


Mira always knew when they were lying.

Our caretakers at the Polity’s Center for Biotechnical Sciences tried to teach us why we were there. Why we weren’t allowed to leave. Why ‘
we’d wake up with fresh scars at the base of our skulls and why weeks seemed to vanish into thin air.

They almost always lied. But Mira told us the truth.
The Polity controlled most of a place that used to be called Europe It dlctated thellives of everyone who lived there, what they did, what they. -
thought. Because the people in charge of the Polity were/scared, Mira sald of the things they couldn’t control. 1

Like the future. ¥ Bz e

The Polity knew everything that was happenlng, to everyone, everywhere,! and |t was the final authority on everything that had already hap-
pened too. But that wasn’t enough. Mira told'us they tried machines first, but those could only/predict so far out, and were wrong too often. So :
they turned to the old tales, of mystics,and/oracles. They took children:that no one would miss; :and cut into their heads, looking desperately
for.some secret locked away in our minds. And they found it. : s

There was a another girl, before us, Mira said. She was the first. She Saw,with the All Sight, told the Polity where their enemies hid, where they
could fight, and win. And so they always won. But they pushedithegirl too far. She Saw for them one last time, Saw their victory, and then she

dled But ‘when the Polity still acted on 'her Sight after.she passed somethmg went wron{._’:t r Syt g
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Something about the life of the Seer was key to their Sight coming true. So the Polity created us. Seven of us, seven new Seers, six contingen-
cies if anything should happen to one of us. And;we Saw for them, for years, all of us Seeing the same Sights; leading the Polity to their tri-
umphs, helping them avoid their defeats. C’h}ngmg the future. Controlling the future.
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Then, one day, everything changed.

Seven different Sights. Six foretelling the Polity’s destruction, in six different ways. Withino way out. Except maybe one.
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We Saw our own deaths. So we ran.



ALL SIGHT

All'Sightlisiaisemi:-traditional/2.5D!side:view/fightingigame\which

differentiatesiitselfiby/its|psychic/castiofifighters;ithelemphasis

placed/on|itsineo-Orwellian/story./andithe!Sightimechanics\which
radically/alter.the\wayifights play/out:|Playersitakefonithe]jrolefoflonel™
ofitheisixSeers\who’veifleditheir. home-’a_nd prisonof{over; _18 ’

* While/most fighting/games putiforth/a tokemryeffo'rt' a‘t‘bé’gt{ .
AllSight'seeksitoimbueleach battle withiemotional depthiand
meaning. Throughaicruel twist ofrfate~the player’s chosen charac- E. ;
ter is pitted against his fellow/Seers lp'e'o Ie he considers tojbehis -
brothers andsisters, the only.family he knows: Every/fightiis merely a

)
‘h desperate struggle for.survival,’an anlmal reaction against anlintimi-
datlng and overwhelming entlty which threatens the end
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h Alll Srght draws substantlal.msplratlon from the likes of George Ormell s 1984, with the Pohty actmg asithe) a'll seemg, % _'I'jl"
all- controlhng Big Brother: The.conceptiis then intertwined and updated with a cyberpunk*esque near-future aesthetic, plac- =+ § -
ing less of an emphasm*on the pseudo -communist commentary of 1984,jand mstead suggestinga veneer of freedom amidst |

technological bounty/-- Polity- approvedfneon lights flash advertisements for: Polity: approved compames promoting Polity-ap-
proved cybernetic enhancements and,flying vehicles. But the facade is thin, and'players will be/made'to feel the weight of
trying to escape this monolithiciforce; even with their,own extraordinary/powers. Levels, backgrounds;cutscenes, and an
electro-industrial soundtrackwill actlvely reflect the aesthetic of a grim'totalitarianism willing to do most anything to main-
tain absolute control of past, present and future. All while pretendmg that the'thrum (1] dazzhng electrlclty covers itheir'sins?
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chaIIengmg presupposed destiny, self: determmatlon, andithe concept of fate a \whole are unlquely explored.



NATURE OF THE SEERS

None of us understood why they taught us how to fight, at first.

Something about our persistent Sight made most personalelectronics malfunction after prolonged exposure to our proximity. The advanced
firearms they gave us in the beginning all jammed or;shorted after just aifew hours of training at the longest. This meant we could neverbe
augmented with cybernetics, either, and even the hardened machinesithey useditolexaminejus needed to be replaced every other week.-
But the Polity had refined its techniques since their.experiments onthe fir"st girl, and'each of us had been given something unique beyond
just the All Sight. This wasn’t intentional in the beginning, Mira'said, since our.caretakers were understandably upset when they found out
she could peer inside their thoughts. She was the first: : !
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Then it was Landin, who stepped into nothmg one day, and appeared on the other side of the Center. Then Casca, who nearly burned the :
entire place to the ground with a thought. Tﬁé’t‘ﬂas the day the Polity realized these unanticipated'powers could be useful, Mira said. Eventu-
ally, something unique had been unlockediinjall of us, though all of our abilities were as different as the colour of our eyes.

