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1. Section 1 – Game Overview 

1.1. – Game Concept 

Dynamo is a futuristic 3D racing game in which player’s race new unique types of vehicle 

against each other in a fast-paced battle for victory. These vehicles consist of a single seat 

“avatar” mono-wheel that sits inside and controls a large “slave” wheel. Any action 

performed by the player is duplicated by the larger mono-wheel. Players race in 2 man 

teams along gravity defying courses and through the collection of special power ups are 

able to combine their larger “slave” wheels together to form a variety of different powerful 

combinations with each producing a different affect from speed boosts to damaging 

attacks on other players. 

Player’s race can race each other in single races or compete in large scale tournaments 

with a winning team being crowned at the end. The game also features various different 

game modes including split screen co-op, online multiplayer, time trials and a head-to-head 

4 player party mode.  

1.2. – Feature Set  

 8 Player Racing Game 

o Tournament Mode (Campaign and Multiplayer) – players compete in various 

"cups," groups of several courses each. Players earn points according to their 

finishing position in each race, and the player team with the most points at 

the end of the cup wins a trophy ranging from bronze to gold. Player teams’ 

points are combined to give an overall point score. 

o Time Trial – (single player) the player attempts to complete any course in the 

fastest time possible. The best time is then saved as a ghost, in which the 

player can compete against in later runs. These Time Trials can be uploaded 

for other players to try and beat. 

o Party Mode – Players battle each other inside large cylindrical tracks whilst 

avoiding objects and collecting credits in an attempt to get the high score. 

The track surface constantly changes to provide a dynamic and challenging 

race surface. 

 Dynamic Track Surface: The surface of each race tracks course is made up of tens of 

thousands of individual cubes that can be lowered or raised at any point during the 

game. These cubes form the primary obstacles within the game and can move both 

randomly and in pre-designed layouts. These cubes also make up the deployment 

areas for the games various power ups and collectables. 
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 Team based gameplay: 

o Single player/Split Screen- AI team mate or co-op with other player through 

split-screen 

o Custom team creation with control over team decals, bikes, paint jobs, 

helmet styles and team name. Control of team customisations through in 

game menu or separate stand-alone app integrated through Facebook. 

 Sync Mode:      

o A gameplay feature that allows team mates to connect their racing vehicles 

together to activated special powers and abilities. 

o Powers allow players to increase speed, increase damage and/or defences, 

traverse areas of track inaccessible to regular players and generate obstacles 

for other players. 

o Gameplay activated by both players contacting various pick-ups and power-

ups randomly distributed on the race course.  

 Velocity Vision 

o The speed a player travels at affects their view of the track and in-game 

information. 

o The faster a player goes the more information in displayed by the in-game 

HUD. These elements give the Player an advantage by displaying which areas 

of the track will reveal a power-up and which areas of the track will raise to 

present an obstruction. This advantage is balanced by lack of response time 

for players when manoeuvring the course. 

o The slower a player goes the less power is being supplied to the vehicle and 

the on-screen HUD would begin to flicker and disappear until they no longer 

have vital information such as Speed, Power-ups and Enemy position.  

 Vehicle Damage 

o 3 Stages of player vehicle damage that cumulate in the Players “slave” wheel 

being destroyed. 

o Players with destroyed wheels are ejected on to the track in their standard 

smaller “avatar” vehicles and must survive on the track until a replacement 

“slave” is dropped onto the game track. 

o If the player is hit by other players during this time they are destroyed and 

must wait a number of seconds before starting again. 

 Power-ups, Track effects and Sync Powers: A series of items and effects that can 

benefit or penalise the player when they make contact with them. 

o Power-ups - Neutral 

 Health – Repairs 1 level of vehicle damage. 

 Shield – Protects the player from 1 direct hit that would otherwise 

cause damage. 

 Boost – Increases vehicle speed for short period of time. 

 Ghost – Player becomes intangible for a period of time, allowing the 

player to pass through players, obstacles and enemy attacks.  
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o Power-ups - Offensive 

 EMP Mine – The player drops a mine on to the track behind them that, 

if hit, causes the vehicle of the opposing player to lose power 

temporarily and gradually reduces their speed, but momentum is still 

maintained.    

 Pulse Cannon – The player receives 3 shots with this weapon. The 

weapon has the ability to destroy 3 obstacles and/or hit an opposing 

vehicle and inflict 1 level of damage for each shot. 

 Fusion Lance – A charged energy attack that can inflict 2 levels of 

damage with a single hit to an opposing vehicle. This attack has a 

delay before the attack is fired.   

 Missile – Single shot attack that locks on to nearest opposing player 

automatically. Induces 1 unit of vehicle damage when hits. If player in 

1st position has the Missile they are able to use it against obstacles or 

fire it backwards at vehicles behind the player.  

o Power-ups – Defensive 

 Radial Nullifier – A point blank area of effect (PBAoE) pulse that is 

centred on the player’s vehicle. This pulse causes any obstacles in the 

immediate area around the player to drop back into the track. This 

effect follows the player for the duration of the power-ups effect. 

 Shield Wall – The player causes a wall of obstacles to rise from the 

track immediately behind the player’s vehicle creating an obstacle for 

other players. 

 Decoy – Creates a replica of the player’s vehicle to the immediate 

left/right/rear/front of the player. This decoy can be used to provide a 

false target to opposing player attacks. 

o Track effects 

 Speed boost – Gives players a speed boost. 

 Power-up – Deploys a random power-up for players to collect. 

 Sync Power-up – Deploys a random sync power-up for the player to 

collect. 

o Sync Powers 

 Force – Players “slave” wheels combine together at the hub to form a 

larger single vehicle. This vehicle is faster than standard vehicles, is 

capable of running over obstacles and other players but requires a 

combined effort from both players to turn the vehicle. This can only be 

used for a short duration at a time. 

 Energy Web – Both players combine in a similar fashion to the 

“combine” power but then split apart to reveal a mesh of energy 

strung between both players. Any other player making contact with 

this receives the same effect as an EMP Mine but for greater duration. 

This effect also causes obstacles to drop down back into the track. 

 Spikes – Players combine again and in doing so cause spikes to 

appear from the “slave” vehicles surface. These spikes can be used to 

generate extra grip on the track as well as allowing them to climb 

vertical sections of the track at greater speed.  
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 Social Media Integration 

o Ability to update Twitter/Facebook/Google+ statuses directly through the 

games menu system. 

o Ability to edit and upload videos direct to Social Media sites and YouTube 

and standalone app. 

o Standalone iOS and Android App allows players to view videos, racing news 

and game information through tablets or mobile phones.  

o App also allows players to edit vehicle and player appearance and abilities 

direct. 

o In-game race information is displayed direct to tablet or phone screen to give 

players additional depth. 

 Multi-device Racing: In addition to players being able to race on both the Vita and 

the PS3, players are also able to challenge players across both devices with Vita 

players able to race against PS3 players. 

1.3 – Genre 

Dynamo is a competitive racing game set in a futuristic environment developed for 

the Playstation 3 and the Playstation Vita. The game features single and multi-player 

racing modes as well as a more social party mode. Dynamo is an arcade style racing 

game with players able to attack each other throughout the race with a wide 

arsenal of weaponry. 

1.4 – Target Audience  

Dynamo’s is primarily aimed at fans of the racing genre with an intended ESRB rating 

of E for Everyone and a PEGI age rating of 7 as there is no graphic violence or scary 

scenes, however the visual fidelity of the game might prove over-stimulating to 

younger children. The game is also designed to appeal to both casual and 

competitive players alike. The party mode and single player campaign as well as the 

non-ranked multiplayer mode will appeal to casual gamers and fans of more relaxed 

arcade style racing games. The ranked multiplayer will also provide competitive 

players with an additional level of gameplay that will give added depth and 

complexity to their racing experience.     

1.5 – Game Flow Summery  

This section of the design document summarises the processes the player will go 

through when playing a game of Dynamo. To acknowledge that the game is aimed 

at two different types of player there will be three summaries; one for casual players, 

one for competitive players and a final one describing the in-race experience that is 

common to both play types. 

 

 Casual Player Flow Summery 

o Player activates Dynamo game through device of choice. 
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o Game loads displaying developer and publisher splash screens and plays 

opening cinematic which ends inviting the Player to press Start. 

o Player is presented with the Main Menu screen, which displays the following 

selections: Quick Race, Career Mode, Multiplayer, Time Trial and Options. 

o For this example the casual Player navigates the menu using the D-pad or the Left 

Analog Stick, chooses Quick Race and presses X to select. 

o  The Player is then asked to choose a vehicle. This choice is implemented through 

a carousel that shows each available vehicle with details about the stats of the 

vehicle underneath. The Player can move left and right around the carousel and 

make their selection with the X button and then select a vehicle colour. 

o The Player is then asked to select which Track they wish to race from another 

carousel of options with each track in the game represented. The track 

information including length and skill level is also displayed.  

o After selecting the track, the Player is then asked to choose the number of laps 

they wish to race. After pressing select then race will then commence. 

o After completing the race the Players results will be displayed followed by a 

replay of the race. This replay can be further explored with a Replay sub-menu 

that allows the Player to edit the replay and post it to various social media 

websites.  

o After moving past the replay the Player is then given the option to replay the 

track, choose a different track and vehicle or exit to the main menu. 

