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Game Title rationale  

 

Exoria is the Greek word for exile.   

  

“noun: exile  

1: the condition of someone being sent or kept away from their own country, 

village, etc., especially for political reasons   

2: a person who is sent or kept away from their own country, etc.”  

  

The player character is sent away from their native village because they are designated as chosen 

one. The one able to bring back the land, bring back the soil fertility, bring back the life and joy.   

  

Moreover, bringing back the land is bringing back Grintur, Grintur that exiled themselves from the 

human world, out of disappointment.    

  

The game title was chosen for its sonority and the meaning behind it. Exoria, to some extent, sounds 

like Euphoria.  

  

“noun: euphoria  

a feeling or state of intense excitement and happiness.”  

 

 

 

The game is about an individual exile for global happiness. It’s the player character reaching the 

exiled God, to save the world, and bring back human’s happiness. 
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Isle of life - World Pitch 

(Based on Tobias Heussner World Pitch Template (Heussner, 2015))  

 

Setting   

 

The “Isle of Life” world is inspired by the geography of the Greek Island Crete. The game is set on 

a fictional timeline, entirely disconnected to our human history. However, if we had to compare it 

with reality, the period would be between 1010 BC and 750 BC. Indeed, the world is inspired by the 

Minoan Civilization history (Bronze Age) but also Ancient Greece.    

 

 

 

The Isle of life used to be the central region of a larger continent, separated from it by a river 

surrounding it. As a consequence of years of conflict, it becomes inhabited and the central island of 

an archipelago (cf World-Altering Events). Back to this time, it was the cultural and religious capital 

of the world; it was always full of life, day and night.   

 

Spirituality, Magic  

 

The Isle of Life is set in the world where Gods and humans used to live next to each other, making 

magic something usual, but not that common amongst mortals.   
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People believe in prophecy and the inevitability of fate, so their day-to-day life is rhythmed by 

offerings to Gods and religious celebrations.  

 

Culture  

 

The tribes of the Isle of Life’s world are mostly living off trading. Indeed, the continent is strategically 

placed at a crossroad between different regional trading routes. Items being trades are mostly metal 

weapons and ornaments, potteries and saffron. Indeed, agriculture and fishing have never been 

sustainable enough for business, since crops yields are too closely linked to Gods and Goddesses' 

whims.    

 

Major Landmarks/Locations  

 

The Resting Place  

 

Before the downfall of the world (cf World-Altering Events), the resting place was a pilgrimage site. 

People were coming from all over the world to admire the monument, tangible proof of the universe 

genesis by the Gods and Goddesses.   

Every part of the installation is linked to a part of the myth. The sundial refers to the passage of 

time, the vases to the earth moulding, and the basins to the creative force of water. An essential 

part of this pilgrimage was to consult the oracle, who used to dwell in front of the pillars.     

 

The Temple of life  

 

The temple of life is Gods' and Goddesses' residence. Hydeya, Rapeht and Grintur can choose to 

communicate with humans via their statues.   

Pilgrims come to the temple to pray and beseech them for support. For example, the only way to 

obtain a good harvest is to solicit Grintur. Another example, Hydeya can help a merchant to sail 

safely.    

The legend says that, in the back of the temple, behind a secret door, is placed a stairway leading 

to Goddesses’ realm. However, no human foot can touch the stairway, made of light: the vulgar 

piece of flesh would pass through it. Only the one who proved their worth to the Creators may be 

allowed to ascend. Most priests and other spiritual person boast about having the privilege of 

meeting the deities in their true material forms. 
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Grintur’s departure  

(the root of this event is inspired by the Roman crisis “Lex Agraria” that happened in 133 BC)   

 

The tribe chiefs of the Isle of life decided that agricultural lands should be equally divided between 

each family, no matter their wealth or hereditary rights. One of the most notable family got upset, 

as well as most upper classes citizens. One of the tribe chiefs got murdered. Many conflicts broke 

out; people were fighting and sabotaging each other to keep their lands or acquire more properties.   

