
 

Portfolio 
 
 

Tobias Heussner 
 

 

 

 

  

A short presentation of my work as a game development professional 



Confidential Page 2 10/6/2009 
THIS DOCUMENT IS FOR YOUR EYES ONLY. THIS DOCUMENT IS NOT FOR PUBLIC USE. ALL PARTNERS INVOLVED ARE HEREWITH OBLIGED TO SECRECY 
ABOUT THIS CONCEPT.  

 
 

Content 
Shipped Projects .................................................................................................................................3 

The Dark Eye – Drakensang .............................................................................................................4 

Treasure Island ...............................................................................................................................5 

Paws & Claws: Pet Vet.....................................................................................................................6 

Riding Star ......................................................................................................................................7 

Verliebt in Berlin .............................................................................................................................8 

Dragon Hunters...............................................................................................................................9 

Moorhuhn im Anflug (Moorhuhn Approaching) ............................................................................ 10 

Sportfischen Professional .............................................................................................................. 11 

Pferd & Pony: Mein Gestüt (Let’s Ride: Championship Dreams) ..................................................... 12 

Meine Tierschule (Paws&Claws: Pet School) ................................................................................. 13 

Pferd & Pony: Best Friends – Mein Pferd (Let’s Ride: Friends Forever) ........................................... 14 

Die Pferdebande: Falsches Spiel bei der Pferdeshow ..................................................................... 15 

Screenplays/Writing Samples ............................................................................................................ 16 

First Sample: Script sample taken from “High Fly” ......................................................................... 17 

Second Sample: Script sample taken from “The Last Days”............................................................ 21 

Third Sample: Character biography taken from “The Last Days” .................................................... 24 

Design Documents ............................................................................................................................ 27 

 

 

  



Confidential Page 3 10/6/2009 
THIS DOCUMENT IS FOR YOUR EYES ONLY. THIS DOCUMENT IS NOT FOR PUBLIC USE. ALL PARTNERS INVOLVED ARE HEREWITH OBLIGED TO SECRECY 
ABOUT THIS CONCEPT.  

 
 

Shipped Projects 
The following pages give short descriptions of some of the games I worked on. Some descriptions 

and pictures have been taken from http://www.mobygames.com, the corporate website from Radon 

Labs GmbH (http://www.radonlabs.de) and other websites. 

Each review has also a small section, where I give a brief description of my responsibilities during the 

development of this particular project. 

  

http://www.mobygames.com/
http://www.radonlabs.de/


Confidential Page 4 10/6/2009 
THIS DOCUMENT IS FOR YOUR EYES ONLY. THIS DOCUMENT IS NOT FOR PUBLIC USE. ALL PARTNERS INVOLVED ARE HEREWITH OBLIGED TO SECRECY 
ABOUT THIS CONCEPT.  

 
 

The Dark Eye – Drakensang 
 

Epic party based RPG 
Drakensang brings back epic party-based RPG game play in a breathtakingly detailed world, based on 
one of the world's biggest pen and paper franchises.  

 

With an incredible attention for detail, the world of Aventuria comes to life on the PC in state-of-the-
art 3D graphics that bring to life the epic vistas and stunning variety of this one-of-a-kind fantasy 

world.  

 

Drakensang: The Dark Eye is the first PC adaptation of Germany's most popular and long-standing 
pen and paper RPG franchise in 10 years. In the last twenty years a thriving community of millions 

has grown, as the fantasy universe of Aventuria has been expanded in books, board games and 

computer games.  

 
My responsibilities during the development  
This was one of my biggest projects so far and I was assigned to many different fields during the 

development process. I started working on this project as a level designer and was responsible for 

prototyping 3 of the main locations. This included the complete scripting as well as the prototyping of 

all texts connected with these specific locations. I was also responsible for testing and developing our 

script and behavior system together with a small team of programmers. Later in the project I worked 

as game designer and developed all initial item and monster tables and I also took part in the 

development process of all the playable archetypes. Finally, my position was changed to those of an 

assistant producer and I became responsible for helping out with executive tasks and also had to 

establish and manage our in house quality assurance department. As the assistant/associate producer I 

was also the executive producer for the demo version and gold edition. You can download the English 

demo for free at http://www.drakensang.com  

Drakensang in the Media  
 Gamestar title story in issue 8/2007: "RPG player are able to look forward to Drakensang as 

an atmospheric and magnificent adventure with classical virtues. Drakensang is right now a 

boon and blessing for the whole genre."  

