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1.Overview
1.1. Summary

Oxydive is a team-based competitive sports game inspired by the extreme
sport Underwater Rugby.
In its simple mechanics and high complexity it is open to players from all
skill-levels offering a ludic and action-loaded experience where no round feels
the same.
The unique Sci-Fi Setting combined with the Underwater mechanics offers a
new experience for players looking for a one of a kind challenge and sets itself
apart from other games of this genre.

Platform: PC, keyboard & controller

Mode: Local Network Multiplayer, 3rd person

Genre: Sports game

1.2. Vision Statement

Oxydive is a team-based sports game which encapsulates the fun of
Underwater Rugby and blends it with innovative elements like a sci-fi setting
and wacky mechanics.

1.3. Unique Selling Points

● Dynamic Underwater Mechanics
● Quick and action-loaded gameplay
● Unique Alien Setting

1.4. Target Audience

Playing needs and frequency: Feel competent through competing with others
on a daily level
Mode of use: Dip in & out when they have time
Motivation: Beating other players makes me feel skilled and connects me with
my teammates

1.4.1. Persona

Alex and Brooke are roommates who are hosting a weekend study party with
university friends. During the breaks they use their laptops for impromptu LAN
parties with a cool new game they found. Short rounds and quick gameplay
grants them a fast and non-committed opt-in. The casually competitive nature
of Oxydive allows them all to bond and relieve stress at the same time.



1.5. Inspirations & Competitors

● Rocket League

● Abzu

● Nintendo Sports Games

2. Core of the Game
2.1. Design Pillars

Team-Based
Competition

Abstract Setting
Underwater
Mechanics

Cooperation &
Competition, Rewarding
effective team-work

Alien Olympics, Living
Ball Creature, Unique
Map Layout

Full 3D Movement,
Oxygen-Dependency,
Water Currents

2.2. Core Rules
2.2.1. Win-Condition

The goal of the game is to score more points than the opposing team
in 5 minutes. Should one team achieve this goal they automatically win
the game.

2.2.1.1. Beyond the clock

If both teams have scored the same amount of points, the
game goes into overtime until one of them scores one more
point.

2.2.2. Course of a Round
2.2.2.1. Starting of the Round

The starting state is always the same. The players stay equal
distance from the ball that sits in the middle of the arena. Each
team is on the side of their own goal.
When a new round starts players are frozen in place for 3
seconds before they are allowed to start playing at the count of
Zero.

2.2.2.2. Course of the Round

After the start of the round both teams try to gain possession of
the ball to be able to score a point. Should one team be able to
get to the ball they can pick it up to throw it. This way they can
pass to their teammates, score goals or merely move the ball
to a desired location.