 

 

 Competitive Player Flow Summery  

o Player activates Dynamo game through device of choice. 

o Game loads displaying developer and publisher splash screens and plays 

opening cinematic which ends inviting the Player to press Start. 

o Player is presented with the Main Menu screen, which displays the following 

selections: Quick Race, Career Mode, Multiplayer, Time Trial and Options. 

o For this example the competitive Player navigates the menu using the D-pad or 

the Left Analog Stick, chooses Career Mode and presses X to select. 

o After selecting Career Mode the Player is then shown an introductory cinematic 

that explains to the Player about the sport of Dynamo racing and how they are a 

new racer that has joined a new racing team. 

o The Player is then asked to input a character name into the provided field and 

then select their appearance including racing suit and helmet colours. At the start 

of the game there is very few choices with regards appearance and colours. 
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o The Player then progresses to the Race Select screen. This screen presents the 

Player with a choice of available tournaments to compete in. Tournaments are 

separated into different leagues dependant on the Players current level; Bronze, 

Silver, Gold and Platinum. At the starting point of the game the Player is only able 

to select from a single available tournament.  

o Player then enters the Vehicle Select screen. The vehicles available are also set to 

show those that qualify for use in appropriate tournament leagues i.e. a Bronze 

spec vehicle can only be used in Bronze league tournaments. For the first time 

Player there is only one vehicle available, the others are unlocked later after more 

progression through the game. 

o After selecting a vehicle the Player then chooses a teammate to partner with 

during the race. The teammate is controlled with A.I during the career mode 

when played on single player mode. In other game modes the Player will be able 

to race as a team with a real world person. The A.I team mates available at the 

start of the game is also limited to one with better team mates becoming 

available as the Player progresses through the game. 

o After selecting a Track, Vehicle and Teammate, the Player is then launched into 

the racing portion of the game. 

o After completing the race the Players results will be displayed followed by a 

replay of the race. This replay can be further explored with a Replay sub-menu 

that allows the Player to edit the replay and post it to various social media 

websites.  

o The Players results will show the Players final race time, their overall finishing 

position and the number of tournament points they have been awarded 

dependant on their finishing position.  

o The Player will then be moved to the post-race screen where the Player will see 

again how many points they have been awarded and how many their team has 

been awarded overall. The Team and the Player will unlock new sponsors at this 

point depending on how many points they won, with more points unlocking more 

sponsors. 

o These new sponsors give the Player new Decals, colours and equipment to 

customise their vehicles with. 

o The Player is then shown how much XP they have generated from their race 

performance. This XP fills a bar on screen that shows the Player how close they are 

to levelling up. 



 

12 
 

o When the Player levels up they are rewarded with new unlockable content such 

as vehicles, upgrades and customisable parts.  

o After the new unlocked content information has been displayed the Player is then 

moved to the Race Hub screen. From here the Player can Select the Next Race, 

Customize their appearance and vehicle, View and edit previous replays, View 

new unlocked material and Exit the game back to the Main Menu 

1.6 - Look and Feel 

 The Look of Dynamo. 

Dynamo takes place on a future Earth, where technology has advanced to such levels that 

sustainable renewable energy is commonplace. The surface of the Earth has been reshaped; 

mile high cities and floating colonies now house the planets 20 billion strong populations, 

advanced holography is commonplace with all aesthetics, even trees are now generated 

by hard-light technology. 

The main look of dynamo is grounded in the idea that real natural elements such as trees 

and plant life no longer exist and that the people of this world, in an attempt to surround 

themselves with these missing elements, incorporate floral designs, like those of the baroque 

and rococo period, into the holography that surrounds them.  

The architectural ethos that runs through the world is one of conservancy and efficiency, with 

all designs being broken down in to their most basic primitive forms with no embellishments or 

unnecessary elements. All aesthetic liberty in the world comes from the use of holographic 

overlays that allow the populace to add naturalistic elements to their everyday lives, from 

the covings of a rooms ceiling to the outer skin of a skyscraper.      

The floral themes are found in all elements of design in this world, from software GUI’s and 

advertisement hoardings to building interiors and clothing. This floral theme is the main design 

theme found within Dynamo. 

Atmospherically the world of Dynamo looks clean and still with an almost clinical air with very 

little warmth. The environment whilst safe and prosperous is also oppressive and bleak. The 

only signs of degradation are the flicker of failing holograms. 

 The “Feel” of Dynamo 

The user interface in Dynamo is designed to make the player feel that they are part of the 

universe that Dynamo takes place in. There is a pervasive GUI that is used within the Dynamo 

gameplay that is displayed on all of the games HUDs and in-game cut scenes. This GUI has a 

very crisp interface with decorative natural elements that provide a visual flair without 

impairing functionality. 

Menu transitions are fast with one menu blinking out and being replaced by another almost 

immediately thereby increasing how quickly a Player is able to start a game. Menu transitions 

are accompanied by a brief audio cue to inform the Player that the current screen has been 
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exited and the next one is about to appear. Each registered button press also generates this 

audio cue. 

The universe of Dynamo is again referenced in the games GUI by using the same colour 

palette, with the warm colours being used for the text and graphics, and the cool colours 

being used for the back ground menu images. 

The aim of this rapid menu system is to engender in users a feeling for the pace, design and 

functionality that Dynamo represents.     

 Colours 

To reflect the divide between the forms and function aesthetics of the Dynamo world, there 

are two separate colour palettes within the game. One set is reserved for use on the clinical, 

mass produced architecture and features muted cool tones with very little colour. The other 

set is used on the games holography and features more vivid colours and warm tones. 

The holography colour scheme is used throughout the games GUI with the industrial cold 

colour scheme serving as a background to all the menu and GUI visuals.  

 Cold Palette 

 

 Warm Palette 

 

 

 GUI layout 

Whilst the holography of Dynamo’s world is an overt display of technology but the majority of 

the world’s computing technology is hidden from view. Displays for computers, televisions 

and communication can all be called up through any compatible surface and interacted 

with. These interfaces all use the same GUI, showing that they are all part of one unified 

operating system possibly from one single corporation. This GUI is displayed in the in game 

cut scenes, the games menu graphics, HUD, Gameplay and the mobile app interface. 
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1.6.1 Intellectual Property 

Relentless is an energy drink crated by the Coca Cola Company, to rival Red Bull. As well as 

producing a range of energy drinks; Relentless also sponsor a variety of teams and individuals 

in some of the most popular sports in the world; even producing documentaries about 

extreme sports. 

All of these sport sponsorships are mentioned 

here because they all drive an important 

factor of the brand that is Relentless. 

Relentless differs from its competition by 

marketing itself as a more artistic and original 

product, rather than a reworking of the 

“extreme” clichés. The gothic naturalistic logo 

embodies everything about the brand into a 

simple and elegant black and white 

decorated typeface. Rebecca Wright 

developed all of the original design work for 

the initial Relentless brand. 

 

“We saw an opportunity to move away from the usual ‘extreme’ and ‘gnarly’ clichés. The 

brand was built around the merging of attitude and artistry, as well as the idea of personal 

struggle and sacrifice in pursuit of ones goals. We recast the action sports participant as 

something of an artist, understanding the power of suffering for art, colliding hard core 

attitude with performance to generate something new and noble. It’s about giving every last 

drop of effort you can muster, overcoming the obstacles in your path and embracing the 

grind with no expectation of a free ride – the more you put in, the more you get back.”  

 

The foundation logo, the original piece of design which set in stone how everything else 

would develop around it, is all about being a bold iconic image, whilst also retaining artistic 

integrity. The font and type are what strike you first, big and bright, followed by your eye 

being led around the intricate and precise ribbon designs surrounding and encompassing 
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the letters. The sharp fire poker looking shape under the R is just fitting with the whole theme, 

and does give off that ‘attitude’ already identified by Rebecca. 

 

These smaller logs identify the letter R as being a primary importance of the whole brand. This 

smaller version has the addition of more traditional tribal spikes, which are again related to 

the target market. They are also similar to tattoo designs and other visual cues that relate to 

the audience in a more subtle and understated way.  

The above image shows the original flavours and their finalised designs. What we can gather 

from this is that the Relentless logo still is 

at the forefront of what information 

you get from the can, followed by the 

flavour, which is assisted by these 

large-scale intricate graphics behind 

the logo, the original graphic being a 

medical illustration of the human body. 

The muscular definition and veins tie 

into both the artistic and athletic sides, 

as well as providing a flow of detail 

behind the initial logo.  

The inferno flavour builds on this by taking the same graphic and making it more bright and 

vivid, but it works in portraying the flavour across at a distance; the same especially goes for 

the other two variants. The other designs step away from the more medical illustrations, and 

instead opt for detailed Baroque flourishes, complete with insects and berries for each can. 

All of the graphics share a common goal, and that is to be a secondary detailed graphic 

that reinforces the brand identity of the company but passive enough to not overpower the 

strength of the type logo. 
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Even within the design phase for accompanying graphics for the brand, stands etc. They still 

follow the rule of keeping the logo the eye catching bold voice of the brand, with faint but 

still detailed accompanying illustrations, particularly greyscale baroque flourishes, which has 

become almost the poster-visual for the brand. Speaking on the subject of iconic things 

special to the brand, they also like to employ quotes. 

