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Genre 
Action-adventure 
 
High Concept 
Hydro is an action-adventure game in which players will explore a hostile world and their 
only weapon is the water in their bodies. 
 
Premise 
In Hydro players will take control of Kelvin, a young hero who has the power to control 
the water particles in his body. Kelvin will travel trough the planet Etwoo to investigate 
reports of explosions on the underground. While searching for the source of the problem, 
Kelvin will learn new ways to use his powers and will have to use them to defend himself 
against any danger he encounters. 
 
Gameplay in Hydro will similar to the Metroid series, players will use his attacks to kill 
enemies, find new items and powers as the game moves forth and talk to NPCs for 
information. 
 
Kelvin is a mutant hero and his body is basically just water. Kelvin can manipulate this 
water at will, solidifying it and liquefying it at his will. This power is use to attack 
enemies, as Kelvin can change shape his arm in an ice sword and use it to attack enemies. 
  
Goal 
The goal in Hydro is to find out what is the source of the explosions in Etwoo and stop it.  
 
How It Works 
World 
Hydro utilizes a 2-D platformer world, like the Metroid or Megaman X series. Players 
will roam the underground by caves and underground facilities. 
 
The Battle System 
The only weapon Kelvin has is his body, and must change it to be able to attack the 
enemies. Players will begin with few powers, the ice sword for close combat, water gun 
for long range combat but has limited ammo and water slide for running, but more 
powers will be learned through the exploration of Etwoo. Players will have three power 
buttons (one for each arm and one for the legs) and a jump button. The power buttons 
will be customizable so players can change the powers when they learn a new one. 
 
Players will not have a health bar as damage is not applied directly to player, but to 
different parts of Kelvin’s body. Five different parts will be damaged in turns, first each 
leg, then each arm and then the torso. When a body part takes too much damage it will 
evaporate, which means that Kelvin will effectively lose body parts as he takes damage. 
These will be restored whenever players find one of the pools of water scattered around 
the world, which will not only regenerate and heal body parts but also resupply any 
ranged weapon. 
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When players lose body parts, they will be crippled and won’t be able to use all the 
abilities. After losing one leg players won’t be able to run, losing both legs and they will 
only be able to “jump” (Kelvin will shoot some water from his torso propelling him up) 
to move around; After losing an arm players will lose one of the power slots, lose both 
arms and Kelvin won’t be able to attack; If players lose the torso they die. The numbers 
of hits players will be able to endure before losing a body part will vary according to the 
difficult the player select. 
 
Success & Failure Conditions 
Success comes when players manage to stop the explosions in Etwoo, saving the planet. 
Failure comes when Kelvin perishes, players will then be able to revert to the last save 
point. 
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Title: Hydro 
 
Written by: mamlfj 
 
Week # 4 
 
High Concept: The picture this High Concept painted for me was drastically different 
than what the game actually is. I instantly imagined it as a 3D game; so it would be a 
good idea to clarify that it is a 2D game. Finally; saying that the character’s only weapon 
is the water in his body doesn’t say enough to accurately depict the game mechanics. I 
actually envisioned a normal looking kid that was able to control the water inside his 
body, not that his entire body was made of water. 
 
Critique: This is a pretty interesting game idea and I really like that it is a side-view, 2D, 
game. The premise section didn’t pull me into the idea until the final paragraph; where it 
is finally stated that the main character is basically just water. It’s mentioned before a 
couple of times that he can control the water inside of his body, which is a bit different 
than being made of water and having control over that. 
 
I like the control setup; they sound interesting and intuitive (once the player gets used to 
them) and it sounds like a lot of thought has been given to how they would work. I can 
also envision some sort of analog control for aiming independent of movement, like in 
Smash TV.  
 
Some things I would like see discussed a bit is some more ideas of enemy of environment 
interactions. I can see a situation where the player must kill an enemy by electrocution; 
the player somehow conducts some current, by a fallen live wire or something, and then 
puddles up underneath an enemy as they walk by. 
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The presentation could be better overall; the paragraphs are short and the flow works 
nicely, but there are numerous spelling and grammar mistakes that mar the read. I would 
have also liked to see a little bit more detail in the examples of how the main gameplay 
mechanic (separately controlled limbs made of water) works. 
 
Overall; I think that it is a really neat idea that is worth exploring further and I’m 
interested in seeing if it goes towards a fast-paced action type of game or a slower-paced 
puzzle type of game. 
 
Fun: A- 
Presentation: C+ 
Originality: B 
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