Too busy fighting, no one asked Grintur his opinion on the subject, even though he was the one 

who granted humans crops, fertility, life. Offerings became scarcer and scarcer, rare were the people 

still praying him. Outraged and exhausted by human folly, he decided to leave and deprive humans 

of everything he offered them before.  

 

World-Altering Events  

 

Grintur’s departure provoked the continent to slowly sink into the oceans and the main river to 

overflow supernaturally, separating what was once a continent into dozens of small islands.  
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People started to slowly perish as they could not farm the land anymore: every time they tried to 

grow crops it failed. Moreover, Grintur’s departure made it impossible to pray to him.  

 

Rapeht, magnanimous and full of pity for the human species, showed an island that was slightly 

less affected by Grintur’s curse, to a tribe that managed to stay away from the conflict.  The God of 

Sun also promised that one day, a kid would manage to bring back Grintur and thus bring back 

lands and life. Then, Hydeya, Goddess of Water, blessed the whole tribe with exceptional fishing 

skills, allowing humans to strive and wait for generations the chosen one. 

  



Page 7 of 20 
 

Etaron – Character Sheet 

 

"One day the deity who acts as the key to the realm of the gods will come. It 

will need the youngest of the tribe to act as a companion and to guide it on 

its journey and so they embark. [...] One day the deity who acts as the key to 

the realm of the gods will come. It will need the youngest of the tribe to act 

as a companion and to guide it on its journey and so they embark." Written by 

Sean McCann 

 

 

Hidden Name: Etaron (from the ancient Greek ἑταῖρον, meaning 

“companion”). Unknown to the player.   

 

Age: Old enough to remember the big clash between Gods and 

Humans. Young enough to be stubborn and moody.  

 

Physical characteristics: A small round creature, with a curved tail 

and a mask covering what should be its face. Two different kinds of 

“facial expression”: neutral or upset. Normally white and soft, purple 

and spiky when angry.  

 

Features: Flying creature. Spins and jumps around the player character.   

 

Personality:  

 

 

 

 

 

 

 

Game mechanics linked to the character: 

 Various stages of anger linked to the player. If the game does not receive any inputs, it gets 

angrier and angrier and starts jumping/flying around really quickly, until it starts bumping 

into objects.   

 It can also get upset if the player is taking too much time to resolve puzzles. 

Drawing by Peárse Mckenna 

Created by Daniel Wan 
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First apparition in the game: 

(NB: The tutorial was not implemented in the game because the world architecture and mechanics were changed.) 

 

The companion first appears during the tutorial phase. The tutorial took place just after the intro 

scene – when we can see the player’s character on their boat.   

The companion is asleep on a rock, blocking the way. The player needs to push the rock, to enter 

the island. When the player pushes the rock, the companion wakes up. First, they are quite upset, 

but then they recognise the chosen one, swiftly fly around them and start following them.  

 

Backstory:  

 

Etaron was once a mortal, back in the days when humans still habited this island. Etaron was a 

turbulent teenager; they wanted to prove their strength to the world, show to their group of friends 

how fearless they were. So, one day, they bet that they could steal from the Gods. Their band of 

friend laugh at them, not only because it was ridiculously arrogant, but because it was insanely 

dangerous. Despite their friends warning – or probably because, they went by night in the Temple 

of Life, and snatched a mysterious orb. Unfortunately, Grintur – God of Earth, was watching. She 

decided to punish the impertinent child and metamorphose them into something embodying their 

personality: a turbulent and swift round creature, controlled by their anger and passions.    

 

Etaron – ashamed but more upset than ever, was condemned to serve the God of Earth and to do 

all the dirty work. After the big clash between Gods and humans, Grintur left Etaron behind, without 

any apologies. Since this day, Etaron wanders alone, waiting for Gods’ forgiveness and the possibility 

to turn back into a human.   