 

Each can used to have hidden in the design, extracts of poetry and quotes from a wide 

range of people, including John Milton, William Wordsworth, Lord Byron and Emile Zola. The 

addition of quotations again acted as a design choice to cement the Relentless brand as a 

product with more “depth” and “intelligence” than that of its competitors. Even visually, the 

quotes are bespoke; a subtle change in the standard typeface really ties it in to the grand 

scheme of design. 

Design influences in Dynamo 

Dynamo adheres to the design ethos of Relentless by using the more subtle elements of its 

branding to reinforce the style and attitude of the product. The design of the game uses the 

floral imagery, dark almost macabre style and intense colours in a combination with the 

games environment and gameplay to echo the Relentless ideas of “attitude and artistry” as 

well as the concept of struggling against adversity in the pursuit of ones goals, which in the 

case of Dynamo is the victory found through racing.     

The floral imagery and baroque style is found throughout the games GUI and HUD designs as 

well as the games world environment. The bleak nature of the games environment 

combined with the bright visuals and fast gameplay is also used to reflect the brand image 

of Relentless and their presence within the extreme sports community.  

 

 

1.7. - Project Scope 

 Dynamo is a racing game designed for release simultaneously on Playstation 3 and 

Playstation Vita. The game will feature a single player and co-op campaign with the co-op 

feature available through split-screen and online through the Playstation Network (PSN). 
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Dynamo also uses the PSN to feature online multiplayer with several different racing modes. 

The online and split-screen multiplayer also extends to a dedicated party mode and a time-

trial mode. 

The production of this project will extend to the design of multiple racing tracks, track 

locations and vehicles as well the characters, power-ups and weapons used in the game. 

The game will also require the development of an integrated social media platform that 

allows players to edit and upload imagery and videos from in-game replays.  In addition to 

the social media development the game will also require the creation of an iOS and Android 

app that connects to the game to provide additional player information and social abilities. 

 

1.7.1. - Number of locations 

There are 5 world locations within the game that host the 15 different playable race tracks. 

These locations span the globe and serve to show the changes that have happened to this 

future earth. 

The first location is centred on the Eastern Coast of the United States on the sprawling 

metropolis that used to be New York City. This city now extends for hundreds of miles along 

the coast of the country with large sections of it extending out and into the sea to harness 

geo-thermal and hydro-electrical power sources. The environment of Neo York shares the 

same simplified architecture style as the rest of the planet with mile high sky scrapers and 

sterile tower blocks dominating the landscape. The Neo-York stage contains 3 different tracks 

that serve as the introduction to the game  

The second game location takes place in redeveloped city of Hong Kong within the New 

Hegemony formally China and Taiwan. In the context of Dynamos history, China has 

become uninhabitable and Hong Kong has been redeveloped and expanded south along 

the coast to where it meets Taiwan to form a colossal floating city. The surface of the city has 

the same basic architecture with additional elements such as banks of wind farms miles and 

large solar sails spreading across the South China Sea. This stage contains 3 race tracks that 

with courses in Taiwan, Hong Kong and a central track that extends partially out into the sea. 

The third game location is set in the new nation of Mansa Musa situated in the Western 

Sahara Desert. Mansa Musa covers the north west of Africa from the coast of Mauritania to 

the inner desert of Algeria and is the main habitable area in Africa. The skyline of the city 

features less skyscrapers with the majority of the city’s building extending downwards in to 

the mile deep canyons that now scar the regions surface. The skyline is dominated however 

by huge solar collectors that stand high above the other buildings. Light, reflected from the 

deserts surface and the mirrored roofs of buildings, is absorbed by the collectors and 

converted to energy. The city of Mansa Musa contains 3 race tracks that cover both the 

surface and the inner canyons of the area. 

The fourth game location is set in the floating city of New Hokkaido which hovers over the 

former country of Japan. New Hokkaido is significantly smaller than the other city states 

featured in Dynamo but no less urbanised with the familiar sprawl covering its surface. New 

Hokkaido drifts gently over the lands of Japan at a height that allows its giant solar sails 
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maximum exposure to the sun to generate energy and moving through cloud cover to 

absorb water.  New Hokkaido features 3 track locations that span the heights of the city’s 

tallest buildings to tracks that loop out into the open air. 

The final game location is centred on the United Nations of Europe (UNE) with the games 

race stages taking place in the countries formally known as the United Kingdom, Italy and 

France. The UNE covers the area that was previously Europe and is now the economic centre 

of the world and consists of one giant city. The sprawl of the city covers the English Channel 

and parts of the North Sea and extends south in to the Mediterranean. Unlike other super-

cities throughout the planet there are some elements of original architecture still remaining in 

the form of a several public monuments. The UNE also displays its most precious resource in 

front of the country’s capital building, the dead remains of the world’s last tree, and a 

powerful reminder of the country’s wealth. 
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1.7.2. - Number of tracks 

Neo-York  

Track 1 – Niagara Falls 

 

 

 

 

 

 

Track 2 – Bethesda  

 

 

 

Track 3 – Neo York City 
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Hong Kong 

Track 1 – Kowloon Bay

 

 

 

 

Track 2 – Taiwan Coast 
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Track 3 – South China Sea Bay 

 

 

 

 

 

Mansa Musa 

Track 1 – New Mauritania 
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Track 2 – Sahara City 

 

 

 

 

 

Track 3 – Canyon Floor 
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New Hokkaido 

Track 1 – Sapporo 
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Track 2 – Mount Tokachi 

 

 

 

 

 

 

 

Track 3 – Seikan Tunnel 

 

 

 

United Nations of Europe 
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Track 1 – Vatican Speedway 

 

 

 

 

 

Track 2 – Paris 

 

 

 

 

 

Track 3 – Westminster   
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1.7.3 – Number of Non-Player Characters 

Dynamo will require a number of non-player characters that will range in quality of 

appearance. The NPC’s that will feature the most amount of detail including voice acting 

and facial modelling are those featured in the opening cinematic for the game and for 

various cut scenes throughout that are used after certain conditions are met, such as winning 

or losing a tournament. There will also need to be multiple opponent and team mate NPC’s 

that will require a generic character body model. These NPC’s will communicate with the 

main player through a series of scripted dialogue options however most content will come 

from the Players A.I team mate. 

Dynamo will also feature NPC crowds in the arenas and stadiums of the games race tracks. 

Whilst there is no physical character model for them, the game also features two 

commentators whose voices are heard on every track. 

 

1.7.4 – Number of Vehicles 

Dynamo contains four different racing leagues; Bronze, Silver, Gold and Platinum, with each 

league racing a different vehicle. The vehicles design and visual appearance will change 

and the power levels of the mono-wheels will increase as progress through the leagues is 

made. Overall there are 8 racers on a track at one time and four separate leagues resulting 

in no less than 32 vehicle models required. In addition to this the outward appearance of the 

vehicles is able to be customised by the player to display their own racing livery and decals. 

Each vehicle has three areas that modifications can be applied to; the front fairing, the left 

fairing and the right fairing, these modifications represent the areas of the mono-wheel 

where different advertisements and sponsorship can be displayed and whilst changing the 

outward appearance of the vehicle they do not change the base model underneath. These 

different models of mono-wheel are also used in Dynamos various game modes. 

A standard vehicle in Dynamo is a mono-wheel that seats one rider in the centre of the 

wheel. The rider is seated in a forward position similar to a street racing bike, with foot pedals 
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attached to the floor of the seat on pegs and hand controls immediately in front of the 

player.  The player is able to see in front of them through a holographic screen in the wall of 

the mono-wheel that also displays the players HUD. 

 

During the racing of Dynamo the mono-wheel is placed inside a larger slave wheel that 

mimics the actions and appearance of the smaller player controlled mono-wheel. The slave 

wheel houses the player and their mono-wheel and using the holography present in the 

game universe it displays the livery and decals of the players own bike on to itself, this serves 

to readily identify the larger wheel and to distinguish it from the other players slave wheels. In 

the context of the game universe it also gives a larger platform to advertise sponsors and 

race teams. 
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The slave wheel uses a combination of glass and holography to make its surface transparent 

and therefore possible for the player to see the track through it. The slave wheel also has 

ramp to its rear that lowers to allow a players mono-wheel to enter it, upon entering the 

mono-wheel is affixed to the floor of the slave wheel with a plate that acts to transfer the 

player’s actions to the slave wheel. When in motion this plate remains underneath the mono-

wheel throughout the race, only losing position when the player slows down too much or is hit 

by a weapon. This results in the plate moving rapidly around the circumference of the wheel 

and obscuring the view of the player until either speed is regained or a weapons effect have 

stopped. 
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1.7.5 – Number of Offensive Pick-ups 

The number of power-ups in Dynamo are divided into three separate categories; Neutral, 

Defensive and Offensive. The following are the four weapon power-ups that are found in the 

Offensive category.   

 EMP (Electro Magnetic Pulse) Mine:   

An anti-vehicle mine that is deployed to the immediate rear of the players mono-wheel. 

The mine activates upon contacting the track surface and has a radius of 1 track lane 

width in which it can be triggered. The mine, once struck, will detonate and cause the 

contacting vehicle to lose power to their mono-wheel. The loss of power to the vehicle 

will result in two separate effects to the player experience; a visual distortion that 

removes the players HUD and on-screen information from view and the slowing of the 

players mono-wheel which also obstructs the players vision. The vehicle that has been hit 

does not lose momentum and so loses speed gradually, this is to prevent a player from 

losing too many places when hit. 

