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Razor: 
A grown man searches for his lost imaginary friend. 
Concept:
The player takes control of Luis while he navigates his childhood imagination has Louie, his child alter-ego. Louie is in search of his imaginary friend from his childhood, Squirt. By talking with various imaginary creatures, solving puzzles by using Louie’s Imagination, and following clues, the player tries to track down Squirt.
World:
Use Your Imagination! Takes place in a 2-D, ringed-shaped, world. The world will rotate against the direction the player is moving. This will give the illusion of a ‘never-ending’ level.  This re-enforces the notion of exploring a world, not just walking from left to right. The player will only ever interact with objects in the gameplay plane; however there will be activity behind and in front of the player. Several layers of interpolation in the background and foreground layers will create the appearance of a third dimension.
World Definitions:
1024 pixels radius
6434 pixel circumference for puzzle / gameplay surfaces 
60 pixels for main player
40 pixels for ‘imagination box’
Objectives:
Collect items for NPCs in order to reveal the location of Louie’s imaginary friend, Squirt. These will be placed in difficult to reach locations that require Imaginations to get to. Because the game will be played in a real-time physics world, the exact solutions to each puzzle will vary. Although, there will be at least one eventual solution to each puzzle. Eventual, because the player might be required to use an Imagination they have not yet acquired, or more imaginations than they currently have access to.
Mechanics / Features:
The player will have the ability to switch between a Light Imagination World, and a Dark Imagination World:
After shifting, the environment, aesthetic style, and NPC interactions will change to reflect t which imagination world Louie is in. All of Louie’s previously created Imaginations will be dismissed upon a world change. Louie can only shift the world when he is in contact with a specific Imagination block. This block cannot be created by Louie.

As the game progresses the player will have access to a variety of different ‘imaginations.’: 
The maximum number of Imaginations Louie can have active at any one time will increase as the game moves forward
An ‘Imagination’ is a box-shaped object that the player will place in the gameworld. ‘Imaginations are unaffected by gravity and have a specific property:
‘Floater’ Imagination: The floater Imagination merely hangs in space and can be stepped on.
‘Spring’ Imagination: Springs the player in the refracting direction of point of contact on the collided face, effectively doubling the player’s jump-height.
‘Mover’ Imagination:  Moves left to right for the span of three widths (180pixels) over. When the player releases this box, the box will move one width (60pixels) to the left, and then two widths (120pixels) to the right. Then the box will continue to make two-width passes left and right until it is dismissed.
Controls:
	WiiMote:
		Gesture – moves selecting cursor around the field to highlight particular objects
		D-pad – Cycles between Imagination Box choices (with imagination selector open)			
A button – Interaction
Tap A – Interact with NPC currently highlighted with Cursor
Tap A – Opens Imagination Selector (if nothing is highlighted)
 ‘Selected’ box will hover above Louie’s head until it is either:
 1– Grabbed and moved by the cursor 
2 – Changed into a different Imagination with the Imagination Selector
3 – Is dismissed by not being highlighted and tapping the A button again.
Hold A – Grabs the currently highlighted Imagination with Cursor
Release A – Place selected box
Nunchuck:
		Analog Stick - Moves Louie around the world
			Left / Right – Move Louie left or right around the world
			Up – Jump one player height.
C Button – Dismisses Imagination Box currently highlighted by cursor.	
Z Button – Nothing, yet.

Story:
Characters:
Main Character: Louie (Luis)
Missing Friend: Squirt
Imaginary NPCs:
0. NPC1: Monkey Doodle
0. NPC2: Snuffalufagus
0. NPC3:
 Introduction: (Cinematic, animation, comic, etc.)
Luis is working in his office, busy with another mundane day at work. 
As he is going through some papers from his briefcase, he stumbles upon a drawing that his son had drawn for him. In left-handed crayon drawing is a picture of his son and his son’s imaginary friend. 
This triggers a thought in Louie’s head where he is wondering where exactly his imagination went. 
We then see a side profile of his head, where a mysterious circle is starting to appear on this inside of his head. We then can realize that this is a world like object rotating, as we zoom closer and closer to see it. 
Enter Luis’s Imagination!
Act 1 – Scene 1: (In-game, pure Dialog)