 

      

http://www.drakensang.com/
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Treasure Island 
 

England 18th century 
In his father's inn 17 years old Jim Hawkins happily discovers an old treasure map of the legendary 

Captain Flint. Jim and a handful of trusted men set sail to find the buried treasure. But some crew 
members have their own plans and once they reached the mysterious island a thrilling hunt begins...  
 

R.L. Stevensons...  
...swashbuckling tale of heroes and villains is one of the most popular adventure stories of all time. 
The unforgettable characters from young Jim Hawkins to Long John Silver, have become embedded in 

popular imagination as the "mother" of all Pirate-stories and inspired countless myths as well as the 

latest blockbuster pirate-movies.  
 

The Game 
"Treasure Island" is a 3D adventure game based on the classic bestseller novel by Robert Louis 

Stevenson. The game combines traditional Point and Click controls and game play with breathtaking 
real-time 3D graphics and SFX. The player controls Jim Hawkins from a 3rd person view by simple 

mouse-clicks while the camera follows dynamically. The key game play elements are puzzles. The 

quests range from simple switches, mini-games, item-combination etc. to complex logical and 
dialogue-driven tasks. The game's difficulty and dynamics are focused on fluid game play and superior 

entertainment.  
 

My responsibilities during the development  
I only worked for a short, but very effective time on this project. While working on this project, my 

main responsibility was to prototype the navigation system for the different locations. 

Press reviews 
 "... one of the best games based on "Treasure Island"..." - Adventures Kompakt  
 "In anticipation I already stocked up on rum" - PC Games 03/08  

 "The strength of Treasure Island is the presentation" Preview-Rating "good" - GameStar 03/08  

 "a true display of graphic effects fireworks" - Adventuretreff.de  

 "When it comes to graphics the competition gets to walk the plank" - Gameswelt.de  
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Paws & Claws: Pet Vet 
 

Fulfill your dream and become a vet - Paws & Claws Pet Vet!  
Nurture and heal your cute patients and let them have the best medicine there is: tender, loving care! 
Restore their health using your skills and equipment and then play, groom and pamper them until they 

are jumping around happily again. Build your pet vet clinic into a thriving business and become every 

animal's best friend!  

 Ease over 20+ ailments using your veterinary skills and tender, loving, caring touch.  
 You'll get to treat dogs, cats, horses, birds, and many more kinds of animals.  

 Choose how to expand your existing buildings or which new structures to build to provide 

more services to your patients.  

 Become the best vet and you'll grow your business into the biggest pet clinic in town!  

My responsibilities during the development  
This project was a unique challenge and I was assigned as level and game designer for this back then 

new IP. As game designer I was responsible for developing the vision as well as the general game play 

and my responsibility as level designer was the development of all locations from scratch to the final 

layout together with our art department. I also designed obstacles courses, to have some military 

elements within the riding feature. 

Worldwide success  
Paws & Claws Pet Vet distributed by THQ/Valuesoft and created by Radon Labs held top ten 

positions of the US PC Gaming Charts and experiences ongoing success in different countries.  

In Germany the Paws & Claws - Pet Vet franchise has been in the Edutainment-Top20 for two years 

running. 
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Riding Star 
 

Ride like a champ!  
Prove your skill in three action-packed riding classes: horse jumping, dressage and military. Train 
your horse ride it on the path to glory. Compete and win to reach the grand finale in the world 

championship stadium in Aachen - the largest of its kind in the world. Riding Star delivers the unique 

experience of equitation to your PC and Nintendo DS.  

 

Customize your success  
Riding Star is an extensive and graphically elaborate riding-simulation that features full 3D-graphics 

on both PC and NDS. You create your own character and own several horses, that you train, feed, 

clean, groom and decorate to your liking. As you train with your horses and compete in tournaments 
your horses earn experience, unlock content and win prices. You can decorate your horse with 

accessories gained by winning tournaments - such as saddles, blankets or ribbons.  

 

My responsibilities during the development  
On this project I worked as a level designer and I was responsible for designing all show jumping, 

dressage and military courses, as well as the appropriate tutorials. I also ported all course to the 

Nintendo DS. 
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Verliebt in Berlin 
 

Join the life of Verliebt in Berlin  
Slip into the role of Lisa Plenske, the star of the tremendously successful German telenovella Verliebt 
in Berlin. Explore the world of fashion as you prepare for the big fashion show. On a quest to find love 

you discover a fiendish plan of deceit and betrayal. Will Lisa be able to save the day?  