 

 Pulse Cannon:  

A projectile weapon with three rounds of ammunition. Once collected the player can fire 

the weapon by pressing the fire button and a single round will be fired immediately 

forward of the vehicle. The round that is fired travels in straight line until it makes contact 

with one of the following; another vehicle, an obstacle or the track surface. If contacting 

an opposing vehicle the projectile will explode and cause one level of damage to be 

inflicted to that vehicle. If the projectile hits a track surface obstacle it will pass through 

the obstacle causing it to be destroyed and allowing the player to move through the 

space unopposed. When contacting surface obstacles the projectile is capable of 

penetrating up to 2 layers of obstacles. If the projectile strikes the track itself then it 

explodes and causes no damage. 

To prevent a player from destroying an opposing player’s vehicle immediately with the 

cannon, there is a two second cool-down on the weapon before it can be fired again. 
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 Fusion Lance: 

A direct energy attack that causes two levels of damage to an opposing player’s vehicle 

when hit. The Fusion lance needs to charge up before the player can fire it so there is a 

three second delay between the player pressing the fire button and the weapon firing. 

The lance extends for 3 vehicle lengths from the front of the aggressing vehicle and 

travels in straight line immediately away from the player. Once fired, the lance will 

continue straight forward and pass through any opposing vehicle or object until it strikes 

the track surface or walls and is dissipated. The weapon can only be fired once before it 

is depleted.  

 

 

 Missile: 

A single shot projectile that locks automatically on to the vehicle immediately in front of 

the player and causes one level of damage when it hits. The missile does not become 

active until the player presses the fire button, at which point the missile will automatically 
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target the closest opposing vehicle ahead of the player and then launches. The 

launched missile then travels the shortest distance at ground level towards the player 

avoiding any obstacles in its way until it hits the vehicle. The targeted player is alerted to 

the attack by an on-HUD alert and can attempt to take evasive action by moving rapidly 

between obstacles, however even if the player reduces speed and falls behind the 

attacking player, the missile will still remain locked on. Upon hitting the targeted vehicle 

the damaged players HUD will light up to indicate the hit and one level of damage will 

be removed. 
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1.7.6 – Number of Neutral Pick-ups  

There are a total of four neutral pick ups 

 Health 

This pick-up repairs one level of damage from a vehicle with the effect being 

instantaneous when used. 

 Shield 

This pick-up protects the player from a hit that would have otherwise caused damage. It 

will protect the player from contact with any weapon or obstacle in the game but is 

depleted immediately after the contact has been made. The shield remains on the 

player until a hit has been registered or another pick-up has been activated. 

 

 Boost 

This pick-up produces the same effect as boost pad on the track surface. It increases the 

player’s vehicle speed for a period of three seconds with the effect occurring 

immediately after activating it. 

 

 Ghost 
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The player’s vehicle becomes intangible for a five second period of time. During this time 

the vehicle can pass freely through any other player, obstacle or weapons fire without 

reduction in speed or health. 

 

1.7.7 – Number of Defensive Pick-ups  

There are a total of three defensive pick-ups within the game. 

 Radial Nullifier  

When activated, this pick-up deactivates all obstacles that are within a radius centred on 

the player. The effect allows the player to avoid obstacles by causing the obstacles to 

return to their original position seated within the track. The effect caused by the pick-up 

follows the player for the duration of the pick-ups life span of seven seconds, lowering all 

obstacles that enter the radius. After exiting the effective radius of the pick-up any active 

obstacles will immediately return to the race track surface and become obstacles again. 

 

 Shield Wall 

When activated, this pick-up immediately causes a 3x1 row of track obstacles to rise from 

the track directly behind the player’s vehicle. This pick-up can be deployed to block the 
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routes of any pursuing vehicles or act as defence against any incoming enemy weapons 

fire. The obstacles once in place will remain in position until they have been hit or a radial 

nullifier has passed over them. 

 

 Decoy 

This pick-up allows the player to spawn an identical A.I controlled copy of their own 

vehicle next to them that will follow them along the track. This decoy serves to act as an 

alternative target to any attacking players weapons and also to cause any Missile 

attacks to lock on to it instead of the player. The Decoy remains in play until it has been 

struck once by an opposing players attack. An attack from an EMP Mine also causes the 

Decoy to be removed from play. 

 

 

 

 

 

 

 

 

 

 

1.7.8 – Number of Sync Pick-ups 

There are a total of three Sync pick-ups with in the game. Sync pick-ups differentiate from 

the other game pick-ups as they are only used to activate an event between a player and 
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their team-mate rather than producing an individual effect. The sync effect is limited in use 

by a timer that only allows for 20 seconds of sync power usage per pick-up. 

When activated this power allows the player to physically connect their slave wheel with the 

slave wheel of their team mate to form one single vehicle that is controlled by both players. 

Upon activation the outer hub of the player’s slave wheel and their team mates will glow, 

indicating that the power has been activated and alerting the team mate. The sync power 

up is finalised when both players slave wheels physically connect, at which point the player 

camera is drawn back to show a 3rd person shot that displays both players. The new 

“synced” vehicles acceleration at this point becomes automatic with player control only 

being required when turning corners. With the vehicle now consisting of two separate 

vehicles the standard movement controls no longer apply when in Sync mode, instead the 

vehicle is turned left and right by each player braking and accelerating accordingly. This 

mechanic combined with the automatic acceleration allows for players to “drift” around 

corners whilst, with communication, keep a high level of vehicle control. 

This method of connection and interaction is universal for all the different Sync powers.    

 Force 

When activated, this power allows the new synced vehicle to accelerate faster than the 

other player and to physically knock out of the way the vehicles of other players.   

 

 

 Energy Web 

When activated, both players combine and then separate to reveal a mesh of energy strung 

between both players. Any other player making contact with this receives the same effect as 

an EMP Mine but for greater duration. This effect also causes obstacles to drop down back 

into the track. 
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 Spikes 

Players combine again and in doing so cause spikes to appear from the slave wheels 

surface. These spikes can be used to generate extra grip on the track to climb certain 

vertical shortcut sections of the track that would inaccessible to standard vehicles. 
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2. Section II – Gameplay and Mechanics  

2.1. - Gameplay  

2.1.1. - Game progression  

Through the single player campaign experience, the player will progress by successfully 

completing the races and challenges presented to them in relation to their tier placement or 

"cup". Players would aim to rise from one placement to the next through a set of tiers along 

the lines of bronze, silver, gold and platinum. This progression would be triggered by having 

the most points by the end of the final course in a tier. 

 

The player would also unlock and equip themselves with new parts and decals for 

personalisation as well as boost their preferred vehicle traits. Some of the unlockables would 

be usable in the other game modes available to the player. 

 

Progression through the Time Trials game mode requires the player to select a course and to 

try and complete it as fast as possible using whatever vehicle they choose (custom or pre-

set). The player can then upload their trial for others to attempt where their player character 

will be present on the track performing exactly the same way they did in ghost form. Other 

players’ replays can also be downloaded to play, allowing for a constant challenge and for 

people to see how they might increase their skill. 

 

Multiplayer progression is tied to the player’s interest in interacting with others as well as 

climbing leaderboards, levelling up, unlocking content and acquiring Trophies. The 

multiplayer presents the player with a selection of tiers for them to choose from and 

complete a series of races within it to finish in succession. Multiplayer also offers players the 

selection of public and ranked matches, allowing people to play in a more or less 

competitive atmosphere where in some cases, players might choose to progress from public 

to ranked matches after they have learned the difficulty curve multiplayer brings to having 

the unpredictability of human players in opposition. 

 

Progression through Party Mode is through the longevity of a player’s session where the aim 

of the mode is to last for as long as possible while dealing with the opposition (3 opponents). 

Avoiding obstacles and maintaining an offensive and defensive strategy is key in completing 

the game mode and attaining first place. 

 

2.1.2. - Mission/challenge structure 

 

The challenge structure for the single player would be found in the player climbing the tier 

ladder where the opposition would show a more skilled and competitive manner the higher 

the player climbs. The opposition would show a more skilled use of their vehicle capabilities, 

the use of power-ups as well as use shortcuts and potential techniques at specific sections of 

a course. 

 

Time Trial modes challenge is found in trying to beat your best run around the track; 

perfecting turns, using speed at it's most advantageous moments and deploying power-ups 

to help you effectively travel the course. 

 

The challenge in multiplayer is structured through a gathering of similar player skill levels for 

ranked matches and a less strict skill finding settings for public games where 'just playing' is 

the main aim. With the opposition being other humans, the potential unpredictability they 

could bring to a match would also be a part of the challenge. 

 

Your mission in Party Mode is to outlast the opposition and the challenge is found in dealing 
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with your opponents and their tactics, the environment itself and the obstacles it presents 

you with and using power-ups to your advantage. The unpredictability of the human 

opposition's mind-set with the constantly changing surface of the environment make it 

difficult for the player to gauge the level of difficulty they might be facing but the 

environment does have patterns that can be learned allowing players to form some plan to 

maintain their 'survival'. 

 

2.1.3. - Objectives - What are the objectives of the game? 