As the game begins, Luis falls from the sky looking as if he was a kid again. Louie lands smack in the middle of an alley, where a strange looking creature is sitting next to a trash can. As Louie shakes his head around, he turns to the creature in shock, and asks where in the world he is. 
	Louie: Blah blah blah
	Creature: Blah Blah Blah
The creature gets really excited, and greets Louie like a long lost friend. Louie is completely confused. The creature introduces himself as Monkey Doodle, and tells Louie that he is back in Imagination Land after many years of him being gone. Louie still doesn’t believe Monkey, so Monkey asks him to think really hard of his long lost imaginary friend Squirt. 
	Louie: Blah blah blah
	Doodle: Blah Blah Blah
	Louie: Blah blah blah
	Doodle: Blah Blah Blah
As Louie is thinking rather hard about Squirt, A cloud-like block appears above Louie’s head. Louie is extremely surprised to see this block above his head and Mr. Doodle explains that this is an Imagination Block. He continues to explain that these thought clouds are created when Louie remembers more about his Imagination and that he needs to use these to explore more of Imagination Land. Louie finally believes him, and then asks where his old pal Squirt is. 
	Louie: Blah blah blah
	Doodle: Blah Blah Blah
	Louie: Blah blah blah
	Doodle: Blah Blah Blah
	Louie: Blah blah blah
	Doodle: Blah Blah Blah
Mr. Doodle looks sad, and tells Louie that Squirt has been missing for some time now. Louie is immediately scared, and realizes that ever since he has grown up, his childhood imaginary friend Squirt has been gone. Louie makes a vow to himself that he has to find Squirt at all costs, and bring his imagination back to life. 
	Louie: Blah blah blah
	Doodle: Blah Blah Blah
	Louie: Blah blah blah
	Doodle: Blah Blah Blah
	Louie: Blah blah blah
	Doodle: Blah Blah Blah
	Louie: Blah blah blah
	Doodle: Blah Blah Blah
Mr. Doodle is more than thrilled to hear this and begins to explain to Louie how to use these thought clouds. After he finishes, he warns Louie that the gap between Imagination Land and Nightmare Land has been broken, and that since he is the ruler of this land, that he can switch between the two at will. Mr. Doodle tells him to go talk to Senor Sampson at the Church of Awesome, and that he will tell him more. Louie is confident about his new adventure, and sets off into Downtown Imagination Land.
	Louie: Blah blah blah
	Doodle: Blah Blah Blah
	Louie: Blah blah blah
	Doodle: Blah Blah Blah
	Louie: Blah blah blah
	Doodle: Blah Blah Blah

Act 1 – Scene 2: (In-game, Gameplay and Dialog)

Louie must find Sampson at the Church. At the church Senor Sampson tells him how to use his special power of switching between the worlds, but to be warned that people in Nightmare Land might not be as helpful as he wants them to be. 
Louie: Blah blah blah
	Sampson: Blah Blah Blah
	Louie: Blah blah blah
	Sampson: Blah Blah Blah
	Louie: Blah blah blah
	Sampson: Blah Blah Blah
Louie tries out the world switcher, and the entire church turns into a scary cemetery where Sampson is now a not so nice looking monster. Louie talks to Sampson and Sampson tells him that he is not welcome here and to leave immediately before he gets somebody to come capture him. 
Louie: Blah blah blah
	Sampson: Blah Blah Blah
	Louie: Blah blah blah
	Sampson: Blah Blah Blah
	Louie: Blah blah blah
	Sampson: Blah Blah Blah
Louie leaves and switches back to IL to find that everything is completely back to normal, but the church is still locked. Louie returns to Mr. Doodle and Mr. Doodle is astonished to know that he has learned so fast on how to change the worlds. Doodle tells him that he honestly cannot remember where to find Squirt, but that he thinks that his evil counterpart in Imaginary land should know. 
Louie: Blah blah blah
	Doodle: Blah Blah Blah
	Louie: Blah blah blah
	Doodle: Blah Blah Blah
	Louie: Blah blah blah
	Doodle: Blah Blah Blah
Louie switches over and meets evil Doodle. Evil Doodle definitely is not as friendly as Mr. Doodle, and asks Louie why he even came back to Imaginary Land. Evil Doodle doesn’t care, and tells him that he will give him another memory if he will go grab a _____ from Snufalufagus in the park. Louie obliges and sets off to the park. 
Louie: Blah blah blah
	Doodle: Blah Blah Blah
	Louie: Blah blah blah
	Doodle: Blah Blah Blah
	Louie: Blah blah blah
	Doodle: Blah Blah Blah
Louie finds Snuf and asks Snuf for the ____. Snuf says he will only help out if he solves this puzzle. 
Louie: Blah blah blah
	Snuf: Blah Blah Blah
	Louie: Blah blah blah
	Snuf: Blah Blah Blah
	Louie: Blah blah blah
	Snuf: Blah Blah Blah
Louie finishes the puzzle, and receives the ____ from Snuf. Louie returns to Evil Doodle and gives him the ____ and Doodle then tells him about another memory. This sparks Louie to remember another time with Squirt and he now can carry 2 blocks. 
Louie: Blah blah blah
	Doodle: Blah Blah Blah
	Louie: Blah blah blah
	Doodle: Blah Blah Blah
	Louie: Blah blah blah
	Doodle: Blah Blah Blah
Louie thanks Evil Doodle and switches back to IL and tells Mr. Doodle about what happened. 
Louie: Blah blah blah
	Doodle: Blah Blah Blah
Doodle is happy for Louie and remembers that Snuf has a secret passage that leads to suburb through the subway. After seeing the remains of the ____ that Louie brought from Snuf, He remembers that this special ____ is from the leader of the Gang of _____ in Downtown NL, that live atop the highest of skyscrapers. 
Louie: Blah blah blah
	Doodle: Blah Blah Blah
	Louie: Blah blah blah
	Doodle: Blah Blah Blah
	Louie: Blah blah blah
	Doodle: Blah Blah Blah
 This gang has been tied to the disappearance of imaginary friends. So Louie then heads to the center of downtown where this gang is located, and tries to get into the building but does not have the elevator key. 



		
References:
Calvin and Hobbes
Foster’s Home for Imaginary Friends


