE ENVIRONMENT (v0) 
• primary keyword is fantasy 

• not necessarily cave-like 

• fractured, with lots of “windows”, you can see on the other side 

• generally dark, lots of light and fantasy colors 

• lots of flora, plants and trees to make it more alive 

• lots of walls with big caverns and many open spaces 

• tunnels between the caverns, some small, some quite long 

• the general look is blue-ish/purple, in dark shades for terrain and background walls 

• the fauna can be seen in lighter shades of the same colors – or maybe yellow-orange to add 

contrast, and light the place around - even plats emit a certain glow 

• you can see more plants in the background to make the place more alive 

• also see the sky? - yes, not very accentuated - more in the cave mouths and caverns that depict 

the cosmos? 

• stalactites? - use as some sort of spike enemies?? - or maybe just decor on the cave mouths?? - 

see what fits within the design 

colors for design 

 

 

 

 

 

 

 

 

 

 

General level look/placement 

 

 

  



THE CAVERN MAP (v0) 
 

 

 

 

       

 

 

 

1. Non-Sequencial Map – has interconnected caverns and cave mouths at the edges 

- the map is a labyrinth, the player has to explore and get lost, progressively unlocking more and more 

parts; the unlocked parts are highlighted on the map and player can set waypoints for guidance 

2. Base outline – with start and end points at edges near bottom; 

Looks like a straight line, feels like a smooth curve, but I have to go everywhere 

3. Non-Sequencial Map with a general curve path in the middle 

4. CONCEPT IDEA VARIANT 

The player stars in the middle – THE CENTER OF THE LABYRINTH - “Another dead end…” 

5. Final concept variant? 

Make the center important – put the maze there and make the endgame in the center 

Player starts as with all the concept maps in the lower left corner and exits the labyrinth in the lower 

right. 

  



THE ENEMIES/NPC (v0) 
• unexpected, funky 

• rocks with eyes - that go towards the player like homing missiles; they appear from the ground 

for certain spawning places and follow the player for 1-2 seconds until self-destruction 

• rainbow-laser-beam shooting plants - they spawn from the plant point and end where they 

meet the first terrain/ground object; can only damage the player 

• tornado - they spawn out of nowhere in fixed locations, have a set distance/time and disappear 

the same into nowhere; they loop every few seconds 

• the one eyed trees - guard certain locked locations / paths of the maze; they require you to 

collect a certain number of star clusters in order to have access to that particular part of level; 

they guard doors which they unlock for you; not all trees might be shown from the start, they 

could just appear as the player progresses; there are still locked doors or simply terrain placed 

on the path, so the player might not even know initially he has a cavern there; [tree is metaphor 

for wisdom, the bear tries to learn/understand/master space] 

 
 
 
 
 
COLLECTABLES (v0) 
 

Fireflies 

 

  



WHO IS THE CHRACTER (v0) 
• a bear 

• Fluffy, natural, organic, naked, authentic 

• Depiction of the “earth” element (location/space) 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Yes, I know these are images of a racoon, but seems to be fitting to the overall shape of the bear 

  



FULL CONCEPT (V6) 
 

A bear is trapped in a cave by a sentient crystal civilization who are dying. They are training the bear to 

use their jumpdash technology to go to another dimension and fetch a powerful artifact, the compass, 

which has enough power to save them. They lie to the bear, do not reveal their true intentions, and 

pretend to only help him get out of the labyrinth of caverns. 

 

While travelling between dimensions, the veil between words starts to rip apart and evil creatures 

escape. Now the damage is too far along, and the only way to save both worlds is to get the compass 

and seal the rips, the same one the crystals want. 

 

When the bear has the compass, he is unwilling to surrender it to them (“you trapped me in a cave 

without me knowing, and now you want the compass I just worked so hard to get?”). 

 

**note: compass recharges bear ability over time, while resting, and he no longer needs to use 

recharging crystals 

 

Idea for multiple endings: 

1. Bear gives compass to the crystals; crystals trap him in a dark cavern, the player gets a black and 

white ending watching the bear starve to death 

2. Bear keeps the compass for himself as he got addicted to the power. As he gets close to exiting 

the cave, he gets attacked by hordes of enemies from the other dimension. Unable to escape, 

the bear is torn to pieces and dies bloodily 

3. Bear uses the compass to seal the rip between dimensions, thus saving both worlds. Happy 

ending, everyone lives – except the crystal civilization who was already dying. He exits the cave 

to a beautiful forest scenery (as if there was never any cave), all the fireflies he saved are 

buzzing around, and when he takes a look in the river, he seems a mirror of himself as the 

minotaur, as he will always have that power within. Cut to an ending with all the constellations 

on the sky – the “good” ending 

 

 

  



NPC DIALOG (v6) 
 

Act 1 

Are you lost, bear? 

We are masters of space. Press <b>X</b> to talk to us anytime. 

We've mastered everything, but we don't understand movement. 

We cannot use <b>A</b> or <b>D</b> to move left and right. 

And we cannot use <b>SPACE</b> to jump. 

We used to be able to go between dimensions. Now we are low on power. 

And without a way to get more energy, we will go extinct. 

We were able to press and hold <b>Right Mouse Button</b> or <b>CTRL</b> to go between 

dimensions. 

We pressed <b>Left Mouse Button</b> to jumpdash a short distance through the other dimension. 

We can open doors and guide you out of this maze but we need more energy. 

My friend here will remember your progress and recharge your jumpdash ability. 

You can jumpdash as many times as you want, but remember to recharge. 

Walls exist in both dimensions. You cannot jumpdash through them. 

Constellations are a good source of energy. 

Make sure to activate all stars without touching the ground. 

Don't forget to pick up the constellation. 

Jade is another great source to recharge your jumpdash ability. It will usually need some time to 

cooldown after you use it. 

I haven't seen those creatures before. They must have escaped from the other dimension. 

We should not let them wonder around here. 

Collect them all... so we can exterminate them. 

We can teach you more, but uhmmm... we need something from the other dimension. 

It has more power than the constellations. 

Our friend there will open the path once we got enough power. Press <b>X</b> to talk to him. 

 



Act 2 

We mastered worholes to help us teleport around the world. Press <b>X</b> near a wormhole to travel. 

You need to have at least 2 active wormholes. 

You will also find <b>Amber</b> and <b>Turquoise</b> around the world to upgrade your jumpdash. 

Some other creatures seem to have escaped from the other dimension. They look dangerous, better 

stay away from them. 

 

Act 3 

It seems your jumpdashing around created rips between dimensions. 

Not to worry, it sometimes happens. Better not jumpdash near it, though. 

Some of us are lying. 

 

Act 4 

What we seek is in the center of the labyrinth. 

 

Act 5 

They tried to pull the compass from the other side. But it came wrong... in pieces. 

Some of us believe it can be used to seal the rips in the dimension. Others believe it will save our 

civilization. 

Congratulations!!! You are the best, bear. Press <b>X</b> to give us the compass. 

What are you doing, bear?!? Give us the compass!!! 

Where do you think you are going? We did not trap you here for nothing! 

You cannot escape, give us the compass! 

You think you can fix the dimensional rips, but it's too late! You will kill us too! 

 

Act 6 

Not all of us share the same philosophy. 

We will try to open the door so you can escape, but we need 10 more constellations. 

They are mad! They will destroy both worlds just so they can survive. 

 



Act 7 

We're almost out of power. 

You are a true guardian of space. 

There is one last thing you should know. 

The secret of all space... 

...which is... 

There is no space. 

 

 