 

Singleplayer  

• Climb the tiers (bronze, silver, gold, platinum)  

• Complete races in 1st, 2nd or 3rd (preferably 1st)  

• Accumulate currency for customisation and vehicle improvement  

• Climb leaderboards and beat highscores  

• Unlock Trophies  

 

Time Trials  

• Beat your best time  

• Beat your opponents best time  

• Unlock Trophies  

 

Multiplayer 

• Complete races in 1st, 2nd or 3rd (preferably 1st)  

• Accumulate currency for customisation and vehicle improvement  

• Climb leaderboards and beat highscores  

• Unlock Trophies  

 

Party Mode 

• Survive  

• Defeat the opposition  

• Unlock Trophies 
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2.1.4. – Minute by Minute Gameplay 

 

Racers are assembled on the starting grid of the course. The Player is in 8th position at the end 

of the grid. There are 3 lights at the side of the track that will light up red, yellow and then 

green. The countdown is also displayed on the HUD’s of the racers vehicles. 

The countdown starts, hits green and the race begins 

 

The Player holds the X button to accelerate down the track with the rest of the field. The 

Players view is blocked immediately in front on him by the inner wall of the Slave wheel. As 
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the wheel accelerates it will become transparent allowing the Player an unobscured view of 

the track. 

 

As the player accelerates the HUD display grows brighter as more energy enters it. 

The vehicles race down the straight with players using the Left Analog stick to jostle left and 

right for position. 

The Player has now moved up to 5th position. 
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The track is about to take tight left turn so the Player moves with the d-pad over to the left 

and then presses the Square button to brake.  

The HUD dims as the Player brakes. The Player is now at the turn and slowing down. The Player 

holds the Left Analog stick left to turn left tightly. 

 

After exiting the turn, the Player presses the X button to accelerate again. The HUD glows 

brighter. 

At this point the Dynamic Track Surface activates. The Player is still in 5th position and sees the 

track surface in front of them rise up in several locations to form multiple obstacles. The Player 

can see that these obstacles are individual cubes that make up the track surface. 
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The Player steers using the Left Analog stick to the right to travel across the tracks surface and 

avoid the obstacle. 

An opposing vehicle fails to avoid the obstacle and hits it falling behind the rest of the pack. 

 

The Player continues to accelerate along the straight and towards a steep right curve in the 

distance. 

The track continues to present obstacles in places but the Player is able to avoid them. 
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Three squares on the track surface light up and a holographic symbol representing a power-

up is raised on to the track surface. 

 

The Player sees a different vehicle pass through two of the power-ups so steers themselves 

into the path of the remaining power-up and contacts it. 

The Player has picked up a Boost Power-up. The player knows it is the Boost power-up as the 

HUD has displayed the Boost icon. 

 

Power-ups are activated by pressing the L1 Bumper. 
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The Player sees the vehicle in front use its Power-up and drop an EMP Mine on to the track 

behind it. 

The Player tries to turn but there are obstacles on either side so is unable to avoid the Mine. 

The Player has hit the mine. The EMP Mine causes a temporary power loss in any vehicle that 

hits it. 

 

The Player see’s the HUD and vehicles holography flicker out and go dim as his bike suddenly 

stops accelerating and begins to slow. This feature is known as Velocity Vision. 
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As the Player slows the Slave wheel slows and blocks the Players view. 

 

Other vehicles begin to pass the Player. 

The Player has fallen from 5th position to 7th when the vehicles engine power is restored and 

he begins to accelerate again. The HUD glow is restored and the Slave wheel begins to turn 

faster restoring vision to the Player. 

The Player wishing to catch up then presses the L1 Bumper and activates the Boost power-up 

The Player is boosted forward at a higher than normal rate of speed. The Players vision is 

blurred as the speed increases. The Player quickly dodges obstacles as he moves up the field 
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The Player passes over another Power-up icon and receives a Force Power-Up. This power-up 

is a Sync Power. A Sync Power is activated by pressing R1. Pressing R1 tells the Players A.I 

Team mate that a Sync power is available. At this point an A.I team mate will match speed 

with the Player so that they are able to activate the Power-up. 

The Player is now following the rest of the racers as they climb up the steep right hand turn 

and turns right on the Analog stick to make the turn. The Player is now behind a group of 

other racers with the A.I. Team mate in 4th place. The Player presses the R1 button and the 

right rim of the Slave wheel lights up. 
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The A.I. team mate recognising that the Sync power has been activated, brakes to drop 

back to the side of the Player. The A.I team mates slave wheels rim is glowing on the right 

hand side. The Player continues to make the turn avoiding obstacles as they go. During this 

turn the Player also picks up another Power-up. This time it is the Health power-up 

The team mate A.I is now in position alongside the Player. The Player then steers right towards 

the A.I until their wheels touch. At this point the wheels fuse together and the player camera 

moves back to show a 3rd person view of both vehicle combined together. 



 

49 
 

For the first time use of the Sync Ability in a single player game an on-screen help screen 

appears 

This screen tells the combined vehicle will automatically accelerate. 

The screen then tells the player that to make a hard turn Left the Player must brake and the 

A.I will accelerate to drift the wheel Left. To make a right turn the Player must accelerate and 

the A.I team mate will brake, drifting the wheel right. 

The screen then tells the Player that at the end of the Sync power time limit the vehicles will 

automatically split apart. 

The screen then disappears and the gameplay is resumed. 

The newly combined vehicle accelerates sharply and moves up the track. It is held in place 

to the centre of the track. 

The Player sees 4 other vehicles unable to get out of the way knocked out of the way of the 

other vehicles. 
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The Player sees the combined vehicle run over obstacles and crush them out of the way. The 

Player’s HUD is glowing brightly and there is a bar at the top that is quickly moving down as 

the Sync power is used up. The Player is now approaching another right hand turn as the 

track loops back around. 

As the Player approaches the corner the Player holds the accelerate button X. This causes 

the A.I to brake their side of the vehicle and the whole combined wheel drifts to the right, 

throwing up sparks as the wheels slide around the corner. 
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The Player can control the drift by releasing the X button and braking with Square instead 

and vice versa. The Player and the A.I are now exiting the corner and entering another 

straight. The Sync bar is now empty and the rims of the wheels flash to signify that they are 

about to separate. The combined wheels separate and the Player now has full control of  

their own wheel. 
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The Player holds X to accelerate. The Player is now in 3th place as the A.I. pulls slightly ahead. 

The Players HUD now flashes to warn that an opponent behind them has achieved a lock 

with the Missile Power-up. 

The Player tries to avoid by moving left and right but the Missile is locked on and hits the 

Player 

 

 

 

The Players view is filled with sparks as the Missile hits. The Players power level dips slightly and 

the HUD dims in correspondence. The Player loses some speed. The HUD informs the Player 

that the vehicle has lost one unit of health. The Player is passed by an opposing vehicle and 

is now in 4th place. The Player maintains acceleration and presses the L1 Bumper to use the 

Health Power-up. This power-up restores the Player back to full health. The Player continues 

down the straight towards the finishing line weaving between obstacles along the way. 

The Player rides over a Boost pad on the track and is accelerated rapidly. 
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The Player is now alongside the opponent in 3th place racing toward the finish. The Player is 

travelling at a speed that activates the higher level of Velocity Vision. This causes a change 

in the Players HUD and the Player is now shown more information about the track. 

 

 

 

The HUD now alerts the Player that a section of track in front of them is about to rise up to 
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form an obstacle. Using this information the Player avoids the area whilst the opponent 

continues straight ahead. The track rises up in front of the opponent and is unable to move 

to the right to avoid it as the Player is in the way. 

The opponent hits the obstacle and is slowed. 

The Player continues forward and crosses the finish line. 

The Player has finished in 3rd place. 

The Players controls are then taken over by the game AI and the results screen is displayed. 

 

2.2. - Mechanics  

2.2.1. - Physics - How does the physical universe work? 

2.2.1.1. - The player and the track  

 

Players are attached for the most part to the surface of the track and travel across it by 

accelerating. If the player releases accelerate they will slowly reach a stop. If the player 

releases accelerate while upside down or travelling up a steep surface, they will not be 

affected by any gravitational pull and when completely still will hold this position till the 

player accelerates again. 

 

The track is held in place in different ways dependant on location and theme. The track can 

have steep slope segments as well as sections that have the player traverse upside down or 

on a side. The track is not affected by any physical force from the player characters or the 

surrounding environment but the obstacles across its surface can be smashed by either a 

player or an offensive power-up. 

 

2.2.1.2. Obstacles 

Obstacles rise from the surface of the track in cube formations but can form next to each 

other to create more unique shapes. These cube shapes will always be the same width, 

length and height regardless of what form the track will take and the potential gravitational 
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pull it should have on them as loose, elevated surfaces. 

If the player smashes into an obstacle, they will receive 1 level of damage and the obstacle's 

components will separate. While in this form, they have no weight or physical stats so having 

them on the track or attached to the front of an accelerated player's vehicle has no effect, 

though in the latter they could form a visual obstruction. The speed of the player upon 

impact will determine the distance the loose components cover as well as their speed and 

how they react upon colliding with another surface. These segments will eventually fade from 

the field of play. 

 

Underneath an obstacle is a flat surface, which they rest on. This allows for obstacle 

deployment in that section in future as well as the continued travel of player's over it without 

falling through the track. 

