Technical Design Document

Technical Design Documentation for Wetherspoons Horror Game

In the game the player must pour pints of Guiness down the sink or toilet to escape the
Wetherspoons toilets. If they do not drink or work fast enough they will lose the game. Every
time the player drinks they will become more drunk.

The main goals of the following blueprints are:

Allow players to pick up drinks, removing them from the level
Allow players to pour drinks

Advance the game when drinks are poured in the sink

Allow players to drink drinks

Create a ‘drunk’ mechanic using camera shake

Add a timer to end the game

Add sound

Make the game harder as the player advances

Level Blueprints:




Blueprints to generate randomised sounds (toilet flush, cough ext.) across the level

randomised sounds
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Blueprints to create flickering lights and play ambient pub sounds.
set lights and sound
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Advance the level when drinks are poured down the sink or toilet. Increases the current stage

variable and triggers the ‘next stage function’.

advance when drinks poured
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Blueprints to increase the volume of ambient sound as the game advances. The next stage
function is triggered every time a drink is poured.
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Check how far through the game the player has advanced. When the correct levels are
reached, the enemy will be spawned in or the ‘remove sinks’ function will be triggered.

check level
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Blueprints to make the sinks disappear into the ground when the player has advanced far
enough.

remove sinks




Blueprints to make the lighting darker as the game advances. This continues on from the next
stage function so is triggered every time a drink is poured.
change lights
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Blueprint allowing players to pick up drinks, removing the static mesh from the level and
generating one in the players hand

pick up drink




Blueprint allowing players to drink the Guinness in their hand. This will play a sound effect and
empty the glass, before it disappears from their hand and also triggers the ‘increase
drunkenness’ function

drink guiness

7 Set Material

()
f Get All Actors Of Class © Had Pint ¥ Play Sound 2D = >
] Branch — . " —
> —— BN c - »—
» Tar

FSet Empty Wesh
< Event BeginPlay a

— f Set Material
# arget f Delay
f Play Sound 2D = o f Set Static Mesh © Increase Drunkness
» g arg ] a :
» »— g
Duration [ 4.0
Sound k
Target [self |
Drinking

Blueprints to increase the player's drunkenness. The ‘Increase Drunkness’ function is triggered
when the player drinks a Guinness. The Event Tick checks the player’s drunkenness level and
increases the camera shake accordingly.

change drunkness
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Blueprints allowing the player to pour drinks out their hand. The Guiness Static mesh is rotated
and replaced with the empty glass mesh. The ‘drinks poured’ variable is increased to trigger the
level blueprint’s ‘next stage’ function

pour drink
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Functions to change the ‘at sink’ variable, ensuring the level only advances when drinks are
poured at the right place

check at sink
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Actor - Enemy Blueprint

delay initial run

run dialogue and end game if no pints drunk

Create a short delay between spawning the enemy and beginning the voice lines
delay initial run
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Play the enemy voice lines and start a countdown to end the game. Voice lines become more
frequent towards the end of the timer to remind players to drink.

run dialogue and end game if no pints drunk

Have A Pint
Have A Pint
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Reset the end game timer to the beginning when the player drinks a pint

reset when pint drunk
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Actor - Guinness Blueprint

Check if the Guinness is overlapping and can be picked up. The ‘destroy item’ function is
triggered upon being picked up
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Actor - Door

Makes the doors open and plays sound effect
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