
PHANTOM BALL 
GAME CONCEPT 

  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

PHANTOM BALL 
GAME CONCEPT 

 
 
 
 
 
 
 
 
 

 
  

ANDREW SMITH, LUCIANA VESSALIUS, DENIZ BADGE, SETH HAYES 

1 



PHANTOM BALL 
GAME CONCEPT 

TABLE OF CONTENTS 
 

Concept Overview 4 
 
Concept Summary 4 

High Concept 4 

Concept Specifications 4 

Concept Premise 4 

Concept Theme 4 

Concept Aesthetic 4 

Gameplay 5 

Core Gameplay Loop 5 

Typical Gameplay Example 5 

Game Objectives 6 

Player's Key Objective 6 

Victory (Win/Loss) Conditions 6 

Progression / Reward System 6 

 

Game Mechanic 7 

Game Stats 7 

Game Modes 7 

Difficulty Systems 7 

User Interface 8 

Control 8 

Camera Description 10 

Screen-Space UI 10 

World-Space UI 10 

Main Menu 11 

Saving/Loading System 11 

 

Game Mechanic 7 

Game Universe 12 

Game Story 12 

Game Settings 12 

Key Characters 12 

ANDREW SMITH, LUCIANA VESSALIUS, DENIZ BADGE, SETH HAYES 

2 



PHANTOM BALL 
GAME CONCEPT 

Game Levels 14 

Game Aesthetic 17 

Theme – Visual Style 17 

Theme – Auditory Style 17 

 

Competitive Analysis 18 

Title Position Statement 18 

Competitive Strength 18 

Unique Selling Points 18 

Competing Titles 19 

Market Research 19 

Target Audience 19 

Target Platforms 20 

Expected Age Rating 20 

 

Conclusion 21 

Resource Link 22 
  

ANDREW SMITH, LUCIANA VESSALIUS, DENIZ BADGE, SETH HAYES 

3 



PHANTOM BALL 
GAME CONCEPT 

CONCEPT OVERVIEW 

Concept Summary 

High Concept 

You play as the Phantom in this fun physics based arcade platformer on the PC. The player 
must get to one end of the stage to the other without falling off or running out of time. 

Concept Specifications 

● Game Engine + Language: Unity 5, C# 
● Platform(s): PC (Keyboard and mouse/Controller) 
● Business / Distribution Model: digital (itch.io), freemium. 

● Market demographics: 12-18 Year olds and Speedrunners. 

● ESRB Rating: E 

● Game Modes / Number of players: Single player. 

● Game View / Genre: 3D third-person arcade platformer. 

● Number of levels / Playing time: 10 levels providing an estimated 10-15 minutes of 

play time. 

Concept Premise 
You are the Phantom, a Puffy Jacket wearing Energy AI in a ball who is placed into stages 
and must navigate through platforming challenges towards the goal without falling off or 
running out of time. 

Concept Theme 

Our theme is having a game being a game first mentality, so therefore any decisions made 
must have gameplay in mind above all else. 

Concept Aesthetic 

The game will have a simple and cartoony art style, comparable to Super Mario Odyssey. 
Like Super Monkey Ball the platforms will have checked platforms of analogous colour 
schemes that somewhat overlay the texture of the platform. 
 
The audio will feature technological aesthetic. 
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Gameplay 

Core Gameplay Loop 

 

Typical Gameplay Example 
Phantom Ball features a simple gameplay loop. 

 

 

 
 
Link to game demo for visual gameplay prototype: https://youtu.be/aV8ma60aGU8  
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Game Objectives 

Player's Key Objective 

Player's key objective in the game is the control of the ball and direct it to collect energy 
orbs and get through the Victory Gate to complete the level. 
 
Goals: 

- Collect Energy Orbs 
- Reach the Victory Gate 

 

Victory (Win/Loss) Conditions 

Win condition: 
To get through a level, players need to direct the ball goes through the Victory Gate.  
 