 

2.2.1.3. - Power-up use and deployment 

 

 

The form of the track doesn't affect the deployment of power-ups for collection. They are 

held in place till they are all collected or passed by all players. 

The power-ups themselves are also not affected by any physics. Offensive power-ups like the 

EMP Mine stay in place once deployed while weapon's that fire like the Fusion Lance move 

forward for a period of time before disappearing and don't lose height the further they 

travel. 

 

2.2.2. – Movement 

 

2.2.2.1. - General Movement 

 

The player moves in accordance to their controller input. Progressing forward ultimately leads 

the player to their goal of completing the race. The player is capable of moving in all 

horizontal directions with a combination of thumbstick direction, and accelerate and 

decelerate button input. 

 

Obstacle movement is limited to the raising and lowering from a fixed location in different 

formations made up of cubes. 
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2.2.2.2.-  Other Movement 

 

2.2.2.2.1. - Offensive Power-ups 

 

• The EMP Mine is deployed directly behind the player, dropping almost instantly after it 

is released.  

• The Pulse Cannon and Fusion Lance project their ammunition forward towards a 

target at a fast speed but over time loses the ability to do damage and fades from 

play.  

• The Missile power-up locks onto a nearby opponent and once deployed, makes it's 

way to the target as efficiently as possible.  

 

 

2.2.3. – Objects 

 

2.2.3.1. - Picking up objects/power-ups 

 

Across the race track, power-up's are deployed on rows in different amounts to a maximum 

of 4 at a time. Players pass over the deployment square and receive a power-up, which they 

can then keep hold of until they are ready to use it. If the player passes over another power-

up while in possession of one, they won't be able to pick it up. 

 

Excluding the Sync Mode powers, some of them can be deployed in a way that is beneficial 

for co-operative play. A Radial Nullifier or a Shield Wall can be deployed to pave a safe 

passage for both players or to slow down the opposition from following a route they had 

taken. 

 

Power-ups are there to add another layer to the racing mechanics, improving on strategy 

and technique variations from a standard racing game where speed and technical use of a 

vehicle's capabilities pave the road to victory. 

 

2.2.4. – Actions 

 

2.2.4.1. - Switches and buttons 

 

2.2.4.1.1. - Start line 

 

After all players have been accepted and launched into the match, the countdown will 

commence where all players will assume control of their vehicle on "go" and travel towards 

the finish line. 

 

2.2.4.1.2. - Finish line 

 

When a player crosses the finish line an AI assumes control of their vehicle and continues to 

travel across the track until all other player's have reached that destination. Once all player's 

have done this, stats will be displayed and shortly after, everyone will be returned to the 

matchmaking lobby. 
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2.2.4.2. - Sync Mode 

 

Sync Mode is a feature activated by a player's button input informing their ally they wish to 

join together into a single vehicle. The player's would then align their vehicles and close the 

gap between them till they have joined. Connections can only be formed on the sides of the 

vehicle's that have lit up. The vehicle during this mode accelerates on its own and can 

perform a variety of actions and access unique areas, but it also has its drawbacks as 

movement requires both players to communicate to make turns efficiently. 

 

2.2.4.3. - Player communication 

 

Communication between players is performed by inviting someone from your friends list to a 

one-to-one voice chat while they are playing the same game. People from your friends list 

can also be sent lobby invites and can have their game joined if a match hasn't launched 

and an empty space exists. Players can also have a chat room active for typing messages 

both with people who are playing the game and those who aren't. The team menu also 

contains a section that allows players to send each other messages in a shared space that 

will notify the receiving party. 

 

Player communication can also be performed in game through visual signs. When a player 

activates Sync Mode, the side that joins with their ally glows indicating that they wish to join 

vehicles together on that side. 

 

 

2.2.5. - Player Teams 

In Dynamo, players can create a team of two players. In the single player mode, AI partners 

of varying stats and mind-sets are provided for the player to choose from as they progress 

through the game. In multiplayer, one player sends someone on their friends list a request to 

form a team. Once a team has been formed, the player's have access to their joint stats as 

well as the ability to customise team colours and create a team name. If a player doesn't 

form a team or enters a multiplayer matchmaking game without their partner, they will be 

paired up with another person who doesn't have theirs. 

 

Communication between players in game is done by a one to one voice chat but the 

option to use the text chat services is also possible. Team members can also send each other 

messages in their team stats menu to which they will be notified they have a new message. 

 

2.2.6. – Combat 

Combat is modelled around players having 3 units of health that are depleted from colliding 

with obstacles and being hit by an opposing players attack power-up. When a player's 

health hits zero, they are ejected from their Slave wheel and traverse the track in their Avatar 

vehicle till a replacement is dropped for them to enter. The player is immune to damage 

during their ejection but become susceptible to attack shortly after which leads to their 

temporary removal from the race. During the period the player controls their Avatar, all 

previously mentioned methods of damage application remain with the addition of a direct 

collision from a player still in their Slave wheel. 
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2.2.7. – Economy 

Energy is the currency of Dynamo, which is earned from participating in races and 

challenges with higher amounts awarded to those more skilled and successful (achieving first 

place). This currency is separate for the single player campaign and the multiplayer game 

mode though certain cosmetic items unlocked in the former carry across. 

 

This Energy is used to buy cosmetic items for the player character and their vehicle as well as 

more efficient parts to improve their performance and capabilities. 

 

2.2.8. - Different Gameplay Modes 

 

2.2.8.1. - Single player 

 

The single player game has the player take part in races and challenges against AI 

opponents and unlocking cosmetic and stat effecting items for customisation. While not the 

main body of the product and it's replayability, it acts as the tutorial and training for the 

player for when they are ready to experience the challenge found in competing against 

others. 

 

The player will select a race or challenge and take part. Successful completion unlocks the 

next tier and rewards them with Energy. Falling into a position below 3rd will result in no 

progression through the tiers, but the player will still be awarded Energy. 

 

Completing the single player game will unlock cosmetic items as a status of their 

achievement that can be carried over to multiplayer. Players will be allowed to replay any 

races they have completed and finish off any missed content. 

 

2.2.8.2. - Time Trial 

 

Time Trial mode has the player race around a track only they occupy where the goal is to 

get the lowest time possible. After their first 'lap', a ghost version of their vehicle will appear 

performing the exact same actions they had just performed to compete against. The most 

recent 'lap' can be uploaded for other player's to download and attempt to beat. Power-

ups and obstacles are still active in this mode for an added level of challenge and strategy. 

 

2.2.8.3. - Multiplayer 

 

Multiplayer has 8 players put into teams of 2 where they will enter a race and try to finish it in 

the top positions. Obstacles and power-ups are active in this game mode adding a sense of 

competitiveness and cooperation. Energy is gained regardless of finishing position, but more 

is earned the higher you are. This Energy is used to unlock cosmetic and stat changing items 

to equip on the player and their vehicle. 
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2.2.8.3.1. - Ranked 

 

A ranked match has players paired up in a game with equal or closely ranged skill levels. 

Race finishing position in this mode can increase or decrease a player's skill level and 

change their ranked match leaderboard position. 

 

2.2.8.3.2. - Public 

 

Public matches has players come together for a race that doesn't affect leaderboards or skill 

levels. The skill level of player's is also not considered when forming a lobby. 

 

2.2.8.4. - Party Mode 

 

 

Party Mode has 4 players compete within a 'hamster wheel' that uses the dynamic tracks 

mechanic of deploying obstacles and power-ups. The goal in this game mode is to last as 

long as possible. The game mode is over when all players have been removed from the 

track. 
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2.3. - Screen Flow  

2.3.1. - Screen Flow Chart (Main Menu); 

2.3.2. - Screen Descriptions  

2.3.2.1. - Main Menu Screen  

The Main Menu is the hub from which the player accesses the entire game, and explores the 

branching options contained within.  Apart from the initial cut scenes, this will be the first 

interactive part of the game-playing experiencing, a good place to the set the mood and 

tone.  

2.3.2.2. - Options Screen  

Like many video games today this is where all the settings to tweak will reside. Options to 

configured include Visual (Brightness, Saturation etc), Audio (Master volume, SFX volume 

etc), Controls (For players to check input commands or to change the control scheme), 

Calibration (For move enabled players or PS Vita users, configuring gestures etc) and the 

credits. 
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2.3.2.3. - Multiplayer Screen 

The multiplayer screen is the ‘main menu’ of cooperative interaction. This is where a player 

may explore options for LAN, Online or Split screen. These options are put on their own screen 

to distinguish the whole single player portion as a separate experience almost. 

2.3.2.3.1. - Split Screen 

Split screen is for couch cooperative players to join a locally hosted game for themselves. All 

game options are available as they are in online and in single player. Restrictions are placed 

upon vehicle customization and visual fidelity as the system specifications can only handle so 

much. 

2.3.2.3.2. - Online Multiplayer 

This menu leads the player into internet play, with the ability to race against anyone online, 

playing for ranks or just for fun; it’s up to the player. This encompasses all internet play options. 

5.3.2.3.2.1. - Quick Race 

This is the option for people wanting a quick multiplayer game, or don’t want to be restricted 

to a lobby of the same particular people. 

2.3.2.3.2.2. - Tournament 

 This screen is where you join a continuous lobby of other people but do more than single 

races or events in one sitting. This is aimed towards the hard-core players sinking time into 

their character. 

