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4.4. Player Controls
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1. Game proposal stage

1.1. Description
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0 DWMURI 7HP SHWAs a 3D Co-Op game, where communication is the key to win the game
and capture a tornado. Both players, playing as the wizard and his apprentice, depend on
each other's powers to reach their common goal. Therefore, the wizard depends on the
perceptiveness of his apprentice, while the apprentice needs the wizard’s insight on the ship
to know how to repair it.

1. 2. Gameplay

1.2.a. Moving the Ship

The wizard’s main task is to move the ship. To do that he has to recite an incantation by
pressing the right key combination. The ship can be moved up, down, left or right. Because
the wizard is below deck to move the ship and has a limited view of the tornado (see left
picture) , he depends on the correct navigation of his apprentice, who has the overview over
the storm (see right picture). The apprentice has different lookouts on the ship to get a good
overview so that he can warn the wizard of incoming dangers.







