
Poseidon Spring Board Premise 

An exiled soldier is framed for a crime he didn’t commit, help is a call away, and he must decide who he 

can trust. 

Poseidon is a third person shooter (single player only, but will include the possibility of a multiplayer 

mode) video game targeted to the 17-34 male demographic.  The systems the game will be available for 

is the XBOX 360, PS3, and PC.  The game is rated Mature (or Adults Only if need be) for Blood and Gore, 

Intense Violence, Strong Language, and Sexual Themes.  Even though this is an M rated game, the focus 

isn’t on the violence, language, or sexual themes, but focuses on story, and also focuses on a more 

intelligent and sophisticated dialogue (holds truer with X than Katya). 

The PC version will have the following requirements in order for the game to run 

 Minimum Recommended 

Microsoft Windows 

Operating System Windows Vista (32 or 64 bit) 

with service pack 2; XP not 

supported 

Windows 7 or 8 64 bit with 

service pack 1; can run on 32 

bit 

CPU Any Intel or AMD dual core 

Processor 

Intel or AMD 2.8 GHz Quad 

Core or better 

Memory 2 GB RAM 3 GB RAM (32 bit); 4 GB RAM 

(64 bit) 

Hard Drive Space 25 GB hard drive space 

Graphic Hardware NVIDIA GeForce GTS 250 512 

MB or ATI Radeon HD 5850 

512 MB or better 

NVIDIA GeForce GTX 560 1GB 

MB or ATI Radeon HD 6000 

series 1GB MB or better 

Sound Hardware DirectX compatible sound card (5.1 or 7.1 speaker system 

recommended) 

Network Internet access for Steam activation 

 

The year is 2556, Weston Carver, an exiled soldier, must find out what happened to the people of a 

populated city, find out why it happened, and clear his name.  He is looking for anyone out there to help 

him, while evading the military. 

Poseidon City is an unforgiving city where the people are kept up to date with daily news on their PTs 

(Personal Trackers).  The city is a 1960s-esque city with futuristic technology.  The populace is 567,342. 



Our main character Wes has heightened reflexes due to his training; he can slow time down, allowing 

him to pull off gruesome executions.  For example, if Wes has a fragment grenade equipped, he can pull 

the pin, shove the grenade into the enemy’s mouth, shove him a distance, and when the grenade goes 

off, the head explodes into a gory mess.  This comes at a price.  The reflexes don’t last long, but the 

player can find syringes to increase this ability.  The player can carry 4 weapons (2 guns of their choice, a 

handgun, and a grenade type (flash bang, fragment, or incendiary)). 

Weston James Carver is a former soldier, who is being hunted for the disappearance of an entire 

populace.  He was a proud decorated veteran, and comes from a family of soldiers. 

X is an unknown being.  Nobody knows where he came from, and nobody knows why he is in Poseidon 

City. 

Katya Alexandra Oorumov is an heiress to her family’s fortune, which she reluctantly accepts.  She now 

works as a mercenary, taking any job for the right price.  She has trouble deciding whether to do the job 

or not. 

When the game starts, Wes picks up a cell phone that just came out of nowhere.  Wes picks it up, and an 

eerie voice communicates with him.  Wes is uneasy about the situation, but he doesn’t have much of a 

choice.  The voice (named X, whose is completely unknown) has agreed to help him, as long as Wes does 

anything X tells him to. 

Like most shooters, the player recovers health over time.  But unlike most shooters, the more injured 

the player is, the slower the player move, and the less accurate their shots are until they recover. 

The aiming mechanics is the same as some shooters.  The faster the player moves, the less accurate 

their shots become.  Also the longer the player holds down the trigger button, the less accurate the 

shots (this holds true with assault rifles, SMG, etc.) 

The game engine will run on the Unreal Engine 4, which will provide realistic looking buildings, HDR, 

motion blur, smooth anti-aliasing, reflective glass and water, leaves, grass and water blowing in the 

breeze, shining reflection off shiny objects (both moon and sunlight), day to night transitions, clouds 

forming at random times to produce rain, particles coming off objects as they are getting shot, bullet 

holes becoming  visible as they are getting shot, gun casings and shells eject and remain on the ground 

during a gunfight, drained batteries behave the same as gun casings and shells, explosions from the cars 

that are scattered across the city, bodies falling to ground in naturalistic behavior, blood forming on the 

ground from defeated foes, blood splattered on walls will drip down to the ground, blood prints will be 

visible when the player runs off the blood stain on the ground and walks on another surface, bodies will 

have bullet holes visible, limbs will be torn off from shots (provided the weapon does so), and bodies 

will have realistic burn marks when the body is done burning.  The limbs from the dead body can still be 

taken apart, via gun or knife (or katana in DLC). 