2.3.2.3.3. - Party Mode 

This menu is a precursor to the online multiplayer screen, with the added ability to organize 

your friends, cohorts etc. before you race. It is a lobby system similar to most contemporary 

multiplayer games involving party play. The main player/organizer is in charge and has 

control over matchmaking, whilst the other players are just lifted underneath waiting for a 

game to be organized. 

2.3.2.3.4. - Local Multiplayer 

Exactly the same as Online Multiplayer, except this is handled through consoles connected 

the same local network. It would function identical to Online Multiplayer, but with separate 

leader boards. 

2.3.2.3.5. - My Team 

This is a single page dedicated to the organization of any clans the player is in charge of or a 

part of. From here they can create, customize, modify and plan everything related to their 

own teams/clan/guild. Team specific edits as well as individual edits can be made here too, 

and all the teams involved can be entered across any game mode. 
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2.3.2.4. - Career Mode. 

This is where the player can choose to load the current progress from a previous session 

under career mode, or have the option to begin a completely new one. This screen is a 

stepping stone into the single player world of dynamO.  

2.3.2.4.1. - Race Hub 

This screen is the meat of single player. Everything involving your personal journey through the 

game is catalogued and manipulated here. It’s a closed area where the player doesn’t 

have to consider meaningless options as they are stuck within a loop of engagement. 

2.3.2.4.1.1. - Replays 

From the Race Hub, players can jump to a list of replays created automatically in 

chronological order. Here a player can playback previous or saved races, save them for 

publishing or even edit them first. Similar to Halo 3’s theatre mode, with options focused 

around video editing and montage creation. 

2.3.2.4.1.2. - Garage 

This is where the player can make changes to their single player avatar and vehicles. 

Everything from Livery to vehicle type. 

2.3.2.4.1.3. - Unlocks 

This is the screen where your most recent unlocks will appear, as well as information on how 

to acquire others.  

2.3.2.4.2. - New Career 

This is simple a portal for new game careers to begin, this option initiates the intro cut scenes 

and player choices for appearance before thrusting them into the initial race. 

2.3.2.5. - Quick Race 

This is the option for players wanting to rush straight into a game. They follow this route, and 

go through similar selective options as New Career until they’re in a race. 
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3. Section III – Story, Setting and License Considerations 

3.1. - Story and Narrative 

 

As a new racer in the Dynamo sport, the player is signed to a new inexperienced racing 

team and must begin racing in the lowest league in the sport and gradually progress until 

they reach and win the final tournament of the game. The sport of Dynamo is used 

throughout the world as entertainment for the masses with each race broadcast around the 

planet.  

 

3.1.1. - Back Story 

 

Dynamo is set in the distant future of Earth, devastated from a severe energy crisis which led 

to world war. New technologies that created clean, renewable forms of energy led to an 

end to the war, but not before the surface of the world was irrevocably changed and much 

of the world’s former countries destroyed as well as most forms of the planets natural plant 

and animal life. 

Humanity now lives in five major population settlements around the globe with most other 

landmasses still uninhabitable; Neo-York, The United Nations of Europe, The New Hegemony 

of Hong Kong, Mansa Musa and the floating city of New Hokkaido. Each new city state 

spans for hundreds of miles and are designed using the same energy conserving technology, 

a technology that whilst saving the world has replaced any artistry and design with efficiency 

and optimisation. Any and all new architecture is designed to use the least amount of 

resources to create the most amount of space with all unnecessary embellishments 

removed; creating an environment that is functional yet sterile.  

In a response to these environments a new design movement spread, trying to reclaim the 

imagery of the natural world that had been lost. Using holography, people began to 

decorate and embellish their property and themselves with interpretations of the world’s lost 

flora and fauna. 

Neo-Baroque, as the movement became known, soon covered the globe and influenced 

the world’s art, music, fashion and technology. In trying to surround themselves with what the 

world had lost, the people had fallen back into the art and culture of its history.  

 

3.2. - License Considerations 

 

The universe of Dynamo is designed to reflect the aesthetics and brand imagery of Relentless 

without overtly advertising the product. The games art style and colour palette are designed 

to reflect that of the Relentless drinks cans and advertising  

It is important to take into account the ethos of the Relentless brand and to uphold the value 

of the franchise in all aspects of the game. Therefore Dynamo will not include any extreme or 

realistic portrayals of violence, strong language, blood, or any other rival products or brands. 
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(The rest of section 3 is in progress/being considered) 
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4. Section V - Interface  

4.1. Visual System  

4.1.1. HUD – Explain the HUD, as if the person was blind 

 

 Visual 

The entire HUD can be broken down into four elements. Each element is designed to display 

the most important information to the player. The HUD adopts the same visual style used 

throughout the game, using a hologram effect to project the information onto the track. The 

1st element of the HUD is the health bar and speedometer, the speedometer is in oval in 

shape and has the health bar connected to the side in the style of a floral baroque pattern. 

The baroque floral style is used on all elements of the HUD. The 2nd element is the mini-map 

display. This shows the entire track in a small scale with player positions that are represented 

by small dots which are in two colours, blue and green. The lap number and race time is the 

3rd element in the HUD. Lap number is displayed mainly with text which has a floral pattern on 

the left and right side. The 4th and final element of the HUD is the sync and pickup bar, The 

word sync is shown as either a dim or bright orange, connected to the word sync is a floral 

pattern which ends next to where the pick-up icon is displayed. 

 Function 

The health bar (1) drains in three stages, each time the player takes damage a third of the 

bar dims showing only the health remaining bright. As a player regains health the bar lights 

up one third at a time.  As the player accelerates the dial within the speedometer turns 

towards the right side of the screen, at the same time the number showing the exact speed 

increases. The mini-map (2) is in a fixed position, the player positions move along the mini-

map showing the exact position of the player and the opposition. The lap number (3) starts 

at number 1 and increases each time the player completes a lap. Time is triggered as soon 
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as the player takes control, and continues to increase until the player finishes the race. The 

Sync stays dim until a sync pick-up is collected, upon collection the word lights up. Current 

pick-up is only seen when the player has collected one. When a pick-up is collected a small 

icon is shown to show which pick-up can be used, 

4.1.2. Menus  

4.1.2.1. Parent Screen 

 

 Visual 

The entire menu system is designed to allow quick and simple modifications to happen, be it 

extensions or cutting parts out. With this being the first point a player is introduced to the 

visual style of the game, the menu will enforce all the holographic elements from the story. It 

will also echo the contrast of cold steel features dwarfing these natural feeling baroque 

holograms. The screen above falls into the parent category, any menu that branches down 

a path longer than 1 extra screen is designed in this style. Symmetrical layout for the 

composition of the buttons, with asymmetrical design features to increase the visual fidelity. 

The colour scheme chosen was taken from the core palette, orange with white detail, 

visually they contrast the best and appear the most readable to a range of viewers. 

Overlayed across this menu is a small glowing strip, closer to the camera. This strip includes 

news, updates and possibilities for paid adverts etc. 

 Function 

The currently selected option will be in focus and more saturated than the rest, there is a 

possibility of having this animated also. Imaginary winds making it come to life whilst 

juxtaposing the static unselected options. The location of the option will also dictate the 

travelling direction for the animation segment of the menu. For example, selecting career 

mode on the above concept will pan the camera up and left, to a connecting monowheel 
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in that quadrant. Here is an example image. It has a geometric sprawling design to enhance 

usability and interactivity. 

 

Players who have experienced the game enough will be able to use muscle memory and 

just hold the directions to quickly traverse the menus. This takes the menu browsing time 

away for experienced players, without jeopardizing the casual/new user’s experience. 
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4.1.2.2. Child Screen 

 

 Visual 

The other type of screen is the child screen. These are what essentially caps the end of every 

sprawling branch within the game. For example, the graphics screen of the options branch. 

Since this screen must contain information that the player can interact with; rather than a 

vehicle to lead them deeper into the system, this couldn’t be designed the same as the 

parent screen, mainly for size and spacing. The child instead is displayed on a scrolling screen 

decorated in a similar way to the parent screens. Still following the overall design scheme but 

giving all screens tangible context within the game world and not just as a device for the 

user. 

 Function 

The parent screen being a series of interlocked monowheels creates this feeling of an ever 

flowing system all reacting to each other to process the user’s navigation. The child takes a 

modified approach to accompany the information. The monowheel is linked to a chain 

which is drawing the bigger screen plate down; Similar to a curtain being drawn. All of this is 

enforcing the idea of the HUD and Menu as being part of the game universe. As well as 

being a functional device for giving players information. 
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4.1.2.3. Splash Screen 

 

 Visual 

The splash screen is a staple among games across the board. Our splash screen mimics a 

very common format of establishing a games atmosphere. The dynamo logo takes the focus, 

a scenario that is continued through the games design; holograms to focus the player’s 

attention. Whilst also staying relevant to the story and world in which the players race. 

 Function 

This screen has to set the mood of the game for the player, giving them an idea of what is to 

come and what state of mind to be in. It also elaborates on the IP more aggressively than 

any actual in game content. This is closely tied to how Relentless like to brand their sponsored 

events etc. Not using an impeding design, but having their simplistic logo displayed as a 

header over whatever’s being sponsored. The copyrights for all of Relentless will appear at 

the bottom as well as our own being appended to it. 
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4.1.2.4. Load Screen 

 

 Visual 

The screen is 80% the same as a parent or child screen, except the menu system is replaced 

with a holographic representation of whatever input device the player has connected. The 

graphic is holographic in fitting with the overall theme, the labels also mimic this. The overlay 

will still be present across the bottom. Utilized as a load bar, it will fade from left to right as the 

game loads, implying a movement of power from one screen to another (In this case from 

menu world to game world). 