Loss condition: 
If player falls off the stage or runs out of time, they will be reset at the beginning of the 
level.  

Progression / Reward System 

The progression of the game is very linear so that the can carefully teach the player what 
they need to know about the game. Completing a stage will allow the player to progress 
onto the next stage. 
 
If the player collects 20 Energy Orbs, then they will be rewarded with an extra life. 
 

 

 

 

 

 

 

  

ANDREW SMITH, LUCIANA VESSALIUS, DENIZ BADGE, SETH HAYES 

6 



PHANTOM BALL 
GAME CONCEPT 

GAME MECHANICS 

Core Mechanics 

● Pick up object: Each Energy Ball gives players one count of pick up object and 50 
point score. 

● Victory Gate: Player requires to get through the gate to complete a level and to open 
the next level 

● Locked Levels: Game levels in Level Selection (Main Menu) will be all locked until 
players get through them. 

● WASD and arrow buttons: Player uses WASD and arrow buttons on their keyboard 
to control the ball move forward, backward, left and right. 

● Resetter: If player fails the level, they will be resetted at the beginning of the level. 
● Time limit: The player will have a set time limit in order to get through Victory Gate 

to complete level. If they cannot get through the gate before the time counts down 
to 0.0.0s, they will fail and have to restart the level again. 

● Score Saving: Player’s score will be saved till next levels. 
● Live System: Initial lives will be set at 3. Player can recover their lives if they loss 

them by Energy Ball Reward and Live pick up object (a heart). Maximum life will be 
increased by one in each level that contains a special item player can get. Maximum 
live player can get over 10 levels is 5. If player runs out of lives (0 live), they will lose 
and the whole level will be resetted. 

● Energy Ball Reward: The number of Energy Ball will be increased in each following 
levels. If players can get 20 Energy Ball through levels, they will get an extra life for 
next level. 

● Fail Punishment: If player fails, they not only lose a life but they are also be resetted 
back at the beginning of the level. 

 

Game Stats 
The is a score system in place when the player collects energy orbs. 

Game Modes 
There will be one game mode implemented into the game which is the the core gameplay of 
navigating a ball from towards the goal through platforming challenges. 
 

Difficulty Systems 

There will only be one difficulty setting due to the fact that the difficulty is primarily 
determined by the level design. Having other difficulty settings would likely mean making 
more levels. 
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User Interface 
Controls 
The user interface (UI) description covers the onscreen buttons as well as the peripheral 
buttons or keyboard controls that the players use to: 
 

● Navigate: (Use WASD 
and arrow keys on 
keyboard) to direct the 
ball to move forward, 
backward, left and right. 

 

 

● Set options: 
+ Volume slider: game 

volume adjustment 
+ Screen resolution: All 

option about player 
screen resolution 
includes and 
automatically update 
to fit player screen. 

+ Fullscreen option: 
Switch between 
fullscreen and 
windowed mode  

+ Back to main menu  
 

 

● Save/Load games: Game 
levels can be chosen to 
play. All locked levels will 
be unlocked when player 
get through a level. 
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● Credit 

 

● Score Indication and 
Energy Ball Indication 

 

● Floor Indication 

 

● Pause (use ESC button to 
toggle Paused Menu on 
and off): 

+ Option 
+ Back 

 

● Victory: includes 
+ Next Level Button 
+ Back to Menu button 
+ Quit Button 
+ Reload Level Button 

(next trimester update) 
+ Option Button (next 

trimester update) 
 

● Quit: quit the game 

 

● Main Menu: 
+ Play 

+ Level Select Menu 
+ Options 
+ Credit 
+ Quit 
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Camera Descriptions 
The camera will be a third person camera that follows the player from behind to create a 
sense of immersion. 