 

Enter Lisa's world 
Lisa Plenzke is head over the heels in love with her boss David. But he doesn’t notice her, as he only 
has eyes for Annabelle. No wonder, since Lisa is the archetypical wallflower and David only sees the 

professional side of her, not the woman. If Lisa wants to win David's heart, she needs to get self-

confidence and work on her looks.  

 

High life at "Kerima Moda"  
The joint venture of "Kerima Moda" and "Rag Deluxe" really gets things moving at David's fashion-

loft. Actually it get's Lisa moving, after all naive, little Lisa got herself stuck with having to arrange 

for the big fashion show. And while she is busy trying to impress her boss David, she stumbles across 
a devilish plan that not only threatens the joint venture. With the keen senses of a detective Lisa has to 

uncover the truth and prove her worth.  

 

Smarts and good looks 
Verliebt in Berlin is a classic point & click adventure with engaging puzzles, requiring wits and logic 
but also social skills and a knack for the feelings and motivations of people. As Lisa you have to 

improve your popularity and primp to get the attention you need to achieve your goals.  

 

My responsibilities during the development  
This project features 7 different days of action and as a level designer/scripter I was responsible for 
scripting all events from 2 of these days with our in house developed script language. 
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Dragon Hunters 
 

Imagine a world.. .  
... in the distant future, where civilizations are crude and unstable, the inhabitants live on floating ruins 
of a destroyed world and a horrible menace swept over the lands - dragons! In this world dragon 

hunting has become a lucrative service. Join the best of this trade, Lian Chu, Gwizdo and Hector, and 

prove yourself in the ultimate trial of dragon hunting - the hunt for Abult Ramadur !  

The PC game based on the TV-series 
Fly through 15 levels and try to bring down as many dragons as possible. No easy task, considering 

each dragon is a worthy opponent. But no worries, with four additional Training-Games you will be 

well prepared for the tasks at hand. Train, practice and hone your hunting skills until you are ready for 
the ultimate challenge. And who knows, maybe you will actually earn yourself your very own Dragon 

Hunter Certificate - yours to print out!  

 

My responsibilities during the development  
For this project I was assigned as the lead level designer and had to design and balance all levels, as 

well as to develop needed level design technologies and mini games. I was also responsible for 

overseeing the other assigned level designers.  
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Moorhuhn im Anflug (Moorhuhn Approaching) 
 

Take to the sky 
Aliens have invaded the earth. With an army of flying robots they try to dominate the air and shoot 
down anything that flies. This of course would be tolerable to our hero - the famous Crazy Chicken 

(aka Moorhuhn). This time however, the aliens have gone too far. They dared to steal the hat of Crazy 

Chicken and are holding it prisoner. Obviously you will have to slip into Crazy Chickens's role and put 
an end to the alien menace.  

 

Show them who's boss  
Hop into the little yellow airplane and shoot your way through 17 action packed levels. Fend off 

scores of enemies, put an end to this rusty equivalent of the bird flu and battle vicious boss enemies.  

 

My responsibilities during the development  
My main responsibility in this project was to design all the levels and to integrate them into the game 

engine. To do so, I developed an own Maya script to bake spline curve movement of game objects into 

the engine specific format. I also defined all movement curves and the developed tool was used 

throughout the whole development team. 

 
 

     

  



Confidential Page 11 10/6/2009 
THIS DOCUMENT IS FOR YOUR EYES ONLY. THIS DOCUMENT IS NOT FOR PUBLIC USE. ALL PARTNERS INVOLVED ARE HEREWITH OBLIGED TO SECRECY 
ABOUT THIS CONCEPT.  

 
 

Sportfischen Professional 
 

Return to nature.  
"Sportfischen Professional" contains 15 local fish species and 7 large worlds, which can be easily 
explored on foot or with a boat. Each fish species will show up their significant behaviors and their 

special bait affectations. Dozens of claiming championships are waiting to be tackled by you, to round 

out your equipment and become a great fisherman. To prove your fishing skills, a two-player-
challenge is included in "Sportfischen Professional."  