 Function 

A lot of racing games tend to include the control scheme within the load screens just to 

make them slightly interesting since they are mandatory. The way this is designed allows for 

any graphic to be rendered as a hologram and placed in the casing of the menu design. 

The overlaid bar across the bottom is a way of demonstrating loading without the cliché 

rotating circle. This keeps the theme of movement and transitioning consistent but unique 

each time. 
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4.1.3. Camera  

DynamO has 4 choices for how the player wants to view their racing vehicle. These are ;

 

 Distant View 

This view is the furthest a player can zoom out away from their vehicle. Common racing 

camera. 

 

 First Person 

This is the view from the players view, as if they exist in the game as the monowheel. Classic 

immersive camera type. 
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 Super First Person 

This if for the purists who wish to have only the HUD and the track around them. No 

interference from the vehicle itself.

 

 Third Person 

This is the most immersive view we have, giving an over the shoulder example for the player 

to experience what the player would be experiencing. This view probably is the most visually 

stimulating. 
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4.2. Control System  
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4.3. Audio  

The audio menu will contain a list of sliders; these will drive 3 different audio levels. The top 

level will be master volume; this is for changing all of the volume together. Then there is the 

Sounds effects volume slider, for the control of all the sound effects in the game. The final 

button on the menu will be for music, which reaches advanced options for music. 

 

4.4. Music   

The game will feature a set of chosen tracks, all picked to emphasize the speed and power 

involved within the racing gameplay. These pieces of music can be added or removed from 

the current playlist in the advanced music option. The screen is split down the centre, with 

current tracks on the left and available tracks on the right. At the bottom right, the player 

can press this button to then select their own music folders from their storage device. The act 

of adding new songs and browsing for them will be dealt with by XMB. 
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4.5. Sound Effects  

The menu will feature very minute sounds upon interaction. Any press that involves a 

navigation of screen space will cause the “swoosh” sound. Whenever a player navigates 

back to a previous page, the buzz of a fading hologram plays. A gear shifting sound effect 

will play for general navigation around a particular screen. In any situation where the player 

must leave the menu to load something, the sound of an engine quickly speeding past will 

play. 

4.6. Voice Acting 

Voice acting will be required but only for a small amount. The player can choose between 5 

male and female voices. These voices aren’t explicitly useful for anything. The voices would 

only be heard; during the intro of the race, whenever a player contacts another player 

(Positively or negatively), and for victory lines. There will also be one memorable or distinctive 

actor needed for the commentators. 

4.7. Help System  

The help system will be a passive addition, assisting rather than telling the player. The 

commentator with the distinctive voice will do all of the directing for the player whenever 

they are stuck. The help system will also feature a condensed version of the commentators 

rants on screen (and Optional subtitles for deaf players). 
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5. Section IV – Artificial Intelligence 

5.1. Opponent AI 

 

The opposition in Dynamo will take an offensive stand against the player's team and all 

others by overtaking them when possible and deploying power-ups to slow them down. 

These characters will not intentionally harm their allies and will work together as a team. 

 

The opposition's equipment, skill and technique will be dependent on the progress the player 

has made through the campaign as they will be better outfitted and capable the closer the 

player is to the platinum tier. 

 

The collision detection points will also be further from the vehicle on higher difficulties as this 

makes the characters more aware of the obstacles ahead of them giving them more 

reaction time. 

 

5.2. - Friendly characters 

The player has an AI controlled ally in the singleplayer campaign that can be swapped out 

with more efficient and better equipped variants as they progress through the game. These 

allies will pick up power-ups, overtake rival characters and maintain a close distance to the 

player in case they wish to activate Sync Mode. 

 

5.3. - Support AI 

5.3.1. - Player and collision detection 

The player's vehicle has a collision box around it that will trigger damage to a player when 

an object that deals damage enters it. This can be colliding with an obstacle or being hit by 

an offensive power-up. Crashing the vehicle into another won't deal damage but will cause 

a decrease in both player's speed until they separate.  
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AI, both ally and enemy also have collision boxes around their vehicles to detect and deal 

damage but they also have 4 collision detection points in front, behind and to the sides of 

the vehicle. The outward points stretch out further than the central points and detect 

vehicles, obstacles and offensive power-ups approaching them. When the outer nodes are 

triggered, the AI will work to avoid what it has detected as hostile and switch to the inner 

nodes to make a more defined movement. These nodes will stretch out further the more the 

player progresses through the campaign allowing characters to have more reaction time to 

the upcoming obstacles. 
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5.3.2. - Path finding 

The AI characters will follow a set of waypoints that lead from start to finish on each track 

across all locations. The understanding of when to turn, how much and how to deal with 

power-ups, hostile characters and the generation of obstacles is decided by the collision 

detection nodes that surround the vehicle and whether these thing's slip past their detection 

space. 
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6. Section 6 - Technical 

6.1. – Target Hardware 

Dynamo is designed for release on Playstation 3 and Playstation Vita. 

6.2. – Development Hardware and Software 

Dynamo would be developed using 3DS Max, Maya and ZBrush to generate content and 3D 

models for the game. For all UI and HUD elements a combination of Photoshop and 

AfterEffects would be used. 

6.3 – Game Engine 

The game engine used would be the Unreal 3 engine for production of the game. 
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(The rest of section 7 is in progress/being considered) 
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8. – Social Media Integration 

Dynamo could bring together three formally separate worlds, Console gaming, social 

networking and social video sharing   

8.1 - Facebook integration 

In Dynamo users could find friends join groups and set up teams and have races with people 

that play alike, all through in game Facebook app. With the Facebook, integration users are 

able to log in with their Facebook Id, which then users will be able to see all of their friends 

who are currently playing Dynamo, Users would jump into a race whilst using the Facebook 

integration which then lets the player knows who’s online and who isn’t, and you talk to 

them, update your status and post videos or images all within the game. It gives this user the 

chance to bring in their friends who they already know into Dynamo’s multiplayer 

experience. 

8.2 - YouTube uploads 

Dynamo provides a directors mode within the game which allows users to easily edit (race 

replays) and upload them directly to YouTube and Facebook enabling them, to share their 

most laudable victories and humiliating defeats with their friends.  But first the user will need 

to sync in their Facebook and YouTube account with their PlayStation 3 through dynamo, to 

make this possible. 

This feature also provides the users with a real insight into how they perform on the track 

giving the users the kind of knowledge they need to intelligently develop their playing style 

within the race. 

8.3 - Standalone app- phone 

Dynamo also introduces its own standalone app that functions alongside the ps3 console 

version. This app features leader boards and alerts that will tell players when a new 

downloadable content is available from Dynamo. Players also have a custom profile page, 

where they can post updates and share their progress. The interface is easy to manoeuvre. 

Each user has their own feed box where they can enter whatever they’re thinking. Players 

can also personalize their page and Logging in daily, and winning particular challenges, 

hitting a high speed, and even crashing can earn players certain awards which will be 

posted directly to Facebook. Users can also watch and rate recorded races and events 

directly through video gallery within the app itself, under the gallery option; through this you 

can rate or even comment letting folks know what you think of their videos. If there are some 

videos that you like, you can become their fan which will then create a list of favourite videos 

so that you can easily browse through the videos and keep up on all their recorded races.  

Through this app Players can also customize their mono-wheel and make it their own by using 

parts they have previously unlocked, Users can then modify their dream mono-wheel in 3D 

giving users the mono-wheel that defines their personality and using their imagination with 

the many modification combinations such as: 

• Team name 
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• Body Kit / Art Designs 

• Paint Job 

• Helmet styles 

When finished modifying your Mono-wheel, you can save it to your photo folder or share to 

your friends and family via Facebook twitter & Google plus. 

8.4 - Teams/customization 

With the dynamo app users can customize their players, with either starting off by taking an 

existing team and modify it to their liking. Or create a team totally from scratch. With a blank 

canvas you’re able to design uniforms from scratch and change the colour of the uniform 

that your team wears.   The app also features a layer based logo editor that allows the users 

to create a personalised identity with countless shapes colours letters, and you can colour, 

re-size, rotate, squeeze and squash them. You can build logos up from a multiple of layers 

enough to make some incredible designs users can also design separate helmet logos.  Users 

can drop their team into single player or on online multiplayer to show your friends who can 

see your design. 
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8.5 Additional Screen 

The dynamo standalone app also provides a second screen that allows users to view 

additional information’s from the game. Using this standalone app integration with the ps3, 

turns either your iPhone android or Ipad into a connection of what you are doing in real time. 

You will be notified within the game that you are connected with another device. This app 

will fill your handheld device with the dynamo track information as you race. It’s an extension 

of your ps3.  With this integration you will be able to look at your statistics, and customize your 

wheels and weapons and see how other players are ranking and have a good display of 

everything about the game in one place. It’s a good way to analyse what’s going on 

without having to change anything.   
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(The rest of section 9 is in progress/being considered) 
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(The rest of section 10 is in progress/being considered) 

 


