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Section 1: Game Overview 

Basic concept 
TARDIS’ Labyrinth has the player control The Doctor in they will find themselves roaming 
around the TARDIS solving puzzles, unlocking doors and avoiding traps to reach the 
control room.  Taking place in a top down pixel art style environment; the player goes on an 
adventure through the TARDIS which is bigger on the inside. 

Objectives 
Get the Doctor back to the control room safely, whilst quickly solving puzzles and find his 
way through the maze. The quicker and less health lost results in a higher score for the level 
and a higher position on the friend’s highscore table. 

Feature set 
 One character/player (single-player) 

o With the choice from a selection of different generations of Doctors later in 
the game as the players progresses or through unlocking them by completing 
certain achievements 

 Numerous amount of levels or maybe even shit tonnes 
 Online activities (leaderboards) 

o High score 
 Replay ability 
 Audio specifications 
 Device compatibility 
 Game modes 
 Difficulty 

Genre 
Puzzle-Exploration 

Target audience 
The primary target audience would be people who enjoy playing puzzle typed games of any 
age and then the secondary target audience would be Doctor Who fans. 
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Gameplay summary 
The player moves the Doctor through a maze solving puzzles to open doors, where he must 
find his way back to the control room. The initial levels are straightforward, being linear and 
the puzzles are simple, as to provide a tutorial and slow introduction to the true challenge of 
the game.  As the player progresses, the puzzles become more complex with increasing 
numbers of special tiles that have unique effects within the puzzle and the maze becomes 
increasingly more obtuse with dead ends, traps and loops that must be avoided. 

Look and feel 
The game has a pixel-art style, with a dark cyberpunk theme. 

Background story 
The TARDIS is under attack from an unknown source so for the Doctor’s own safety he has 
been teleported to a random room by the TARDIS before it goes into lockdown.  The Doctor 
is not known to just stand around and do nothing, so he decides roams around the TARDIS, 
in which he goes through many rooms where he will be required to unlock the doors to pass 
through to the next room, to try and make his way back to the control room. 

Type of play 
Single-player, with highscore leaderboards to compare and compete with friends. 

References 
 Cosmic Tiles 
 Recettear: An Item Shop's Tale 
 Hammerwatch 
 Terraria 
 BioShock (tile mini game, when hacking turrets, vending machines, etc.) 
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Section 2: Gameplay and Mechanics 

2.1 Gameplay 
When the player opens the application on their device they will be brought to a title screen, 
where they will be asked to touch the screen to continue to the game’s main menu with 
various options to choose from.  For new players they would select the “New Game” option, 
for players who have previously played the game and have saved progress would choose 
“Continue”.  A new player would be presented to the initial starting cut scene of the game. 

There are four difficulty modes that the player can choose from; they being Companion 
(Easy), Time Lord (Medium), The Master (Hard) and The Doctor (Advanced) with the final 
mode only becoming accessible after the player has done at least one play through of the 
game.  Throughout the game the player will be required to acquire the collectables. 

As the player progresses, the levels and puzzles may become for problematic which also 
may vary on the difficulty mode the player has chosen.  The player moves the Doctor 
through the maze, whilst occasionally solving puzzles to open doors or to activate control 
panels.  As he gets closer to the main control room the puzzles become more complex with 
increasing numbers of special tiles that have unique effects within the puzzle. 

2.2 Elements and Mechanics 

Physics 
The player can move onto any full, empty tile that is directly to the left, right, top or bottom 
of them.  Tiles can move the player a specific way depending on their defined effect (a 
bounce tile will ‘bounce’ the player 2 tiles in the indicated direction).  The walls will stop a 
player moving in that direction when they are directly adjacent and the doors will also do 
this until the puzzle is solved and it is ‘opened’ then it will act as empty space, allowing the 
player to move through it. 

