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GENERAL INFO
GAME PITCH

It’s a cute puzzle game WITH knowledge-based éléments set in an eerie fantasy world.
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GENERAL INFO
CORE GAME LOOP

EXPLORE

SOLVE
COLLECT

OUTGAME

INGAME

TALK

PREPARE
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EXPLORE
FEATURE LOOP

EXPLORE

Move Sneak FindUSE TOOL

SOURCE DRAIN
TRADER

CONVERTER
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CONTEXT

Sam mcquack produces sound with each footstep.

A torch can illuminate its surroundings.

EXPLORE
SNEAK
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HOW IT WORKS

Characters can hear sounds if they’re within range.

EXPLORE
SNEAK
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EXPLORE
SNEAK

Both characters are within range of the torch, but only one is illuminated.

HOW IT WORKS
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SNEAK FLOWCHART

Made a 
sound?

Spawn 
sound 
object

SNEAK

Is within 
unobstructed 

light?

Does 
anyone 
hear it?

Character 
is audible

Character 
is visible

USE TOOL

EXPLORE

Does 
anyone 

see them?
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ENEMIES
OVERVIEW

ENEMIES
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ENEMIES
OVERVIEW

INTENTIONS
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ENEMIES
INTERACTIONS

Sam McQuack picks up a corrupted heart. How can it be used?
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ENEMIES
STATES

CALM PURSUEALERTED
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ENEMIES
STATES - ALERTED



Barthélémi Rapeaux - Tiny Treasures – STEALTH FEATURE DESIGN DOCUMENT – 14/11/2024

15

ENEMIES
STATES - ALERTED

Enemy awareness rises until the enemy enters a pursue state.
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ENEMIES
STATES - PURSUE

When an enemy returns to a calm state after pursuing, their awareness is reduced,

However it does not decay anymore, making them much more quick to enter a pursue 

state thereafter.
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JAILOR
ENEMIES
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SUBJECT
ENEMIES
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FLOWCHART
AI BEHAVIOR

Noticed 
abnormality?

Has patrol 
path?

Move to 
abnormality 

source

Return to last 
visited waypoint

Idle
Can 

perceive 
player?

Is away 
from 

origin?

Follow patrol

Noticed 
player 

character?

Pursue

Is off-
course?

Return to 
spawn origin

Investigate

RETURN

Is in capture 
range?

Attempt 
capture

Capture 
succeeded?
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RETURN

RETURN

RETURN

RETURN

AI
BEHAVIOR
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