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1 Introduction

Excuse the formatting; this will be filled out in more detail once the meat and potatoes for the programmers and artists are filled out. We’ll worry about advertising and marketing later.

2 Product Information
It’s a marble game. You roll a marble around a relatively abstract 3D world trying to get to the exit. Things will try and stop you and you will get past them using your brain. Again, excuse the scarcity here, trying to get something readable and basic.

3 Game Information
This section is where there is muchos muchos game information. It will come as soon as I can think it up and document it.

3.1 Game Controls:

Marble Controls:


Mouse:



Mouse1 + Mouse Motion = “Push” the marble in direction of motion. Marble moves in the 





         direction of the mouse no matter what the camera alignment.



Mouse2 + Mouse Motion = Camera rotation centered on Marble



Mouse3 = Activate Marble power if available.


Keyboard:



Space = Activate Marble Power if available

GUI Controls:


Mouse:



Mouse Movement = Move in-game cursor.



Mouse1 = Select Menu item



Mouse2 = Move back in menu


Keyboard:



Escape = Back in Menu, close current window, show menu



Arrow Keys = Move menu cursor selector



Enter = Choose current Menu Option

3.2 Game Levels:

A game level consists of the following key items:

Start Location/Locations are set for all players and AI mobiles. They define where in a level the objects start.
Environment is any of the basic tiles that make up the surface the marble travels on, over, or under.
Modifiers are items in the world that do not move, can be indestructible or destructible, and change the properties of the player marbles.
Objects are items in the world that are neutral and non-moving. They may or may not be destructible.
Mobiles are items in the world that move. They may be enemies or friendly, destructible or indestructible.
Objectives are to be completed in order to progress forward in the game. Objectives would be anything from “Get to the gates, Collect the magic floating coins, Defeat the big evil marble.” 

3.3 Modifiers:

Vacuums: Vacuums are hidden near the edges of the levels and pop out to try and suck the ball into it 


or push the ball away from the vacuum. These traps are highly affective against the Hollow 


Marble and ineffective against the Metal Marble. They are triggered by switches or proximity.

Mechanical Ramps: These sections of the play field shift over a set amount of time. The can block 
areas or provide access to new areas. They do not affect any one Marble form more adversely 
than another. Ramps are activated by switch or proximity.


Magnets: Sections of the board emit a magnetic field, drawing any metallic objects towards them. They 


can be used to provide a boost or a braking pad if used properly. These traps only affect metallic 


marbles. Metal Marbles exposed to a magnet will remain magnetized for a short amount of time. 


Magnets are triggered by switches and proximity.


Laser Walls: Beams of high intensity light block passage, burning anything that comes in contact with it. 

The only exception to this rule is the standard glass marble, which is unaffected by light. Laser 


walls are triggered by switches or proximity. Mostly these are always on.


Transmutation Chambers: Transmutation chambers are special boxes that will change a marble 



instantaneously into a new form of marble. They are activated by rolling the marble into the 


transmuter and out pops the new marble.

3.4 Hostile Mobiles


Black Marbles: Black Marbles are standard Glass Marbles gone bad. Their goal is to push you off the 


side of the level, dump you in acid, or anything else that can get in your way. They are affected 


by the same traps as the player’s marble and will attempt to keep out of harms way. Black 


Marbles patrol a circular area and move linearly towards the player’s marble if within range.


Acidic Jellies: These gelatin puddles are highly corrosive and will attempt to swallow the player’s 


marble whole. They are relatively slow moving and mindless so shouldn’t be too difficult to 


avoid. Only the Jawbreaker Marble can survive a trip through these and even then will lose a 


protective coating. Acidic Jellies come in 3 flavors, each slightly faster than each other.


Cling-ons: Originally found in a world of pocket lint, Cling-ons do exactly what their name says. If 


given the chance they’ll attach themselves to a marble and hang on til disposed of. The only way 


of removing a Cling-on is bouncing it off via the rubber form or washing them off with acid, 


though there need to be enough attached to the marble for the marble not to be swallowed itself.


Needle-beetle: Tiny insects covered with sharp spines that poke out in every direction. Most solid 


marble forms are safe and can simply crush these critters but the Hollow Marble and Rubber 


Marble will be speared if they get too close. Needle-beetles are relatively dumb and quite 



magnetic though resistant to the Acidic Jellies. They also have a tendency to eat Tiny Marbles.

3.5 Marble Forms


Hollow Marble: A very fragile form but one that is light enough to roll over water and other light items. 


The drawback is its lack of durability, it can crack from a short fall or be shattered by enemies 


that wouldn’t scratch other Marbles. The Hollow Marble tends to control better than others.


*Metal Marble: Sluggish and heavy but tough. The Metal Marble has mass that other marbles can’t 


touch. When going toe to toe with a Black Marble, the Metal Marble can easily knock aside all 


competition. Magnets have a strong affect on Metal Marbles, use this to your advantage. Metal 


Marbles are relatively unresponsive due to their immense density.


Rubber Marble: What other marbles dream of doing, this one excels at… bouncing. The Rubber Marble 


is quick on its feet and can easily survive long falls without so much as a scratch. In fact, they 


work the best after a long drop. Due to their light weight they can float across water but can’t 


skim on top like Hollow Marbles. Rubber Marbles aren’t as tough as standard marbles and are 


easily bounced around in a fight.


Tiny Marble: Sometimes referred to as a BB, the Tiny Marble moves quickly and is small enough to 


bypass certain environmental hazards. The Tiny Marble is metallic and greatly affected by 


magnets of any power. Due to their size, they easily lose fights with larger marbles unless 


propelled with great force.


Jawbreaker Marble: This one fell off the candy truck but no one has a problem with it. Not nearly as 


weighty as the Metal Marble, the Jawbreaker Marble has multiple candy coatings that allow it to 


survive acid baths, long falls, and hammer smacks. Unfortunately, the layers will eventually run 


out and leave the Glass Marble bare to the world.


Graviton Marble: The most technologically advanced marble the world has ever seen. The graviton 


marble is slightly less durable than the Glass Marble but has a Micro-Blackhole generator tucked 

neatly inside its crystalline shell. This gravity field can be set to push the marble away from 


everything or attract everything but due to issues with the design it has to be one or the other.

