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EXECUTIVE SUMMARY

‘Echoes of Dominion’ is an artistic, narrativedriven
game that examines the corrupting effect of power.

This game tells a gripping tale of dictatorship and leadership by
combining phases of exploration, crisis, resistance, and resolution
in a graphically spectacular sci-fi environment featuring a twin
sun system. The emotional depth and stunning graphics of games
like "Journey”, which combine superb music and art to create an
immersive experience, will have an impact on the game's design.



PART [: IDYLLIC BEGINNINGS

Theme: Exploration, Utopia, and Discovery

Story

The player begins in a world of beauty
and harmony, with a smart, kind, and
wellrespected leader. This tranquility is
reflected in the surroundings, which
include lush vegetation, modern cities,
and distinctive natural features (such
as a ‘Sea of Smoke" or an "Ever-
Changing Cave"). There is a great
sense of solidarity and inspiration from
the leader's remarks.

Gameplay Focus

Discovery: Gamers are free to roam across the planet, engaging
with locals and picking up knowledge about the culture.
World-building: By collecting artifacts or discovering historical
information about the planet, players can gain insights into how the
current peace was established.

Quests: Players can learn the game basics by completing easy
quests to help citizens or obtain resources.

Tutorials: During this stage, the mechanics - movement, acquiring
resources and interacting with the surroundings and NPCs - are
gently introduced.



PART Il: THE CRUX OF POWER

Theme: Division, Restriction and Rising Tension

Story

Over time, differences in ideology
emerge among the inhabitants. Minor
disputes escalate, and the leader
starts becoming more controlling to
“protect” the utopia. The environment
begins to change, with once-beautiful
locations becoming restricted or
deteriorating. This transition marks the

leader’s shift towards authoritarianism.

Gameplay Focus

Moral Choices: Players might be faced with choices between
different factions or ideologies, making decisions that affect both
their relationship with the leader and the resistance.

Restricted Freedom: Parts of the world become closed off, forcing
the player into tighter, more controlled paths. Security checkpoints
or military presences may appear.

Evolving Quests: New quests take on a more serious tone, with
citizens expressing dissatisfaction and paranoia spreading.
Environmental Change: Locations like the "sea of smoke” could
lbbecome ominous or dangerous. The once beautiful world may show
signs of decay - dead forests, polluted rivers, etc, as the leader’s
grip tightens.



PART Ill: BIRTH OF THE RESISTANCE

Theme: Revolution, Tactical Gameplay and Underground Movements
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Story Gameplay Focus

Resistance against the leader’s e Tactical Missions: Players are given specific missions to weaken the
regime becomes inevitable. The leader’s regime (e.g, sabotaging facilities, freeing imprisoned
player is introduced to underground citizens, hacking government networks).

movements that seek to overthrow e Stealth & Strategy: Gameplay might involve sneaking past patrols,
the now-autocratic ruler. The using disguises, or manipulating resources to fuel the rebellion.
beautiful world has transformed into e Resistance Camps: Players gain access to hidden resistance bases,
a dystopian society filled with where they can interact with NPCs to plan future missions. These
surveillance and oppression. areas are concealed in unique environments (e.g. in the Ever-

Changing Cave or under the Sea of Smoke).

e Player Influence: Choices made in Part Il could influence how various
factions or individuals respond to the player’s involvement in the
rebellion.



PART IV: THE FINAL CONFRONTATION

Theme: Power Struggle, High Stakes and Conseqguences
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Story Gameplay Focus

The conflict culminates in a decisive e Massive Battle: The final stage might include a large-scale battle,
confrontation with the leader. The where the player must lead resistance forces against the leader’s
player and their allies stage a final army. The gameplay here could blend action, strategy, and moral
assault, leading to a climactic end- choices.

fight that will determine the future of e Multiple Endings: Depending on the player’s earlier decisions, the
the world. Depending on the player's world’s fate could change. Will the leader be overthrown peacefully,
actions, the ending could vary violently, or will the player take on a leadership role themselves?
dramatically (e.g. a revolution that e Character Evolution: The player’s journey from idealistic citizen to
restores peace or plunges the world resistance leader comes full circle. Dialogue and decisions reflect
into further chaos). the personal stakes involved - how much has power changed the

player?



DEPTH & MECHANICS
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Dynamic Environment Interactions Artistic Flourishes Music Integration

e Sea of Smoke: Players can use this area e Unique Visual Style: As the leader e Thematic Evolution: The music

to conceal themselves from enemies or
create diversions. Later in the game, it
might become a battleground with the
resistance using the smoke as a tactical
advantage.

