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Introduction

“The Circular Ruins" is a 3rd person 3D adventure game, Inspired by the Argentine writer Jorge Luis Borges' eponymous novel.
In the game, you'll step into the shoes of Rhea, exploring an ever-evolving world where time loops and mysteries unfold in a gripping third-person

narrative. Experience a unique circular storyline where each action echoes through time, revealing new layers of the plot with every cycle. Join Rhea's
journey to unravel the secrets of her reality, in a game where the past, present, and future intertwine in unexpected ways.

Platform: PC & Console

Genre: Open World, Action, Adventure
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Wireframe 1: Main Menu
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Wireframe 2: Game Settings



Wireframe 3: Dialogue
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Wireframe 5: Level Up
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Wireframe 6 - Pause Menu

PAUSED

SAVE GAME
LOAD GAME
OPTIONS
QUIT GAME

BACK




Part lll - Elements Design - Game Screen Mock-Up



Buttons Interactive Systems Panels

DHROOO o r

®® o .

Level Bar

[v: 48

o
!




Typography
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Menu Title - Valky Regular 60 PT

Inventory

Dialogue - Verdana Regular 24 PT

Lorem ipsum dolor sit amet. Et cupiditate nemo ea
similique aspernatur sit minus voluptas et num-
quam consequuntur aut quis placeat non excepturi
enim rem harum cumque.

Background Story - Verdana Italic 20 PT

Lorem ipsum dolor sit amet. Et cupiditate nemo ea similique
aspernatur sit minus voluptas et numquam consequuntur aut
quis placeat non excepturi enim rem harum cumaque.

Color Palettes

#FIFIF] #FF4CO0 #203€45

#15272€ HEFFEEF #606060
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SeéttiQ%g . Display

Display Mode * | Default $_|
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Ameretat
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Attack’ # ¢ + +
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Background story
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- a sky darkened by the Aether Collapse,

- ‘conduit for restor/ng cosmic balance. The A

In the heart of the Circular Ruins, under

the lone Scholar, illuminated by the faint
glow of dying embers, begins crafting a
unique weapon. This weapon, conceptu-
alized through esoteric knowledge and
ancient Zoroastrian wisdom, is not

‘merely.a -taol ofiphysical might but a ww

Scholar, drawing upon the principles of h
Asha, imbues the weapon with elements
symbolizing the dual nature of existence:
fire representing the enduring light of
truth, and ice reflecting the harsh reality
of the world's current state.
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The project is inspired by NieR:Automata™ from PlatinumGames
Designed by Rita Li Zhang

2023@USC Games