Then they trained us to focus these powers. To narrow them to a razor’s edge, to hurt and to kill with our minds. To strike and injure with our
hands and our bodies when our minds weren’t enough. We all still thought it was a game. A Iastresort maybe, if the Polity’s enemies ever
tried to hurt us. Rldlculous ssince we would always know if they were commg, and we could still hardly match an armed soldier.
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~_None of 13 m"ade sense, until the day when we ran. _ | ) = _,';"*
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For all its power, we thought evading the Polity, would be easy. We Saw every possible misstep we could make, and knew exactly what roads
we had to walk to get away. We splitup at the outset, because we Saw that it was the onlyway to avoid capture but agreed to all meet agam
as soon as we could. L 4
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Then suddenly, unexpectedly, she appeared. The one who’d stayed behind. Mira.
Seers can See everything. The approach of every guard, the position of every camera. Everything, except other Seers. We are'the only’blind-
spot to ourselves. At best, we can tell what another Seer is going to do a few seconds before it happens, no'more, and not reliably. But Mira

didn’t need to See us. She could feel our minds, knew our innermost thoughts even miles away. So one by one, she found us.

We hadn’t been trained to defend ourselves. We’d been trained to hunt one another.
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corresponds to anjold|major power,of Western ==
aesthetlcally inspired|bythe naturelof theirls - - = -
hl?blhtles thl’(i:h range) fromtpyroklnesIS" PR 73

A J | ] openlng narratlve;--.te struggles and trials they vefacedisofarlin escap |-t j
) - mg from the Center, andithellife they,nowglead as alpsychic evadlng the "
most yowerful governmental/force,to have ever existed:

"r |, Iiast this) pomtithe,player 'S chﬁter runs l‘rﬁexpectedly into the.rr_
first'Seer-- one ofithejother five characters not chosen. W|th all others
having been defeated:t captured and' apparently controlled by Mira at;
the call of the Polity, the player’s character is the last remaining Seer :
still left free. The plafer’s characterwill attempt to reach out to the at-
tacking Seer, with unique dlalogueﬁ'lor toeach flght for.each combina:
tion of combatants based uponitheir'shared h|story and personalltles

At the conclusion of each flght fplayers will slowly uncover more about
why Mira is betraying her brothers and sisters, and about the Sight pos-
sessed by the [)T'a‘ygr’s character foretelling the Polity’s destruction)
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'wularly desirable. When not gaming, they hav*e a fondness for;avant garde industrial/music; and

TARGET AUDIENGE

AllSight:s target audiencelisia primarily/European/demographic:iThelnow:maturediyouthsiof
Europe who grew up)with\video)gamesiand/readily/recognize the story telllng potejthJraI ofithe

,dance beglns i S % .:i." e
But they feel that/mostititlesiin the genre cateritoo heawly to! the east aslan marketsTanth
serieslike Gmlty Gearandiits anime; aesthetlc or.to.the/bloodsport: hungry Amerlcan audience;’’
withseries like Mortal Kombat Even tWat stray/away:from'these mg_t_lgsici:&re little/for.co:
herent or.compelling plot and this trend/has ultimately/ledito aniitchileftiunscratched.

Storiesthat fall/closer to home;jandlexplore themes andi issuesiimportant toithem are partlc- Bl S .

bands like|Daft Punk; both of which pIay very nlcely W|th dlfferent shades of a dystopian cyber-
punk future: 1 N i ( 4
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All Srght1s mtended platformiis |ﬁ1e Playstation 4. Flghters
are almost always best playediwith'a controller in hand, and
the|PS4 hasproven itself,tolbe a powerful, competent, and
popular;system, throughout the PAL region in particular.

8e The Future
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GCOMBAT BASICS
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player holds “away” from their/opponentito blﬁk 1*,
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© Rather than requireithe player,to \Ie”a'rn land execute a'iiast sequencelof; button pres"sés:;I

however, All!Sight simplytasks playersiwith “modifying"’ their-face bttns‘by holding{down

different combinations of the shoulder buttons;to/perform: their, varlous special techniques!
CH 1 Th|s allows for/individuals newer;to theigenre tolbelless overwhelmed at entry/bythe syst%n‘,

s wh|Ie still offering the challengelof technical mastery and strategy to those,who are com-

pelledito invest the time. i 2 it ARy r j
AR ] k :.'._ ] 8
g l‘ ':1“! SpeclaJ moves execute'd with th&‘ nght” button aretrapld f|re physmal combmatlons,

| —-r—LL-“'rl.“Heavy” speclal molyes comblne both physical and psychlc attacks v Psychic? speclals un:

% i
Ieashipowerful waves of purely psychlc energy. - - =
H' J'...-'- ! == h""'-u g 4 :

