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Design History 
This is a brief explanation of the history of this document. 

Version 1.0 

Version 1.0 is a modified version of the game base on the analogue version that we did after making 
the initial pass at the design. Here is what we had changed. 

1. We modified the game from a multiplayer game to a single player version, as due to the 
issue of game engine and resources for us to test multiplayer functions. We decided to 
fix the game for a single player format for now. 

2. Dots in the game are self-generated by the system. 
3. In the digital version, lines disappear on its own when player makes a mistake. 
4. Considering the feedback from the team, we make an alteration to one of the condition 

for the shell. Where we allow the shells to pass through the lines in order to address the 
issue of collision. 

5. After incorporating feedbacks from the team, no major changes were made to the game 
thus far. 

 
Version 2.0 
 

Version 2.0 is the first version of the design where a major revision has been made now that much 
more is known about the game.  After many hours of design, many decisions have been made.  Most 
of these large design decisions are now reflected in this document. 

 Included in the changes are: 

1. One major changes made was the line, where due to the limitation of coding ability with 
the engine we are using. We are unable to get player to draw a straight line, in the game 
the line will tend to be curvy hence in one of our rule we allow the player to draw curvy 
lines. But we still will retain the concept of drawing only straight line. 

2. There are 3 main changes made during this version, where the first major change in the 
game was the art, then the gameplay and the additional stuff added. 
- Change in art: From the initial theme of having 4 seasons, we changed to having a 

“underwater” kind of theme where it would more sense in the art for the line. 
Which it would be represented in bubbles trail and dots would be represented in 
shells. 

- Gameplay: A slight modification was made to this as; part of our initial idea was to 
have an object that would collide with the dots when the dot reaches the end of one 
side of the screen. However we felt it would be rather difficult for player and would 
be hard to fit into our new selected theme, we decided to drop this idea and 
included in obstacles for player to avoid. 

- Additional stuff added/modified: in the new version we included an enemy for the 
player, where the enemy is represented by a shark which the player have to avoid as 
they try to link up as many shells as possible. The moving shells and sharks also has 
its own different range of speed, which challenge the player to react as they go. 

3. The design of the game world that we want for this version was basically underwater, 
where in the game itself player will see underwater backgrounds in 2D. The art style 
used in the game generally be in illustration style. 



 
Version 2.1 
 
In this version, not much change was done to that of the version 2.0. Additional stuff included will be 
stated below. 

Included in the changes are: 
 
1. New target score bar was implemented in this version where, the idea is to challenge 

player to complete the level by filling up the target bar. 
2. Additional new enemies also included 
3. New Level design included [Freezing Ice that will extend the duration of the bubble line 

staying] 
4. Change in UI structure, animation added in 
5. Power-ups added in 
6. Confirmation of level structure 

GAME OVERVIEW 
Game Concept 

Connecting shells using the lines draw by your hands, this is a simple and yet a 
mixture of puzzle likes game. 

Link The Dot is a simple multiplayer game, unlike many other games this game 
challenge the player to think & plan how they should connect the dots coming 
in. The lines drawn will affect the progression of the gameplay, as both players 
will have to compete in getting the highest score in the multiplayer. While 
player can also try different stages alone to experience the different types 
challenges available in the game. 

Game Genre 

Link The Dot is a simple connecting the dot game. Clearing a level requires 
good spatial reasoning skill and good observational skills where player would 
have to prevent getting the shell from reaching the other side. While going for 
the high score requires good planning to connect as many shells as possible 
using one line. 

Target Audience 

Link The Dot is a game suitable for casual gamers from all age groups, with the 
cute 2D design the game is playable for both kids and adults. Each level is short 
and practical for those who do not wish to spend hours on the game. 



 

Gameplay and Mechanics 
 

Gameplay 

Objective 
In Link The Dot, your main objective is to connect shells of the same colors 
together using straight line, and complete the level by filling up the meter. 
Watch out for sharks swarming in trying to break the big bubble, while 
bubbling through their path connecting the shells together.  Collect enough 
combos to unlock power ups, use them to face against the sharks that 
continuously creep in from the side. 
 