As the game progress, Wes can either choose from either getting help from Katya or X.   



If the player chooses Katya to help Wes, the two characters bloom a friendship at first, and if the player 

keeps earning her trust, the two will start being closer, kind of like lovers.  Katya even reveals her past to 

Wes, knowing that she can trust him.  There’s even a date scene, but that won’t be revealed till the 

player figures it out.  But X will abandon Wes, and brings forth an army, determined to kill them both.  

Katya gives Wes a radio, and she destroys the cell phone. 

If the player chooses X to help Wes, Katya shows a disdain for Wes, and every time the two cross paths, 

the player will have no choice but to fight her (the Gun Store and Office Complex don’t count).  And the 

player can’t gain her trust from that point (with some exceptions provided the mission does so).  Wes 

also gains an alliance with X’s army, and X reveals himself to Wes.  X also hides fewer secrets from Wes.  

Wes also gains a translator, which allows Wes to communicate with X’s army. 

The game play of Poseidon is unique.  From an explorer’s perspective, the player can free roam the city, 

scenery changes from day to night (which can affect certain missions) and more areas will open up when 

a player completes the mission.  There are 30 areas to explore.  Some areas are close by, while others 

require more travel to get to.  For example; the player can choose to explore the Grocery Store or the 

Sewers first, both of which are close by.  These don’t become available until the Office Complex is 

complete.  Once that mission is complete, the Mall (if the Grocery Store mission is complete first) will 

open, or the Prison (if the Sewer mission is complete first) will open.  As more missions are completed, 

more missions will open up, and more enemies will show up in the city.  Any mission that doesn’t get 

completed stays open all game, but the player only has to complete 16 missions (Gun Store, Hotel, and 

Office Complex included) to get to the Mountain Lab, which is the final mission. 

From an action perspective, the player can choose to do things stealthily, or go guns blazing.  If stealth is 

preferred, the player can sneak behind an enemy, grab him, and use him as a shield.  The player can also 

aim behind them (click the Left analog stick on Xbox 360 and PS3, or click the Middle Mouse Button), 

which allows the front to be shielded, and the player can shoot what’s behind him (click again to return 

to gun pointed to head).  When the player is done with their victim, the player presses X (Xbox 360), 

Square (PS3), or Enter (PC), and Wes will shoot the victim in the temple, and drop the body down.  If the 

player grabs an enemy with the knife equipped, Wes will have the knife to the enemy’s throat; the 

others will back off, and have a showdown.  When the player is done, Wes will slit the throat, and drop 

the corpse down.  If the player goes guns blazing, then the player can find cover behind objects, just so 

that they don’t break on him during a gunfight. 

From a thinker’s perspective, there are many puzzles to be solved.  About one third of the missions 

concentrate on puzzles.  For example; in the Bank, the player has to find the combination to the safe, 

but the player doesn’t have immediate access to the combination (which is random each game play).  

The player has to explore the bank in hopes of finding the combination (which is also randomly hidden). 

The AI of Poseidon’s enemies are also unique.  On easier difficulties (Easy and Normal), enemies aren’t 

as hard to defeat, they don’t use cover as much (they use cover more often on Normal), their shots 

aren’t as accurate nor strong, they give up easier on trying to find the player (enemies are a little more 

persistent on Normal), and easier to execute.  On the harder difficulties (Hard and Poseidon), the 



enemies are tougher to defeat, use cover more often (they even switch to a different cover if they feel 

the one they’re in is getting close to disintegrating), their shots are more accurate and stronger, and 

they’re even more persistent in finding the player.  But they put up a good fight on all difficulties.  Even 

if they’re missing a limb, except for their head, they’ll still fight.  The AI’s navigation will be in a patrolling 

pattern by default, but they can go into combat mode if the player decides not to use stealth.  When the 

player gets too close to an enemy during combat, the enemy will retaliate with melee attacks, which are 

strikes with the buttstock of the rifle, or pistol-whipping. 

The game can be saved into one of three slots, provided there’s enough memory in the system.  The 

game gets saved automatically after each mission, before a boss fight, when a checkpoint is reached (if 

applicable) or manually outside in the city. 

There are 4 endings to the game.  The first two endings occur when the player sides with X.  The last two 

endings occur when the player sides with Katya.  The worst ending is Katya’s dead (most likely to happen 

during the Hospital) and X takes over the city.  The neutral ending is Katya’s alive, but X takes over the 

city (to accomplish this, the player cannot kill Katya.  The player can fight her twice, but has to avoid her 

the third time).  The good ending is X escapes Poseidon city, but Katya’s dead (to accomplish this, the 

player HAS to kill Katya themselves during the final mission (this actually takes place before the final 

battle).  This won’t affect trust in any way.)  The best ending is Katya’s trust was earned, she’s still alive 

and X escapes the city. 