< Psychlcrattacks also’ E%nnot be blocked witha “physmal” guard; playelrs mustmodlfy thelr
blocks with the R1 button to put up alpsychic shieldto'negate psychic damage'fal partlcularly J '
challenging prospectiwhen faced with gHeavy” special moves which.combo attaqk¢Wpes
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* Players, despite their.psychic abiIities are ordinary unaugmented humans. While a health

bar does measure each’ combatants remaining will and ability to fight, it depletesiincredibly —,
quickly -- proper. guarding, or the tactlcal and intelligent use of “Sight is key toIsurvwaI
I =



SIGHT METER

At:thelabsolute core of/All'Sight!sicombatiisithe!Sight:meteritself.Aigamified/representation|ofaiSeer’sability.toiuseitheir/pow-
erful/precognitive/psychicitechniquesieven\whenlinithe disruptive]presencelof:another.Seer; Sightiworks;as foI_Ipws:

“ The_Sight meter'startsifilledialthird ofithe\wayAThis represents the basio reservelof f&e Seer sienergyit can beifilled by/guard-
ing, takmg damage; and(dealing damage Itican|beldepleted|in standard fightingigame)fare through thejuselof special moves:

g

=~ nothing more thanialvision, and‘ostensibly %_ttrng tlme back to the pomt just beforgth,e start ofitheir opponents spemal move

in-game: _ .
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“*Therejisia'substantial rlsk uslng mEtechnlque though; iflinitiated'by the defender I&the former recipient of the now-nullified

attackwith receive a “Foresaw Destruction” debuff;intimidated by the fact that they \ just W|tnessed themselves V|c|ously

. ibeaten, and willitake 50% more damage if theirlopponent' manages;to landithe same spemahagam @
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k * Thisitechnique can also be'used offensively by the attackerif they feel particularly confldent after, Iandlng an/impressive =
AT specialitechniqueon thenlr opponent they/,can voluntarlly choose to convertithat blow! |nto ayvision|of their.own: Though it puts
| I* | ithe attaxcker and hIS opponent back to where they were] before theispecial landed, _ihe attackerisinow ﬁnboldened by/a “Foresaw
— ~iV|ctory” buff andwill now/do 250% damage |f he manages to Iand the move again! Requlrlng confldence ithis techmque‘can :
L.play masslve mmdgames on your opponent both'literally and figuratively, glvmg advanta*ges bothin- game ang-aut partlcularly g
4

¥ whenif flghtmg agamst al human opponent b =~ . .
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, . After,each fight, playersiwill h;ve a unique conversation with the Seer they’ve
4 defeated, uncoveringimorelofithe plot. Players are then tasked withlflﬁmhe
E area, as Mira and the|Polity, cleafrfly know where;they are. This journey is'not as
abbreviated as it is injother/games’ “arena” changes -- players actually have a
brief.opportunity tojwalk:thelstreets of a cyberpunk London, Munich, Paris, talk
to NPCs, and learn more aboﬁ?t:h“e world’s lore and the Polity’s motivations.




SAMPLE SEERS
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the Center Once Casca reallzed she)was capable/of creatmg her.
‘ own, she was filled witha joy/unlike anythmg the othershad ever.

<
seen -- she indulged readily/in/her;training afterthat, weavmg w{.,,:
() {beautiful works of art/inithe airlout ﬁ’ﬁe itself R ”f__' | '
| ‘ 1 ;
\o 3y T 3 a i
g E{*..} &} ‘ e |
™ L Orlgmally taken from an orphanage in what used tolbe! thelsouth
' of France Alaire was usualﬁthe sole'source of laughter amongst
_ many of*hls less affable brotgrers and sisters. Anﬁ'n'defeatable i ﬁ

sense of mlrth marked the child even throughout h|s teenage e

Thoughiwhen Alaire foundthat he was capable of manipulating
: and levitating most‘obiects solely with the power of his mind, he
. was hard presseditolkeep his good-natured pranks toned down. He
tookito thecombatitraining with much'reluctance, his typical smile
fading onceltold/helwas learning how to kill.




PROPHEGY'S END

After;thejplayerihasidefeated| aII of hisicontrolled! brothersiand
sisters) he) erI ﬁ]]EIiy@am face to face with|Mira} the only Seer.

J

ensible) pu-ppet master thrs whole t|me In most B :'I:-.".:.
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; At the conclusmn-of the player’s first game Mrra Mode |s '
unlocked This; adds era as a"sg‘eventh playable character W|th her.
story mode umquely taskmg the player.with huntmg down and de-
feating the six §1ain Seers. This‘mode unveils a substantial amount
of previously unknown behin )the scenes information, showing
Mira’s mastersiat the head|of the Polity and their.directions tolher.: |
Completion of this mode wdlrtreat the player to the only endingiin

whichthe Polity contmues werhaps for.good reason. “ e A [
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