 

My responsibilities during the development  
This was one of my first projects for Radon Labs GmbH and I helped out as a level designer to place 

the different groups of fish, while my main responsibility was to test the game and report bugs to the 

project manager. 
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Pferd & Pony: Mein Gestüt (Let’s Ride: Championship Dreams) 
 

The Game 
Pferd & Pony: Mein Gestüt is a simulation game based around breeding horses. You own a horse 
ranch. There you can choose between different professions: stableman, stock-breeder or training to 

become a famous equestrian with lots of tournaments to win. There is a lot daily work to do: take care 

the horses, train them, go shopping in the next city, but also entertainment. You can take a horse for a 
ride on the beach, in the forest or on the meadows. The whole game takes place in a 3D world. 

My responsibilities during the development  
I took part in this project as game and level designer. As game designer I was responsible for 

developing the overall vision, game play and balancing for the project, whereas as level designer I 

designed every location in this game from scratch and worked closely together with the art department 

to create all the needed assets and environments. 
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Meine Tierschule (Paws&Claws: Pet School) 
 

The Game 
Meine Tierschule (My Pet School) puts you in the position of an animal trainer. Your job is to teach 

various animals all kinds of different commands starting from simple tasks such as responding to their 
own name to complex commands like picking up and bringing back an item. The animals you teach 

range from little mice and parrots to horses. 

 
The school itself consists of a compound in the countryside where the player has a main building, 

several kennels for the various animal species, and a training area. As an animal trainer you are not 

only responsible for teaching the animals. You also have to feed them, clean up after them and take 
care of their well-being. Once you start to gain a reputation you will be asked to work for the movie 

industry and have your animals perform tricks in front of a camera. 

My responsibilities during the development  
I worked as a level designer on this project and my main responsibility besides deciding the general 

level design was the creation of the navigation system to enable automatic path finding. 
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Pferd & Pony: Best Friends – Mein Pferd (Let’s Ride: Friends Forever) 
 

The Game 
This game requires you to take of a horse. Every stroke of a brush, every washing is visible, and every 

interaction with your horse will gain its confidence. By building a relationship, you two can become 
an award-winning team in jumping tournament and beauty contests. 

 

Each horse is an individual character and your style of upbringing and training will influence its 
growth. You can choose how to handle the horse with a bunch of different utilities, and even create the 

ideal feed mix, to make the sweet foal grow up to a grand horse. They can be decorated with over 70 

items. 

My responsibilities during the development  
I took part in the development of this title as a level designer and been responsible for designing all 

show jumping course as well as the entire landscape and the interior of stable. I was also in charge for 

balancing of this project. 
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Die Pferdebande: Falsches Spiel bei der Pferdeshow 
 

The Game 
Karolin, Chris and Philipp: they are not just best friends; they are Die Pferdebande ("The Horse 

Club"). 
 

They ride, they jump and they are kid detectives. Their newest case is about sabotage at the casting for 

the world famous horse show "Arena Caballo". Anne, a friend of theirs, is participating in this casting. 
She seems most likely to win. But then something happens. Lajana, Anne's horse, she’s unexpectedly 

and she is very badly hurt. Is her dream to be a famous actress meant to be over? Was it an accident... 

or was it sabotage? A new adventure begins for the horse gang. 

 
Die Pferdebande is a criminal adventure game with a lot of minigames, challenging riding missions 

taking place in four beautiful locations. Be a sleuth! Be a show star! Be an equestrian! Take care of 

your horse! 
 

This game is based on the famous series of books of the same name from Karin Müller published by 

Schneider Buch. 

 

My responsibilities during the development 
In this project I was part of the level design team and responsible for designing all show jumping 

courses. 
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Screenplays/Writing Samples 
The following pages give short examples from two of my screenplays, to show my skills in writing and 

storytelling.  

The original screenplay format has been changed to fit into this document. 
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First Sample: Script sample taken from “High Fly” 
The following sample from the screenplay “High Fly” is taken from the end of Act 2. The main 

character Gina Bauer has just found out that she’s pregnant and since it is the first anniversary of 

Maddy and her, she wants to celebrate it.  

Background 

Gina Bauer is a young, 18 years old teenage girl, who just won the American Idol Show a few month 

ago. She always dreamed of being a star and to live together with Michael “Maddy” Dara, a mid-

twenty boy group singer and dream boy.  

 

During the show all her dreams became true. Blissfully and a bit naive, she started a new life with 

Maddy far away from her home town and with no friends except Michael and his boy group.    
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INT. APARTMENT FROM GINA AND MADDY - NIGHT 

 

A table decorated with red roses and candles. All is perfectly arranged and prepared for a romantic, 

candlelight dinner. 