Ever-Changing Cave: The cave could
serve as a metaphor for the instability of
power, its interior shifting and morphing
as the player progresses. It could hide
secrets of the planet’s history or offer
access to forbidden areas.

lbecomes more corrupt, the art
style could shift—colors could
lbecome darker, more oppressive,
with sharper contrasts between
light and shadow, reflecting the
moral decline.

Symbolism: Visual motifs, like
crumbling statues of the leader or
warped reflections in the
environment, could symbolize the
distortion of power.

could evolve alongside the story,
starting with soft, harmonious
melodies in Part |, transitioning to
more discordant and ominous
tones as the leader becomes
autocratic. By the time the
resistance rises, the soundtrack
could feature powerful, dynamic
pieces, culminating in intense
orchestral music for the final
confrontation.



EVER-CHANGING CAVE

A Dynamic Environment

Initial Gameplay (Random Exits)

e Introduction: In the early stages of the game, the cave appears to be a
mysterious, almost mystical location. Upon entering, the player is randomly
teleported to different locations across the world. These exits could include:

o Lush Nature Reserves: Dense forests or serene landscapes where players
can gather resources or find hidden secrets.

o Desert Wastelands: Desolate and dangerous areas where players might
encounter hostile creatures or resistance groups.

o City Outskirts: Urban settings with access to NPCs, trade, or quests.

o The President’s Palace: Rare but highly significant, this exit would transport
the player directly to the leader's most secure fortress, offering insight into
the regime and its inner workings.

e Challenge: The randomness of the cave makes it unreliable early in the game.
Players will initially have no control over where they emerge, adding
unpredictability and excitement but also potential danger. The cave becomes
both a tool and a risk, as you might end up in hostile territory or far from your
intended destination.



EVER-CHANGING CAVE

Mid-Game Discovery (Ancient Civilization)

e Story Development: As the game progresses, the player
discovers evidence of an ancient, advanced civilization
that had mastered the art of manipulating the cave's
portals. These people built structures and left behind
technology or mystical artifacts that allowed them to
control the cave’s exits.

e Lore Expansion: Through hidden texts, glyphs, or
recovered devices, the player learns that this civilization
used the cave to travel vast distances and access
secret locations, including their capital or temples of
power. Some of these ancient places may still exist,
hidden deep within the everchanging cave, waiting to
be rediscovered.



EVER-CHANGING CAVE

Controlling the Cave

Gameplay Mechanic

 Mechanics of Manipulation: After uncovering the ancient knowledge,
the player gains the ability to determine where the cave will take them.
This could involve:

o Selecting Exits: A user interface or item that allows the player to
choose between different exit points based on clues they've
uncovered.

o Portals Activation: Players might have to collect special artifacts or
complete puzzles to activate specific destinations within the cave.

e Strategic Use: This ability becomes a crucial tool in Part IV of the game,
where the player must use the cave to quickly access key locations
during the final conflict. Whether infiltrating the leader's palace, rallying
resistance forces, or escaping capture, controlling the cave'’s exit points
will give the player a significant tactical advantage.
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EVER-CHANGING CAVE

Part IV: Endgame

Gameplay Mechanic

e Crucial to Final Confrontation: During the final assault on the leader's
regime, the ever-changing cave plays a pivotal role. The player will
need to manipulate the cave to:

o Navigate the Battlefield: Use the cave to quickly teleport to key
locations and stay ahead of enemy forces.

o Infiltrate the Palace: The player may need to access the president’s
palace via the cave, bypassing heavily fortified security zones.

o Unlock Hidden Lore: Certain ancient exits might reveal lost
technologies or provide access to powerful artifacts that aid in the
final battle.

e Moral Decision Impact: The ancient civilization's manipulation of the
cave could present moral questions. Does controlling the cave's power
lead the player down a similar path of authoritarian control, just like the
leader? Or does the player use it responsibly to restore balance and
peace?



nena. Their W|sdom surpossed anything that the current world could

' |mog|ne They thrived on a planet far beyond the main system, hidden from the

eyes of modern-day inhabitants. Over millennig, the Lynx retreated from the
known worlds, erasing their traces and leaving behind cryptic keys that only the
most dedicated explorers could ever hope to find. The Lynx believed that power,
if unchecked, would corrupt any civilization, including their own. To avoid falling
into the trap of tyranny and destruction, they isolated themselves on a distant
planet, cloaked in the shadows of forgotten space. They left behind artifacts and
knowledge hidden within the everchanging cave, only to be unlocked by those
worthy of discovering their secrets.
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noturdl and cosmic forces. They are known as the Lynx, though few believe
they'ever existed.