Objects  
The Doctor (player character) 

Collectables 
 Fez’ 
 3D Glasses 
 Scarves 
 Bowties 

Consumables 
 Bananas 
 Jammy dodgers 
 Fishfingers and custard 

Actions  
 Moving the Doctor 
 Activating a puzzle 
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 Moving puzzle pieces 
 Leaving a puzzle 
 Leaving a completed puzzle 

 

Relationships – between objects and actions in the game world  
Collision between player (The Doctor) and Wall - The Doctor bounces off in a small puff of 
dust showing he cannot pass through, this also occurs when The Doctor walks into a closed 
door. 

The Doctor walks onto a Slip tile - The Doctor is moved 4 tiles in the direction he moved 
onto the tile (normal wall collisions apply). 

The Doctor walks onto a Shock tile - a yellow spark is released and The Doctors health is 
reduced. 

The Doctor walks onto a Sticky tile - The Doctor has his speed reduced by half for 5 
seconds. 

The Doctor walks onto a Bounce tile - The Doctor is thrown 2 tiles in the indicated 
direction, only reacting with wall and closed door tiles. 

The Doctor walks onto a Push tile - The Doctor is pushed 2 tiles in the indicated direction, 
any tiles moved over are activated normally. 
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Section 3: Characters 

3.1 Characters 

 

The Doctor 

Back story  
The Doctor highly intelligent alien species known as a Time Lord from the planet Gallifrey, 
who travels through time and space in his time machine called the TARDIS (Time And 
Relative Dimension(s) In Space) which appears relatively small when seen from the outside, 
but is in fact infinite on the inside. 

Personality 
I have based The Doctor off The Tenth Doctor played by David Tennant who generally 
displays a light-hearted, talkative, easy-going, witty, and cheeky manner, but repeatedly 
demonstrates a vengeful and unforgiving streak as well when he himself threatened or 
humanity itself. 

Look reference 
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Section 4 – Levels 

4.1 Synopsis 
The Doctor starts at the edge of the level, he then has to progress to the exit.  The level is 
split into lots of different rooms with doors leading onto either more rooms or corridors, 
each door requiring a puzzle to be completed before it opens.  To add further difficulty the 
exit door (which when the Doctor reaches ends the level) is hidden from the players view as 
the Doctor is unsure of the layout of the rooms, as even he cannot memorize the vast interior 
of the TARDIS.  This uncertainty is shown as a starry-outer space overlay that is removed by 
the Doctor as he advances through the maze.  Near the end of the game (earlier with raised 
difficulty) the rooms and corridors contain traps which can harm the Doctor and deplete his 
life. 

4.2 Goals and objectives 
The primary goal is to get the Doctor to the exit door which will bring him to the next level.  
Within a level the player will want to try and keep the Doctors health high, acquire as many 
of the collectibles contained within the level and reach the end point as quickly as possible 
(all of which add to the score the player receives at the end of the level). 

4.3 Level gameplay overview 
The player starts in randomly generated level (the later the level and higher difficulty will 
increase the traps, size and puzzle difficulty found within a level) and with very little view 
of maze.  The player will move the Doctor to search out the initial starting room and chooses 
a door from a maximum of 3.  Once that door is unlocked (via a puzzle completion) it will 
open allowing the player to explore further and continue on their attempt to find the exit.  
The player may find that there is a dead end in the series of rooms they have chosen and 
will have to back-track and choose another door to unlock and search beyond. 
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4.4 Map 
An example of the start of a maze. 
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As The Doctor walks up the door the “A” buttons becomes active. 

 

Example a puzzle layout with tiles being ? tiles. 
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Puzzle in-progress. 

 

Puzzle fully completed. 
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The door is now open, 

 

for The Doctor to walk through. 
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End of the maze. 
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Section 5 – Interface 

5.1 Screen Flow  

 

Splash screen 
When the player starts up the applications they will be introduced to the splash screen 
where they will be required to touch the screen to continue to the main title screen. 