Game Progression 
Each level is completed when player fills up the bar. Collect the shells as the 
cute NPC tries to retrieve all the lost shells in each level. Retrieve and fill up the 
treasure box! 
 
Players progress to the next level when the bar in each level is filled up. There 
are no limits to how many moves player can use to complete the level, the 
scores for each level are calculated based on the combos or successful 
numbers of consecutive shells link together. Use your spatial reasoning skill to 
help you plan for combos if you are aiming for a high score in each level! 
 
 
Mechanics 
Physics 
Link the dot model its physics in as close to real life physics as possible. Shells, 
enemies and objects in the games follows how real life objects would move in 
the underwater. However certain things such as bubble lines does not adhere 
to the real life physics, disappearing shells and lines follow the physics of game 
such as those of flight control rocket or bejeweled. 
 
Movements 
Player is given free controls of the main character is free to roam around in the 
entire screen. However beware; enemies in the games will attempt to burst 
the bubble. 
 



Actions 
Collecting the shells requires player to have good sense of judgments. Draw 
lines and connect the shells by pressing down the left mouse key, release the 
key to completely capture the shells. 
 
 
ScreenFlow 
 
Screenflow Charts 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Screen Descriptions 
 
Main Menu 

Menu and Options Main Menu 

       Sub Menu Quit Credits Play 

Game Play Game Screen 

    Win / Lose 
Announcements 

Level Failed 
Screen 

Victory 
Screen 

HighScore 



 
The Main Menu allows player to choose what they want to do. From here they 
can either start the game, take a look at the credit page. They can exit the 
game through the Main Menu. 
 
Credits Screen 

  
The Credits Screen shows the names of those involved and contributed to the 
creation of the game as well as their respective roles. 
 
 
 



 
High Score Screen 

  
High Score Screen shows both Score& Name of the player who played and 
achieve in the game. 
 
Game Screen 
The actual game starts after the player select the Play button. 

 
 

 



Levels 
 
Synopsis 
Levels in Link the Dot are designed to be simple and quick. Initial levels are 
designed to help players to understand and get used to the game controls. As 
the game progresses, stages will get more challenging and requires fast 
reaction from player. 
 
Levels are mainly built upon 2 factors of accuracy and avoidance. In most levels 
will require player to have good sense of judgment in order for them link up 
many shells at one time, while other times players can make use of the power-
ups to help them complete the level faster or achieve higher scores. 
 
 
Level Design 1 ~ 4 
The four different levels are designed to familiarize the players with the game’s 
environment, as well as to display the new game play mechanics of the game. 
 
Level 1 introduces the concept of the game in 2D space. Shells with different 
sizes and speed will come in from the side of the screen such that the player 
will find out that they can link up shells of more than 2 at one go. 
 
Level 2 introduces the enemy of the game, where sharks will pop up 
occasionally to give the element of surprise. Player will then learn to avoid the 
sharks, as the sharks will take away life from the player reducing their chances 
of staying longer in the game. 
 
Level 3 introduces other enemies and objects that would hinder the 
progression of the player, following up previous level where sharks will only 
appear to come in from one side of the screen. In level 3, player will learn that 
other enemies and objects doesn’t only comes in from one side but however 
from other direction as well. 
 
Level 4 introduces obstacles that extend the durations of the line drawn, in 
first level of the game player learns that lines drawn will stay on the screen for 
an amount of time until they disappear. While in level 4 players will then find 
out that, obstacles in the games such as “Ice” would affect the duration of the 
line. Like such extending the duration, player would then learn to draw lines to 
avoid the “ice” which they will have to react quickly and avoid. 
 



Interface 

Visual System 

Menu and Buttons 

 

 

   

Link The Dot’s Menu and Buttons are simple and easily to understand. 

Buttons Functions 

Play Goes in to the game level Directly 



High Score Go to the High Score Page that list and rank 
both Scores and Names of the player whom 
score the most in the game. 

Credits Go to the Credits Page that lists the names 
of those involved in the creation of Link The 
Dot 

Quit Quit the Game 
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