 

Gina is dressed up in a nice elegant black dress. She impatiently walks up and down, looking every 

second at one of the many clocks. 

 

A door OPENS. Maddy comes home. 

  

Gina welcomes him in a slightly bad mood with a slight kiss on his cheek. 

 

GINA 

Hi, Honey. Where have you been so long? 

 

MADDY 

Out, with the boys... 

 

GINA 

But, it was our anniversary, did you forget? We want to eat 

and spend the evening. Together. 

 

MADDY 

Our what? I was out. Okay. 

 

Maddy leaves the room to the main room. Gina follows.  

He takes off his jacket, lets it fall to the ground and turns on the TV.  

 

GINA 

Heh, I was talking to you. 

 

Maddy ignores her and falls into an armchair. 

 

GINA  

Heh, don't you listen? Stop watching this crap. I want to talk 

with you. 

 

MADDY 

Stop babbling. I was late, okay. Yes and I forgot it, but now let 

me watch the highlights from the last games... 

 

GINA 

But... 
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MADDY 

Nothing. Just leave me alone. We'll go out tomorrow. I promise 

you. Then we talk. I'm just too pooped right now. 

 

Gina picks up Maddy’s jacket from the floor and leaves for the entrance. While she puts the jacket 

away she feels something in the left pocket. She takes a look and finds a red thong.  

 

Enraged she runs back to the main room, unplugs the TV and throws the thong right into Maddy’s 

face. 

 

GINA 

You, you freaky bastard. What did you think? Tell me what did 

you think? 

 

MADDY 

Calm down, chicky. There wasn't anything. You're just 

overreacting. It's just some of these groupie things. They throw 

it at us. 

 

GINA 

But you didn't have a Gig. And the jacket was brand-new. Liar. 

 

He gets up. 

 

MADDY 

Believe me. I love you. 

He opens his arms to embrace her. 

She allows him to do so… 

 

GINA 

I don't know what to believe… 

A moment of silence. 

She pushes him away, freeing herself. 

She touches her belly, looking at it, looking back at Maddy.  

 

GINA 

… Tell me what should I believe, what should I think. Hopefully 

it was at least worst destroying everything we had. 

 

Gina leaves the room and runs upstairs into the bedroom.  

She slams the door. She's crying.  

Maddy follows and knocks on the door.  

 

MADDY 
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Honey, come out. Let's talk. 

 

GINA (V.O.) 

Go, go away. Just leave me alone. 

 

MADDY 

Giny, babe. I like you. Come. Let's talk. 

 

Gina opens the door. Her make-up is blurred from the tears. She takes the ring from her finger and 

throws it at Maddy. 

GINA 

Here maybe you need it for her and now leave me. Back off! 

Out of my life you, you unfaithful cad. 

 

Gina slams the door. The door locks. She's still crying. 

 

MADDY 

You're such a Freak. Just forget it and don't hope to see me 

again. I love her and it was wonderful, worth everything, better 

then all we had, better then everything I've ever had. 

 

Maddy picks up the ring, takes a look at it, smiles and puts it into his pocket. 

He grabs the red thong, his jacket and leaves.  
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Second Sample: Script sample taken from “The Last Days” 
The following sample from “The Last Days” is the opening trailer, which puts the reader right in the 

action. It also sets up the general mood for the rest of this movie. 

Background 

“The Last Days” plays in a post-apocalyptic future and is inspired by elements from “The Matrix” and 

“Shadowrun”. It mixes fantasy elements with those from action and sci-fi movies.  
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INT. ROLLOV COMMAND CENTRAL - NIGHT 

Everything is dark and silent. Through a night vision gear some walls and electronic devices appear. 

 

A SHOT 

 

The flash from the gun blinds us. 

 

Darkness 

 

JIM 

(short scream of pain, then...) 

Shit. 

 

Slowly and blurred a control room uncovers. Jim has to blink, cause of the pain.   

He looks at his hand, which is covered by blood, and then he puts it back on the bullet wound. 

Someone turns the light on. He removes the night vision gear and looks right into the face of  

 

ROLLOV, who gives him a dirty and slimy smile 

 

Rollov is a 6.9 feet tall and 53 year old troll, with brown hair all over his body. He has a massive build, 

a huge scar on his right cheek and is dressed in an elegant black dress. His green eyes are cold and 

without any feeling as he points at Jim with a gun. 