Title screen 
Here the player can select from a range of options. 

New Game 
Allows a person to start a new game, will all levels (beyond level 1) locked 

Continue 
If a player has previously played the game their progress would be saved and they would 
able to continue from where they left off. 

Galaxy 
The player can choose up to 5 galaxies, when they become available to them. 

Stage 
In each galaxy there are 10 stages each the player will be able to choose from once they 
become available to them. 
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Difficulty 
There are four difficulties available here, for the player to unlock the fourth difficulty (The 
Doctor) the must first do one complete play through of the game. 

Achievements 
The player can view a list of achievements. 

Options 
Where the player can adjust sound, brightness and other settings. 

Hi-scores 
Opens up the high score tables where you are ranked by your highest level score amongst 
you friends (internet connection required). 

How to Play 
Opens a brief page explaining the basic control buttons found on the game page, also 
contains how to complete the puzzles as well as an index of the puzzle special tiles and traps 
found within the game. 

Credits 
Where the creators of the game have their name displayed for all to appreciate. 
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5.2 Functional Requirements 

Visual system overview 
The only view of the maze is an overhead top-down view of the Doctor and the inner 
workings of the TARDIS.  Unrevealed areas are covered by a veil which is removed as the 
player moves through it. 

Control system 
The control system is several onscreen simulated buttons, which can move the Doctor, 
activate puzzles and open the options menu. 

 

 

Game help system 
There is both a How to Play section on the main menu, which gives players access to the 
basic controls and other information, the first few levels are tutorials designed to show the 
player how to play. 
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Section 6 – Art 

6.1 Game World 

General look and feel of world 
The initial levels will be a drab (black, greys and silver) as the Doctor starts out in ‘archived’ 
rooms within the TARDIS.  The mood will be dark and depressive, as the Doctor tries to 
come to terms with what just happened and how he can fix what has been done. 

The later levels are very similar in colour and styling of the current TARDIS command room 
interior as the Doctor is close to his goal.  The general mood is excited and determined as the 
Doctor knows he will succeed and that nothing will stop him. 

6.2 Art and Animation 

Terrain 
The floor is a dark black tile with a sharp contrasting white border, the walls and doors are 
blocky and silver.  The veil is a starry-outer space cover of all unsearched areas.  The slip 
tiles have a water drop, the shock tiles have a lightning bolt, the stick tiles have a couple of 
chain links, the bounce tiles have a cloud and a direction arrow and the push tiles have just a 
directional arrow. 

Gameplay elements 

 

Special effects  
A puff of white smoke as The Doctor bounces off of walls or closed doors which stop him 
from advancing in that direction. 

A yellow spark when the Doctor fails to complete a puzzle and loses health. 
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Section 7 – Sound and Music  

7.1 Sound Effects 
 Several sound bites for the Doctor being injured by a trap/puzzle fail 
 Sound bites for the Doctor when he is bounced/run into a wall/closed door 
 Door opening after puzzle completion 
 Puzzle pieces being dropped into place 
 Different sound bites for each ‘effect’ tile being activated 
 Active Sonic Screwdriver when a puzzle is started 
 TARDIS activating and powering up (upon completion of final puzzle at end of 

game) 
 The Doctor’s footsteps 
 Fanfare for the Doctor reaching the exit door on a level 

7.2 Music 
Name Description Filename 
Archived Dread Slow, dark, reinforcing the 

isolation and loneliness of 
the Doctor (early levels) 

Archived Dread.mp3 

Theme Room moderate tempo, upbeat, 
meant to bring hope and 
inspire the player 

Theme Room.mp3 

Final Push moderate tempo, strong beat, 
to encourage the player and 
keep them inspired (final 
levels) 

Final Push.mp3 

Sonic Samba Quick tempo, almost game 
show-esque, to remind the 
player that it is to be done 
quickly (puzzle music) 

Sonic Samba.mp3 

 

 

 