The Keys of the Lynx: Hidden in ancient ruins, deep within the ever-changing
cave, and in long-forgotten archives, players will discover pieces of Lynx
technology and inscriptions. These keys are the remnants of the Lynx
civilization, designed to unlock a path to their home planet. However, the keys
are fragmented, and it will take the player's resourcefulness to collect and
assemble them.
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e sta ges, the player finally assembles the keys and
gotten travel technology, unlocking a gateway to the
: W |ch exists on one of the outermost planets of the star
"r'system ThIS plcmet has remained undetected by modern technology, thanks
to the Lynx’s ability to cloak it using advanced methods.

e The Planet of Lynx: Upon arriving, players find a world that feels almost
ethereal. It orbits outside the reach of the two suns and three moons that
govern the main game world, existing in a delicate balance of light and
darkness. The environment is unlike anything the player has seen: surreal
landscapes of crystalline forests, floating mountains, and oceans made of
bioluminescent mist. The Lynx architecture, elegant and flowing, seems to be
woven directly into the planet's natural environment.
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=T ey dre cautious but intrigued by the player's arrival.

s Lynx Phllosophy The Lynx reveal their philosophy of balance - how they

sought to escape the inevitable corruption of power by stepping away from
the galaxy’s affairs. They explain that their decision to remain hidden was
both an act of preservation and a test for any civilization that might come
after them.

e Test of Worthiness: Before fully trusting the player, the Lynx present them with
a challenge. This could be a trial of wisdom, testing the player's
understanding of power, leadership, and restraint. Or it could be a mission to
prove they can wield the knowledge of the Lynx responsibly. Completing this
challenge will provide the player with new powers or tools crucial for Part IV's
final battle.




THE LYNX

Lynx Technology and Its Role in Part IV

" manipulation of natural and
cosmic forces. They teach the
player how to fully control the
ever-changing cave, which
becomes a pivotal asset in
the final confrontation with
the autocratic leader.

Philosophical Dilemma

The Lynx warn the player of the
dangers of this power. While it can
bring balance, it also holds the
potential to corrupt. The player is
forced to confront their own moral
compass - will they use the Lynx
technology for good, or will they fall
into the same trap of tyranny as the
leader they seek to overthrow?
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Final Decision

The Lynx offer a choice: the play
fully embrace their teachings and
strive to restore balance to the we

or they can reject their ways, tak Tale} -
the power for themselves. This choice

will have a profound impact onthe -~
game’s ending, offering multiple Tothe it
to how the final confrontation unfolds.
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THE SILENT ARTIST

A Symbol of Hope

As the quthorltarlon president tightens control over the economy, resources

}----become scarce, ond traditional currency begins to lose its value. Inflation rises, ";'Ef' B N,
= ‘-cmd the ellte hoard what little wealth is left. The once- flourishing trade system N e AN
Collopses Iedvmg most citizens struggling to survive. People are forced into a i | N
I

barter economy, trading whatever they can for food, shelter, and essential items. : ; ,
Despair and hopelessness spread across the land as the president’s grip over
the financial system grows stronger.

But then, something unexpected happens.

In the dead of night, mysterious artwork begins appearing in public places - on
the sides of buildings, in public squares, and even in high-security government -
zones. These pieces of art, left by an unknown figure referred to only as “The
Silent Artist”, carry powerful messages of rebellion, unity, and hope. The art is
raw, bold, and often humorous, offering subtle critiques of the president’s regime
while inspiring the masses to rise above their oppressive circumstances.




THE SILENT AR

The Artwork: A New Form of Currency
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N the artwork as something rare and
:,émment S best efforts to suppress it, the

.- 5 > Sile works aren’ us’f symbohc they have tangible

citizens begln to trode and barter these ortworks N plece of money.
This shift in the economy starts to erode the president’s control, as
the scarcity and unigqueness of the art give it intrinsic value.




ADDITIONALS

Mechanics of Money and Trade

Devaluation of Currency

e Mid-Game Shift; In the second

and third parts of the game,
traditional money becomes
increasingly worthless due to
hyperinflation and economic
collapse. The player, along with
NPCs, must adapt to a system of
barter, trading goods and
services to survive.