 

ROLLOV 

So you little bastard, though you can stop me? 

 

He spits into Jim’s face. 

 

ROLLOV 

Seems like I stopped you, doesn't it? 

 

He points at the bullet wound, which is bleeding. 

 

ROLLOV 

It hurts, right? 

 

He turns around and walks over to a control board. 

 

ROLLOV 

Don't worry, it's over... 

(a breath) 

...soon. 
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He points with his gun at Jim again. 

 

ROLLOV 

But first it's a pleasure to me, to watch with you, how your 

little friends die... 

 

A large screen turns on and GABRIELLA "GINA" MCLEROY, FRED and MIKE appear. They're bond 

together on a metal pillar in the middle of a dark room. Over their heads at the ceiling are a few 

rocket nozzles. 

 

Gina is a pretty, lank and hot looking 25 year old human woman, who's dressed in a black leather 

battle suit. She has long curly brown hair. In her eyes is the fear and hopelessness of the current 

situation.  

 

Fred is a tall, strong and black 35 year old man. He has several scars on his face and arms. He wears a 

black muscle shirt and a worn out jeans.  

 

Mike is a 32 year old dwarf and he's dressed with a black leather jacket, a white shirt and camouflage 

trousers. He also wears a helmet with a lot of cables, which are connected to his head. 

 

ROLLOV 

30 seconds... and I'll start the Rocket... 

 

He opens a cover, which protected a big red switch. 

 

ROLLOV 

20 seconds... I don't want to be in their place... 

 

He looks at his watch. 

 

ROLLOV 

10 seconds... Enjoy. 

 

Jim closes his eyes and fades... 
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Third Sample: Character biography taken from “The Last Days” 
The following sample is a short 2-page biography for the protagonist Jim Shadowson from the 

screenplay “The Last Days”. 
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„The Last Days“  
Back-story of Jim Shadowson 

Tobias Heussner 
 

Jim is the son of Amily Sanvage and Warren “Deathwolf”, he was born 2039 at the beauty Saltwind 

shore, just a bit south of Seattle. His mom grew up as the daughter of the rich businesspeople 

Andrew and Susan Sanvage, who both own together 51% of the Sanvage Inc., one of Seattle’s leading 

companies for Data storage and E-Business, she never missed anything. Warren had a completely 

different story. He was born outside the new world order, born as an outlaw in the wild, in a small 

village at the Saltwind shore. When he grew up, he learned a lot about weapons and cooperate 

intelligence service. He served as a protector, an agent for his small village. As this, what the 

syndicates call rebel, he fought countless hours for providing his family and village with what they 

need, just like his parents Kathy “Blossom” and Zylan “Blade”.  

 

It was a warm night in August 2038 when Warren went to a concert Downtown Seattle to listen to his 

favorite band and met Amily. It was one of this moments you’ll tell for generations. Caught by the 

feelings she felt for him; this very night Amily escaped her reality with Warren to start a new life 

deep in the wilds she just knew from books.  

 

December 2038 both married while Amily was pregnant with Jim and overly happy. All was just 

perfect and got even better the day he was born. The Little Jim learned quick and walked around 

with 1 year speaking his first words. Amily taught him all she knew and tried as well as she could to 

teach Jim how to read and write, while his dad did his job in providing his little family with all they 

need. Life was not easy, but at least they had each other, each other till January 2048. It was his dark 

night when Seattle cooperate soldiers attacked his home. They caught his dad and all the other men, 

just to shoot them in front of their wives and relatives minutes later. Then they took the children and 

women to lead them to a detention center. On their way to the camp his mother just grabbed his 

arm and tried to escape, but as the soldiers recognized this attempt they shot her. Dying she felt into 

Jim’s arms who just was fast enough to hide himself, before the soldiers saw him. 

Aimless and with nothing left, he wandered through the wild, until he reached the village of his 

grandparents. His Grandfather took him, gave him a new home and started to teach him the secrets 

of martial arts. He learned Kung Fu, Ninjutsu and Karate and mastered these arts with the age of 15. 

In his veins boiled the blood of revenge. One day he though he’ll find those responsible for his lost 

and then they would wish never been born.  

 

2056 he met Laurice, a young beautiful girl, who been through a similar past like he. Both felt in 

endless love for another and sworn faithfulness till the end of all times. Finally Jim almost forgot his 

past and looked into a bright future, but all this should been taken from him the day when Laurice 

died through a bomb which been installed under her car. Jim was just out for a job and when he 

came back, his home, his life, his love been destroyed forever.  