 

The implication in the story world:  

 

"This is where the tiny god, suddenly able to speak, demonstrates the bond it has 

created with the human, that they can bring about beauty in their relationships with 

others, despite their differences, that it has made a friend in this human here who has 

helped it on its long journey to fulfil its destiny." Written by Sean McCann 

 

When the companion woke up on their rock, they immediately sensed that the kid staring at them 

was not like all the others that tried to fulfil the prophecy. Etaron knew that this one had the 

potential to reach their goal. Etarion wanted Grintur to come back to the human world; otherwise, 

how could they ever turn back into a human? Being immortal was tiring, as well as spending their 

day doing nothing. Thus, they decided to help the kid. Together, they would fix the relationship 

between mortals and immortals.   
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Tutorial Level Design  

 

(NB: The tutorial was not implemented in the game because the world architecture and mechanics were changed.) 

 

Since the game mechanics are quite elementary, the tutorial is not about teaching how to play, but what the 

puzzles will involve. It will allow the player to be less frustrated when they will arrive at the resting place. 

The tutorial is also the game introduction, the player character arrives on the island and meets the 

companion. 

 

Concept based on the work of Amy McDaid (world environment) and Peárse Mckenna (companion’s concept art)   

 

Mechanics introduced:  

 

 Movements  

 Pushing objects  

 Interacting with collectables   

 Companion’s anger issues  
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Level Design Flow Chart 
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Light Beam Puzzle (draft/1st version) 

 

Puzzle Design 

 

Few ideas that could be added to Sean’s puzzle concept, to make it more suitable to the lore/Storyworld:  

The puzzle is not going to be scientifically accurate, but all its elements could make sense in a world inspired 

by ancient Greek civilisation and technology.   

 

 

 

 Replace lasers by light beams  

 In order to justify why the beams of light are visible, the resting place could be a desert-like environment, 

with a lot of dust (which contrast with the other part of the world and give an ethereal and mystic aspect 

to the zone)  

 The origin of the light beams is a crystal gem installed on the tip of a gnomon (part of a sundial casting 

a shadow)  

 Each light beam would have to go through a series of pedestals, drilled in their centre.   

 Each pedestal will deviate the light beams, thanks to the parabolical mirrors placed inside them   

 Every time a pedestal has rotated, a light beam emanating from them is going through a different 

pedestal, forming a pattern of crossed rays of light 

 The way of rotating the pedestals (since the player character does not have hands) is to ask the 

companion to fly in a swift way around them, creating a powerful swirl (this mechanic seems to fit the 

turbulent personality of the character)  

 On each pedestal is engraved a mysterious sentence. In order to create the correct light pattern, the 

player would have to solve the enigma 
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Ideas for the enigma 

The enigma is linked to what the player will discover when they will reach the Temple of Life. The enigma 

will be on the time passing (sundial) and the ephemeral nature of human life compared to Gods and 

Goddesses’ existences.  

The heavy pedestals are the humans, and the rays of light are the immortals. The divine is meeting the 

human, but humans are not as flexible as them. The Gods and Goddess are never-ending, like the light. 

Without any outside help, humans are rigid and powerless.   

The player character is gifted enough to converge light and rock; they will be the one bringing the peace in 

this world and appease the Gods and Goddess resentments against humans.   

 

Light Beam Puzzle (final version) 

 

This puzzle design document is based on Sean original concept, my narrative ideas, and the decisions made 

by the group after I presented my ideas. 

 

 

Greyboxing concept developed by Sean McCann 

 

Gameplay 

 

The player must step on the pressure plates in order to make the pedestals rotate and find out the correct 

light pattern. Once the puzzle is resolved, an orb – contained in a marble block, is revealed and the player 
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can collect it. The way to find out the pattern is to put together three short poems; a stanza is written on 

each pedestal.   

 

Set up/Mechanics  

 

Disclaimer: The puzzle is not scientifically accurate, but all its elements could make sense in a world inspired 

by ancient Greek civilisation and technology.   

 

 Nine stones pedestals equidistantly placed in front of a sundial. 