The weapons stem from modern and futuristic weapons, both real and fictional.  The modern weapons 

come from weapons in the real world today.  For example, the M16 is present, as is the AK-47, P90, etc.  

The ammo these guns have doesn’t share with each other.  Finding ammo ranges from very easy to 

impossible.  The futuristic weapons are less common, but extremely powerful.  For example, the Laser 

Cutter weapon is VERY hard to find, but extremely valuable.  Another futuristic weapon is the plasma 

sniper rifle, which is also very deadly, but can’t be obtained easily.  Some of the weapons don’t need 

ammo (as in the case of the Laser Cutter), while ammo for others are scarce (in the case of the plasma 

sniper).  Obviously, each weapon has its pros and cons. 

Ammo can be found from defeated enemies (some enemies have weapons the player can’t get).  Ammo 

can also be obtained from Katya’s cache, if the player decides to have Katya as their helper.  She has 

placed 9 in the city, and finding them results in full ammo for current weapons being carried.  But each 

cache can only be used once. 

The executions are performed when the enemy doesn’t see Wes, reflexes active, and their position is 

perfect.  The execute button will flash “Execute” if all conditions are met.  All executions conclude with 

blood splattered on the screen (except for the incendiary grenade and Laser Cutter). 

Knife:  The camera turns to see the enemy’s front while Wes jams the knife into the enemy’s neck, then 

slits the throat, and ends with the camera to an OSS of Wes stabbing the enemy’s eyes.  Afterwards, the 

camera returns to normal. 



AK 47 (Bayonet required):  The camera zooms in on the side of the enemy’s neck while Wes sticks the 

bayonet into the enemy’s back of the neck, through the throat, and then Wes steps to the front of the 

victim and swings the AK 47’s bayonet through the enemy’s throat, spraying blood.  Afterwards, the 

camera returns to normal. 

Beretta (Single):  Wes hits the enemy’s head with the butt of the gun, and then Wes holds the enemy’s 

head, and then shoots the enemy in the back of the head. 

Beretta (Double): Wes hits the enemy’s head with the butt of one Beretta, then shoves the enemy 

down, then the camera shifts to a downward WS of Wes kicking the enemy to a supine position, then 

finishes with 6 shots all over the body.  Afterwards, the camera returns to normal. 

Desert Eagle: Starts the same as the single Beretta, then Wes forces the enemy to the ground, and then 

Wes holds the enemy down by the neck, and then finishes by shooting the back of the target’s head, 

resulting in a gory mess.  Afterwards, the camera returns to normal. 

Glock 18 (Single): Starts the same as the single Beretta, but finishes by spraying the enemy with bullets.  

Afterwards, the camera returns to normal. 

Glock 18 (Double): Starts the same as the double Beretta, but finishes by spraying the enemy with 

bullets from both Glocks.  Afterwards, the camera returns to normal. 

Mossberg:  Starts by melee to the back of the head with the back end of the Mossberg.  When the 

enemy turns around, Wes shoots a round into the target’s head, resulting in a gory mess. 

Sawed off Shotgun:  Starts the same as the Mossberg, then Wes kicks the enemy down, then the camera 

shifts to a frontal shot of Wes wrapping the sawed off shotgun around the neck, and then breaks the 

neck of the enemy, and then the camera goes to a downward WS of Wes finishing the enemy by 

shooting the back of the head, which explodes into a gory mess.  Afterwards, the camera returns to 

normal. 

Flamethrower:  Wes touches the enemy with the flame portion, which sets them on fire.  As they try to 

put the flame out, Wes trips them, walks over to the enemy and kicks them in the gut, and then jams 

the torch into the enemy’s stomach.  The camera goes into a WS of Wes pulling the trigger, setting the 

body ablaze with the eyes and mouth spewing flame.  Afterwards, the camera returns to normal. 

Plasma pistol:  Starts the same as the Beretta.  Wes then kicks the gut of the enemy.  Wes sits on his 

enemy, holds the enemy’s mouth open, and fires a charged shot into the enemy’s mouth.  Afterwards, 

the camera returns to normal. 

Laser Cutter: Wes designs what the Laser Cutter will do in the time frame reflexes has, and the Laser 

Cutter will cut the pattern, resulting in a gory mess.  This execution can be done from any distance, 

provided there is enough time to do so.  Afterwards, the camera returns to normal. 



Grenades:  Wes pulls the pin of the grenade, and then shoves the grenade into the enemy’s mouth, 

pushes them a distance, and then the grenade blows up (Fragment) into a gory mess, or the head burns 

up (Incendiary).  There is no execution for the Flash Bang. 