Screen-Space UI 

- Level Timer 
- Energy Orb Count 
- Score 
- Life Counter 
- Level Name 

 

Word-Space UI 

Once the player passes through the goal, the the word “VICTORY!” will pop up onto the screen. 
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Main Menu 

Link to game demo for visual main menu prototype: https://youtu.be/aV8ma60aGU8  
 

 
 

 

Saving / Loading System 

Since there game is relatively short and can be played in short bursts, there is no real need for a 
saving system. 
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GAME SCENARIO 

Game Universe 

Game Story 

The game does not feature a proper story. 

Game Settings 

The main setting we will be focusing on is a tropical environment inspired by Adabat from 
Sonic Unleashed and Hawaiian beaches. 

Key Characters 

The Phantom 
Phantom is an Energy AI that has blue skin, lavender-pinkish features and arms made from a 
strong but malleable metal. He sports a red puffy vest but nothing else. 

Key Vehicles / Objects 
 
The Phantom:  A humanoid in a ball.  
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The Goal:  A purple gate. 

 
Energy Orbs:  The collectables. 

 

Platform:  Varying shapes and sizes 
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Game Levels  
 

Level 1 
 
Image 

 
Description The player must simply navigate the ball in a short straight line towards the goal. 

The is started out on a thin platform which expands into a wider one. 
 
Level 2 
 
Image 

 
Description The next level uses the same principle however now there is a hole in the middle of 

the stage, so there player must get accustomed to the physics further by first 
making a 45 degree turn and then a 90 degree turn. Additionally the right path is 
thinner than the other. 

 
Level 3 
 
Image 

 
Description This level introduces verticality to the mix. The level starts out going straight 

forward, going down then up, then a the ramp up requires a 180 degree turn and 
then a 90 degree turn. 
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Level 4 
 
Image 

 
Description Next moving platforms are introduced. First one moving left to right, then one 

moving up and down. 
 
Level 5 
 
Image 

 
Description The same concept of moving platforms is applied here as well, however now the 

moving platforms a both upwards slopes moving left to right. 
 
Level 6 
 
Image 

 
Description This level focuses primarily on descension. The path loops under itselfs to blatantly 

tease a sequence breaking opportunity. 
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Level 7 
 
Image 

 
Description The next level features very narrow platforms in which the first one is wide and last 

one has a 90 degree turn. 
 
Level 8 
 
Image 

 
Description This level has moving platforms while going down. The last moving slope is 

between two other slopes. 
 
Level 9 
 
Image 

 
Description The penultimate level is about ascension. The moving platform at the end is flat but 

has a ramp at the end of it. 
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Level 10 
 
Image 

 
Description The final level combines everything previously established and tests the player on 

everything you have learnt. 
 

Game Aesthetic 

Theme – Visual Style 

The visual style will be simple and cartoonish much like Super Mario Odyssey. 

Theme – Auditory Style 

 
The music that will be needed for the game is Main Menu Music, Level Music and Victory Music. This 
music that is needed for this game is very stylistically inline with the music found in games like Sonic 
CD, Tekken 4 and the original Super Monkey Ball soundtrack. A cutting edge audio experience will be 
achieved thanks to the help of audio effects post processing along with mixing and mastering. The 
audio style is being informed by the game’s art style as the games look and feel is cartoon, the music 
and ingame audio sound effects should reflect that. 
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COMPETITIVE ANALYSIS 

Title Position Statement 

For Fans of Physics Based Platformers 

Who Play similar games like Super Monkey Ball 

Want A brand new Puzzle Platformer game. 

The impact of Will be free to download and play the demo, however... 

Unlike Outdated RTS staples like… or something that competitors lack. 