 

Torn apart by anger he ran blindly into the wild until he couldn’t take any more steps. Captured by 

his hateful feelings, it must have been then when he decided to fight. He hated his life, he hated 

what happened and whoever did it, but on the other hand he felt hopeless to ever have a chance to 
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find the one responsible for all this, so he moved close to the city, close to the shore into a lonely, 

old, white painted house. Never had he wanted to start another relationship with anyone, since it 

could be taken so easy. He hated others, so he felt no regret in becoming a mercenary to kill and 

steal for whoever will pay him.  With the years his feelings came to rest, but never stopped. Still 

today he dreams from the moments, when his beloved ones been taken, but always when the 

emotions become strong some drinks and pills helps him to forget. Jim got used to a life in loneliness, 

a life as mercenary, a life without emotions. When you meet him today you won’t have seen anyone 

like him before, just like the shadows belong to the light, he belongs to the human life. Calm and 

without any motion or emotion he could look at you for hours, days. Life doesn’t mean anything to 

him, he takes it, he spares it. Deep in his heart the little boy and young men he once was is still there, 

but locked by anger, hate and drugs. Will there ever been anyone who’ll be able to break through 

this shell? Will he never find peace in his roaming heart? None can say this.   
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Design Documents 
The following pages show a Concept Doc, written for a fictional game and fictional team (that’s also 

why most parts of the team section are not filled with any information). 

This sample should demonstrate my general skills in writing Design Documents. 
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Concept Doc for: 

 

 

The Invasion of the Doomed  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

All work Copyright © 2009 by Tobias Heussner 

 

Written by Tobias Heussner 

 

Version # 0.50 
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Overview 

High Concept 

The player will experience epic battles with mighty armies in The Dark Eyetm universe. 

Genre 

This game is settled in the tactical war-game genre. It’s a combination between Real-time 

strategy and turn-based strategy.  

Game play in short 

The game play of this game is similar to the TotalWartm series from Sega, but takes place in a 

fantasy universe. The whole game is based on the Dark Eyetm tabletop rules, called 

Armaliontm.  

The player will manage his empire and army on a turn-based strategy map. On this map he 

can see also his cities and special agents, like heroes. In his cities he can recruit soldiers and 

also construct new buildings, which give him access to new buildings and units. Every time 

one army moves to a field already occupied by a hostile army or a hostile settlement, the 

game will start the Battle Mode. The player can decide if he wants to control the battle or if 

the computer should calculate it. 

The second part of the game will be the Battle mode, where the player controls one of his 

armies in a real-time strategy battle. There are different kinds of battles, depending on the 

way the player enters the battle.  Within the Battle mode the player can command his units 

to do several actions, those actions leads from magic use, to attack or even to flee. Very 

important during the Battle mode is the moral attitude of soldiers. To calculate the success of 

different actions and results the game will use the Armaliontm combat rules. 

Moodpix: 
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Feature and Story Breakdown 

Key- Features 

 The game will contain the following main features: 

 

- A fantasy world full of details  The world Aventuria has a written history of  
10000 years and is one of the most detailed 

fantasy worlds ever created. 

- 10 different playable parties  The player can play on each side of  
the war and the choice between 5 parties on 
each side. Those parties are: The Empire, the 
Angroschim (Dwarfs), the Troops of Heroes, 
the Amazons, the Elves, the Borbaradians, the 
Charyptids, the Undead, the Orcs and the 
Goblins. 
  

- Build upon existing tabletop rules  The whole game will be based on the  
Armalion tabletop rules. 
 

- Play one of the most famous campaigns  The Borbarad campaign is one of most  
famous campaign and in this game you can 
play on the all sides for the first time in a 
computer game. 
 

- 5 different storylines    For all playable parties there will be an own  
storyline. 

- Easy to learn, hard to master  The game will have an easy control, but to  
learn all strategies and even to finish all 
campaigns will become a hard task. 
 

- Fight against your friends   This game will have a multiplayer mode  
where you can fight battles against your 
friends through the internet or in an local 
area network. 
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Setting 

The game takes places in the Dark Eyetm universe, which is one of the most detailed role-

playing world ever written. It has an official written history of about 10000 years, tons of 

source books and it is Germanys leading role-playing system. 