 A gem is installed on the tip of the sundial’s gnomon.  

 The gem is dispersing the light into three beams.  

 A pressure plate is placed in front of each pedestal. While stepping on the plates, the player causes 

the pedestals to perform a 90-degree rotation  

 The first six pedestals (A1, A2, B1, B2, C1, C2) have a hole in their centre. Inside these holes are placed 

a concave lens that can refract the light in a specific direction, depending on the pedestal’s rotation. 

The last three (A3, B3, C3) are pointed by the beams.   

 Each pedestal is engraved with a poetic stanza.  

 Each stanza becomes fully readable when the player approaches a pedestal.  

 Once put together, by connecting each pedestal with the beams, the nine stanzas will form three 

separated poems  

 A marble block situated at the end of the puzzle explodes once the puzzle is resolved, revealing an 

orb that the player must collect.   

 

Puzzle narrative 

This puzzle is placed on the right of the resting place. The resting place is the first stop of the player character 

before the temple of life, place where they will acknowledge the full prophecy.   

Mockscreenshot of the puzzle narrative design 
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This puzzle is a metaphor of the relationship between gods and humans, and the impact that the chosen one 

will have, and is currently, having on them.   

The stone pedestals represent Grintur (god of Earth) views of humans: stubborn and ponderous, breaking 

the Nature's beauty and harmony.   

The beams symbolise the deity; immortals and never-ending, purveyors of life and goodness while sourced 

from the fiery sun, able to burn and destroy.  

By resolving the puzzle, the child demonstrates that humans and gods are a necessary duo for the prosperity 

of the world. They could form an unbreakable harmony.   

Rapeht –god of the Sun, impressed by the chosen one wisdom, brings back life in the desolated resting place.   

 

Rationale  

 

Puzzle design/narrative  

 

 We are using pressure plates as a way of rotating the pedestals because the player character model 

does not have arms.   

 A question raised during the meeting is why the beams are visible, even though the resting place is 

outside. One solution was to put a roof, but the place would have been less aesthetically pleasing. 

My answer to this issue is to make the place looks dry and dusty.  

 The presence of a sundial is primarily for aesthetic purposes but can also refers to the passage of 

time. Gods are immortals but communicate with humans. Humans are limited in time because they 

can die. Gods are using time as a medium to reach humans. Quod Erat Demonstrandum.  

 

Poems mechanic 

 

 Shows to the player that the beams must form a specific pattern  

 Hinted by the specific pattern/assonance/alliteration/subject of each poem    

 First insight into the world lore and end narrative (revelation of the prophecy in the temple of life)  

 Give a narrative coherency to the puzzle.  

 All the poems are written as prayers to one of the three main gods, which is fitting well with the 

sacredness of the resting place. 

 

First poem (A1 – A2 – A3)  

 

A1: O Golem, the wrong gamble, you made 
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A2: On the gamboling, remaining, dust 
 

A3: Ending up being, naught! But dirt 
 
 

Interpretation  
 
This poem is talking about the creation of humans by the Gods. The Golem is a way of 
qualifying the God of Earth, who decided that clay (the dust) will be a versatile enough 
material to create ingenious and adaptable being. In the end, it only stained his reputation, 
because the humans ended being selfish and prone to violence. Grintur retired, ashamed by 
his creation. 

 

Second poem (B1 – B2– B3)  
 
 

 

B1: O nymph! Am I, but wholly yours? 
 

B2: Faithfully, promised, to your lures, 
 

B3: By your touch, I wept for I am cured. 
 

Interpretation 

 This poem is talking about humans’ relationship with the Goddess of water, Hydeya. Nymph generally refers 
to water deities. Water is life, but water is mortal. To quote Sean, that worked on the gods’ lore: Hydeya 
“is unpredictable yet steadfast; she takes and gives as she pleases.”   