Limited Access to Wealth: Only
the highest-ranking officials and
supporters of the regime can
access any remaining funds. For
the average person, cash
lbecomes useless.

Artwork as New Currency

e Collecting Art: The player can discover pieces of

the Silent Artist's work hidden across the world -
sometimes in plain sight, other times in secret or
dangerous areas. Each piece found has value
and can be traded with NPCs for essential
supplies like food, weapons, or medicine.
Scarcity and Demand: The artwork is scarce, and
each piece is unique. As the game progresses,
the value of these pieces increases, making
them even more valuable as barter items.
In-Game Market: The player can trade artwork
with different factions or individuals. Some NPCs
may collect specific types of art and offer rare or
powerful items in exchange. Other factions may
treat the art as a symbol of rebellion, trading it
for underground services, information, or
assistance in missions.

Rumors and Identity

e The Mystery of the Silent Artist: Throughout the

game, rumors and speculation about the identity
of the artist swirl. Some believe the artist is a
former government official, while others suspect
they are part of the resistance. The player can
overhear conversations, read graffiti, or find notes
speculating on who the Silent Artist might be.
Hidden Messages: Some pieces of art may
contain hidden symbols or messages that guide

the player toward secret locations or offer clues to
solve puzzles. These messages can be interpreted

by those who understand the artist’s work and
ideology.

Ally or Enemy: Certain factions may seek to
capture or eliminate the Silent Artist, believing
them to be a threat to the regime. Meanwhile,
other factions idolize the artist, considering their
work a beacon of hope.



ADDITIONALS

Impact on Society and the Final Confrontation

Undermining the President’s Authority

The Silent Artist's work is not only a form of trade
but a form of rebellion. As people begin to trade
with artwork, it erodes the president’s control
over the economy. The government attempts to
crack down on the spread of these pieces, but
the more they try to suppress it, the more
valuable the art becomes. The regime’s inability
to control this new currency represents their
waning power.

Rising Resistance

The artwork becomes a unifying
symbol for the resistance. Citizens,
once downtrodden and fearful, start
to regain their confidence. Graffiti
inspired by the Silent Artist starts
appearing all over the city, sending a
clear message to the regime that the
people are not so easily subdued.
The player may even participate in
spreading this artwork as part of their
mission to inspire rebellion.

Crucial Role in Part IV

In the final confrontation, the
artwork may serve as a key
element to the uprising. The
resistance, having gained strength
through the trade and rallying
power of the art, is now ready to
confront the president’s forces. In
this phase, the player can
leverage their collected art pieces
to trade for powerful allies,
weapons, or access to key areas in
the final battle.
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G ORI O fb“msplre rebellion. The player may never learn
the true identity of the Silent Artist, but their legacy lives on,
forever etched in the walls and hearts of the people.




ADDITIONALS

The Silent Artist’s Style

e Artistic Aesthetic

o Minimalist and Symbolic: The artwork left by the Silent Artist should be bold and simple, using sharp contrasts and
abstract forms to evoke emotion. It often features clear symbols of resistance—fractured chains, broken crowns, or
depictions of hands reaching toward freedom. The style aligns with the game’s tone, focusing on the clash between
control and liberation, drawing from dystopian and sci-fi elements.

o Color Palette: Muted and dark tones (representing the grim reality of life under the authoritarian regime) are often
contrasted with bright, electric colors that symbolize hope, rebellion, and life. Neon yellows, deep reds, and vivid blues
cut through the more desaturated tones of the urban environments, making the art stand out starkly.

o Street Art Influence: Like Banksy's street art, the pieces are fast, raw, and impactful, often appearing in unexpected
places: the side of government buildings, abandoned ruins, and even inside high-security zones. The style borrows
heavily from the graffiti subculture, combining stencil art, spray paint, and mixed media to create visuals that feel both
rebellious and spontaneous.

 Interactive and Evolving Art
o Dynamic Collectibles: Some of the Silent Artist's pieces are designed to change over time. For example, when the player
finds a piece of art, it might appear incomplete or hidden. As the player progresses through the story or interacts with it,
the art "evolves,” revealing more details and hidden messages, growing in value.
o Embedded Symbolism: The Silent Artist uses symbols that resonate with the downtrodden population. Each piece has
deeper meaning, representing hope, rebellion, or warnings about the president’s control. This gives the art value beyond
aesthetics, making it sought after by those who see it as a rallying cry.
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ADDITIONALS