A successful solution would Provide a… list characteristics that meet the need 

Our product Will be developed with Unity and distributed on itch.io 

 

Competitive Strength 

Unique Selling Points 

Most Roll a Ball games that are not Super Monkey Ball and Hamster Ball simply have a ball 
or marble as the playable avatar, so having a character in a ball (the Phantom) as a playable 
character will help Phantom Ball stand out of our competitors.  
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Competing Titles 

Competitive Title Name Title Specifications Brief Overview 

Super Monkey Ball 

 

Developer: Amusement Vision 
Publisher: SEGA  
Platforms: Arcade, GameCube, 
Game Boy Advance, N-Gage, 
PlayStation 2, Xbox, Nintendo DS, 
PlayStation Portable, Wii, Nintendo 
3DS, PlayStation Vita 
Genre: Platformer 
Release date:  

+ First release: Super Monkey 
Ball 
June 23, 2001 

+ Latest release: Super Monkey 
Ball Bounce 
September 8, 2014 

Super Monkey Ball is a series of 
arcade platform video games 
developed by Amusement Vision 
and distributed by Sega. It 
features four characters: Aiai, 
Meemee, Baby and Gongon (who 
is exclusive to console versions). 
The game debuted in Japan in 
2001 as an upright arcade cabinet 
called Monkey Ball which featured 
a banana-shaped joystick. Later 
that year, it was released as a 
GameCube game. Several sequels 
and ports have been released. 

Switch Ball 

 

Developer: Atomic Elbow 
Publisher: Vivendi Games 
Platforms: Microsoft Windows, Xbox 
360 (XBLA), PlayStation 3 (PSN) 
Genre: Puzzle 
Release date:  

+ Windows: June 26, 2007 
+ Windows Retail: October 23, 

2007 
+ Xbox 360: November 7, 2007 
+ PlayStation 3: September 17, 

2009 
Mode(s): Single-player, multiplayer 

Switchball is a 3D action-puzzle 
game, made by Swedish developer 
Atomic Elbow, which was released 
for Microsoft Windows on June 
26, 2007, on Xbox Live Arcade for 
the Xbox 360 on November 7, 
2007 and on PlayStation Network 
for the PlayStation 3 on 
September 17, 2009. 

Market Research 

Target Audience 

- Age: Super Monkey Ball is suitable for all ages, however, the main concentration 
of the target audience is from 12 to 18 years old. 

- Gender: Both male and female 
- Geographical belonging: United State (our main geographical target as itch.io 

gets a lot of traffic from USA (26.54%)) , United Kingdom (occupied 6.18% of 
traffic), Brazil (6.07%), Germany (4.31%), France (4.20%), Canada, South Korea, 
Philippines, Greece, Spain, Poland, Italy, Australia, Vietnam, China (SimilarWeb, 
2018) 

- Ethnic belonging: (not too important as we aren’t exactly doing anything too 
controversial) 

- Religious belonging: (not too important as we aren’t exactly doing anything too 
controversial) 
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- Education level: The game has a very simple mechanic so that it does not 
require player has a high level of education to play. Everyone at any state of 
education can experience the game. However, the game is the most suitable for 
children in secondary school. 

- Income: Player’s income does not have much effects on the publish of the game. 
Player’s income mostly come from players’ parents as the target audience is 
from 12 to 18. 

- Amount of spare time: Average from 15 to 30 mins per game 

 

Target Platforms 

Our game will be released on itch.io for the PC to download for free. This is so we can focus 
on making the game look polished. 

Expected Age Rating 

Having a simplistic art style and kid friendly aesthetic, we are hoping for a G rating as there 
will be nothing that would go against the ESRB guidelines. 
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CONCLUSION 
Phantom Ball is physics based platformer with a simple core gameplay loop. Although a little 
niche, there is still a community for this type of game. 
 
We believe this has the potential to be a great game because of its simplicity. A well paced 
experience can be crafted out of this idea. 
  

ANDREW SMITH, LUCIANA VESSALIUS, DENIZ BADGE, SETH HAYES 

21 



PHANTOM BALL 
GAME CONCEPT 

RESOURCE LINK 
https://drive.google.com/drive/u/1/folders/1cssok6x-BlwhENe1l4tirLT4a7z8_lRJ  
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