The poem conveys this part of her personality. Indeed, the human had to go through the storms, and suffer, 
in order to enjoy the calm of the still water. Humans love Hideya because she stayed and cared for the world 
when Grintur left.   
 

 

Third poem (C1 – C2 – C3)  
 

 
C1: O, your fiery flares, several tales 

 
C2: I fell, helpless, I hailed! 

 
C3: And you, without haste, laid me to rest 

Interpretation  
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This poem is talking about how Rapeht, the god of the Sun, has full control on time and thus humans’ faith. 
It is also showing how she is full of mercy toward humans. 
 

Research work  

In order to write these poems, I did some research on ancient Greek poetry. I can resume my research and 
inspirations as follow:  

 

 Poetic image, use of metaphors, lyrism  
 Repetitions to intensify the emotions conveyed  
 Word harmony, rhythm and rhymes  
 Rhymes are not compulsory.  
 Combination of sounds – alliterations and assonances  
 Sapphic stanza: three stanzas, three parts in each 

 

The English versions of sapphic stanza have four verses, but in order to fit the number of pedestals, I choose 
to use three. Each stanza is also articulated into three sections 

 

Screenshots of the poems in-game   
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Collectable masks narrative design 

 

 

The masks are the only collectable objects in the game. Lore wise, they are an echo, memories, of the kids 

that went on the island before the chosen one - the player character. Those kids did not manage to 

accomplish the mission. The collectables represent their failure and why it happened while giving some 

insight about the world lore, to the player. The collectable mechanic is a way to convey some of the world 

history and culture, described in the story world pitch.  

 

When the player character is interacting with an item, they can flip it around, and the text linked to this 

specific mask is displayed on the screen. 

 

1- Sick mask   
 
“Sailing was horrendous. Water is a curse. I wish I were born before the big 
flood.”   
  

  

  

 
2 – Angry but part erased mask  
 

“All those years of training to be stuck at the gate. Only because this tiny 
brute, this annoying little... This... ARGHH... is ignoring me.”    
  

 
  

3 – Sad mask  
 
 “Am I supposed to do all of this on my own? Why didn’t they send someone with 
me? I don’t like being alone. I told them.”  

  
  

 
 

4 – Happy mask  
 
“I come from a lineage blessed by Hydeya and Rapeht. I come from the only 
tribe that refused to take part in this unholy war. And that’s why I will save us 
all.”  
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5 – Etaron's old mask  
 
“Well, ok, Grintur. I guess I deserved it. Flying is fun, anyway. But if you could 
not treat me like your slave, it’d be nice. Otherwise, I’m going to lose it, 

soon...”   

   

  

6 – Avid mask   
 
"Wow! What a shiny fruit, so appetizing. Back home, people said not to eat 
anything that grows in the ground. ‘It’s blasted, Lychnos, stay away.’ It’s 
lucky, they sent me alone.”  

  

  

 
7 - Serious mask  
 

“Would I meet a God? My tutor told me that old tribes used to coexist with them. 
But no sign of deity since we left this Isle...”  
  

  
 

 

Revision  

The Sad Mask was initially “Mommy! I’m cold. Where are you, mommy. I can’t do it, mommy. 

I need a hug...” but since it is a kid-friendly game, the darkness of those kids' situation should 

be conveyed subtly. 

 

Only four masks were placed in the finale game.  
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Masks modelled by Laura, Sean and Amy (in order from left to right) 

 

Rationale 

One of the feedbacks from the team was that, for a game set on Ancient Greece, the language 

register of the kids was too informal. My answer to this remark was that people tend to 

believe that, in ancient times, everyone was speaking in a formal way. But ancient Greek and 

Roman literature prove us the contrary1. I also believe that every kid would not express 

themselves in the same way; that is why I voluntarily use different writing styles for each 

mask.  

 

 
1 Durham, 1913, ‘Formal Latin and Informal Latin’, The Classical Weekly Vol. 6, No. 13, pp. 97-101 < 

https://www.jstor.org/stable/4386677?seq=1#metadata_info_tab_contents> 