 

Moodpix: 

                 

Story-Synopsis 

 The game will be settled in the time of Borbards Returntm, a famous campaign for the Dark  

Eyetm: 

άWe are writing the year 1019 BF. A dark time for the east lands of the empire just begun,  

cause an indescribable dark might tries to conquer them. Huge armies of blood seeking 

mercenaries and traitors are landing on the coast of Tobrien and cover the land with fire and 

death. With them there are fighting faceless fears, servants of the netherhells and 

messengers of upcoming destruction.  

The battle against those horrors is not brave or honorable, it is hard and dogged and some of 

the defeated defenders will rose at night with their rotten face as undead on the side of the 

former enemy against their friends and relatives. The war just begun and will not only decide 

the future of Tobrien, but also the future of whole Aventuria. 

Nothing is lost yet. Mighty armies and brave heroes are ready, to stand close with their faith 

and heart to fight against this dark harassment. But will their courage and power be enough 

to achieve what seems impossible? On the bloody battlefield, some will call it the field of 

honor, some the courtyard of the netherhells, will destiny be decided.έ 
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Project Specifications 

Target Audience 

The Target Audience for this game are all Dark Eyetm fans, role-playing fans, strategy and 

tabletop players in the age span from 25 to 32. 

Hardware Platforms 

This game will be developed for the Windowstm PC with the newest DirectXtm Technology. A 

port to next generation consoles should be possible, but is not planned in the moment. 

Estimated Schedule and Budget 

 The estimated schedule and budget for Armalion I: Invasion of the Doomed is build on the  

following outline. This outline is just a rough overview about the estimated schedule and 

budget, details have to be done while preproduction and game approval. 

 Pre-Production 
o 3 month production 
o 200K US $ for rent and salaries 
o 50K US $ material costs 

 Production 
o 24 month production 
o 1 million US $ material costs 
o 3.8 million US $ for rent and salaries 
o 2 million US $ for outsourcing sound, music, intro, extro  and some texture art  
o About 400K US $ license fee for the trademark The Dark Eyetm and Armaliontm. 

 

The project “Breaking Even “according to development cost (based on the above budget) 

would be around 375K copies based on a 20 US $ profit per game. 

Competitive & Risk Analysis  

The following games could be recognized as competitors, even if they do not share the genre 

or world.  

 Medieval 2: Total Wartm (Genre and Gameplay / Release Fall 2006) 

 The Dark Eyetm: Drakensang (World / Release Spring 2009) 

 War Hammertm: Mark of Chaos (Setting; some Gameplay / Release Spring 2007) 
 

“Armalion I: Invasion of the Doomed” is a typical tactical war-game and as those has the 

same risk as the most successful titles like Medieval 2: Total Wartm had. The biggest risk for 

this project is, that tactical war-games usually do not have an as huge audience as other 

strategy games do, but “Armalion I: Invasion of the Doomed” tries to compensate this risk, by 

adding an medieval fantasy setting and an immersive story, so that it attract even those, who 

usually do not play tactical war-games. Also the easy to learn feature should help to 

compensate this risk.  
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Team 

This game will be produce by COMPANY Name. The COMPANY had successfully developed 

the following games: LIST and is in business for over X years. 

  

Key persons of this development team are: 

 NAME (Art Director)   short facts about NAME (Art Director) 

 NAME (Technical Director)  short facts about NAME (Technical Director) 

 NAME (Business Director)  short facts about NAME (Business Director) 

 NAME (Production Director)  short facts about NAME (Production Director) 

Tobias Heussner (Lead Game Designer)  in Game Industry since 1998; IGDA member; 

worked on several games, including 

international Top Ten titles. Been part of the 

team who developed: The Dark Eyetm: 

Drakensang and Paws&Claws: Pet Vet.  

Summary 
All in all Armalion 1: Invasion of the Doomed would be a fun tactical game in an amazing 

fantasy world with 10000 years of written history. The game uses the famous tabletop rules 

from the Dark Eyetm and gives the player a lot of different options to play. Also Armalion 1: 

Invasion of the Doomed or Borbarads Return could just be the beginning of a series of war 

games playing in Aventuria by using all the historic battles and history that could be found in 

the official source books.   

 
 

 

 

Legal notice: All pictures in this document had been taken from various websites to show a certain mood and do not belong to the 

project. All material is under copyright by their authors.  
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Thanks for taking the time to read my portfolio and I’m looking forward hearing from you. 