The Artwork as Collectibles

e Rarity and Value
o Limited Pieces: Like Bitcoin, the art pieces are finite in number. The player and NPCs cannot endlessly produce more of
~ them, moking eadch one unique and scarce. As the government cracks down on the Silent Artist, it becomes harder to
= flnd these pieces, increasing their value over time.
e {': Th,é p|ec>es have some sort of inbuilt protection that makes them unique. Noone can copy them. Many ask how the Silent
L A st it
. Collectmg Mechanism
o Discovering the Art: As the player explores the world, they will find pieces of art in various locations—hidden alleyways,
secret hideouts, abandoned areas, and government-controlled zones. Collecting the artwork becomes a mini—-game in
itself, as the player tries to locate all the different pieces spread throughout the map.
o Condition and Restoration: Some pieces might be damaged or defaced by the regime, and the player can undertake
side missions to restore or protect the art. Restoring the art can increase its value and may unlock special in—-game
benefits, such as new abilities or hidden lore.



ADDITIONALS

Art as Incorruptible Currency

Why the Artwork Holds Value Artworks as Tradable Assets Incorruptibility and Security

e Symbol of Resistance: The art’s value stems from its * Trading and Bartering: Players can e Blockchain-like System: Each art

scarcity and its role as a symbol of rebellion. People
see it as a sign of hope and resistance to the
president’s regime. Since the government cannot
control its production, it becomes a form of trade
that is outside the regime's economic system.
Trust-Based System: Similar to Bitcoin, the art pieces’
value comes from collective belief in their
importance. As the game world grows increasingly
authoritarian, the population no longer trusts the
government's currency, but they trust the Silent
Artist’'s message. This shared belief makes the art a
form of incorruptible currency because it transcends
physical goods - its value is in the hope and
resistance it represents.

Independence from the Regime: The regime cannot
replicate or counterfeit the art. It is produced by the
Silent Artist alone, and since no one knows their true
identity, the art can't be tied to any one faction or
corrupted by any system. It circulates freely among
the people, bypassing government control.

use the art as currency to trade with
NPCs, factions, or even certain
government officials who secretly
support the resistance. The pieces are
exchanged for essential resources,
weapons, or passage to different
areas. In certain regions, an art piece
might be worth more than gold or
food, depending on the allegiances of
the people in that area.

e Dynamic Marketplace: Different
pieces hold different values based on
rarity, symbolism, and where they are
traded. For example, in areas with
stronger resistance movements,
certain artworks might be seen as
legendary and highly valuable. In
contrast, in regions tightly controlled
by the regime, art could be traded
covertly for critical supplies.

piece can be tied to a decentralized
ledger (in-game, this could be a
hidden network created by the
resistance) that tracks its
authenticity and ownership. This
means that once a player or NPC
owns a piece of art, the regime
cannot seize or manipulate it. The art
is always tied to its rightful owner,
and the authenticity of each piece is
ensured, preventing counterfeiting.

e Secret Trades and Black Markets: As
the art-lbbased economy grows,
underground trade networks emerge.
In these black markets, players can
trade rare art for black market
weapons, hidden information, or
support from key figures in the
resistance.



ADDITIONALS

Gameplay Impact of Artwork as Cur

: 5T Empowerlng the Player

AL -.-‘ #o As t@,e ploryer gathers artwork, they gain significant influence in the game’s economic system.
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:}?"" A ’Bemg*ﬂbie to barter artwork for resources allows the player to navigate the game world more
. L{_T‘%’ZI’}. “easily, bypassing traditional currency and governmentcontrolled markets. The player can forge
~ alliances, gain powerful items, or even fund rebel groups using the art they've collected.
. Stroteglc Decisions
o Collect vs. Spend: The player must decide whether to keep the artwork as an investment (as it
grows in value over time) or trade it for immediate advantages like supplies or information. Holding
onto art too long could be risky, as certain pieces may lose value if discovered by the government.
o Art Factions: Certain factions in the game might be dedicated to preserving the art, while others
want to sell it for personal gain. The player’s choice of allies and how they use the artwork will

affect their standing with different factions.



_W@rk lbecomes a powerful force
f esista nce. The artwork's value undermines

: t's cont '0‘ "' ver the people, as citizens now trade, barter,
ri\/eout3|de the official economy. The player’s ability to gather,
protect, and use the artwork gives them the upper hand in shaping
the outcome of the resistance against the regime. In this way, the art
functions like a cryptocurrency of rebellion, decentralizing power and

giving hope to the oppressed.




ARTWORK

Sketches & Drafts
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