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Noire 

Game Description: You play as a resourceful detective trying to take on 

the mafia with her shadow powers without outright conflict.  

 
Main Pillars: Exploration, Stealth and Puzzles 

 

Core Mechanics:   

● Shadow Absorption – Drains the shadow of enemies to 

incapacitate them. Gains shadow gauge that allows the usage 

of other shadow skills. 

 

● Shadow Stretching – We are able to stretch our shadows 

and teleport to the end location. This allows use to sneak past 

enemies easily. This ability drains your shadow gauge. 

 

● Shadow Puddle – Turn into a shadow puddle and move in 

shadows to escape the pursuit of enemies. 

 

● Light Manipulation – Change the direction of the lights in an 

environment to allow you to use your shadow absorption skill 

more efficiently. 

 

● Moving & Jumping – Traditional movements and jumping to 

allow for traversal and platforming. 

 

 

 

 



 

Noire 

 

Story Premise: It is 1945. A righteous but amateur private detective, 

NOIRE, and her dumb jock of a twin-brother, GUY, get captured by the 

mafia and experimented on by a mad scientist. After they come to, 

Noire realizes that Guy has become her shadow, but his body has been 

taken by the bad guys. Trapped in the bad guys’ hideout, Noire and Guy 

now have to work together and find a way to get Guy’s body back. 

 

Fortunately, the experiment seems to have given Noire the ability to 

manipulate Shadow Guy and use him to take down their enemies. 

 

Visual Strategy 



 

 

 

Metrics 

● Player - 1 tile 

● Jump - 2 tile length, ½ tile high 

● Shadow Stretch- Full energy 20 tiles, 1 energy bar 4 tiles 

● Shadow Puddle- Full duration 5 tiles  



 

Mood Board (Warehouse) 

  



 

 

Mood Board (Laboratory) 

  



 

Mafia Warehouse (Level 1) 

Level Goals: A tutorial stage where players can familiarize themselves 

with the core mechanics and controls without much danger and 

challenge. Players will be forced into completing the level in certain 

ways to ensure that each mechanic is taught to them. 

Player Goals: Investigate the mafia warehouse and look for clues about 

the mafia boss whereabouts. Reach the door at the end of the 

warehouse to complete the level. 

Mood and Environment: Shady warehouse ran by the mafia. Consist of 

offices, crates, shelves and an upper level metal walkway. 

Level Size: Medium  



 

 

Mafia Warehouse (Level 1) 

Floor Plan: 

 

 

 

 

 



 

Level Area Breakdown:

 

 

  



 

Mafia Warehouse (Level 1) Area 1 

 

  



 

Mafia Warehouse (Level 1) Area 2  

 

Mafia Warehouse (Level 1) Area 3  

  



 

Possible Routes: 

Green - Alternative Route, Red - Must use Shadow Stretch/Swim 

 



 

Intensity Curve

 

The overall intensity of the low is generally low. This level is meant for 

the player to learn and get used to the game’s mechanics and controls 

and also to learn some simple strategies that the player would need to 

tackle the rest of the game.   



 

 

Inner Mafia Warehouse (Level 2) 

Level Goals: An intermediate difficulty level that puts what the player 

has learnt in the previous level to the test. There are two pathways in 

which the player can reach the end goal.  

Player Goals: Find the hidden lab below the warehouse to gain access 

to the mafia boss’s room. 

Mood and Environment: A shady warehouse that the mafia operates . 

Consists of offices, crates and shelves. 

Level Size: Large  

 

 

 

 

 

 

 

 

 

 

 



 

Inner Mafia Warehouse (Level 2) 

Floor Plan: 

 

 

 

 

 

 

 

 

 

Possible Routes: 



 

 

 

Room Breakdown: 



 

Level 2 can be broken down into five sections. Section 1, 2a, 2b, 3 and 

4. 

 

 



 

 

 

 

 

 



 

 

Intensity Curve: 

  



 

The Hidden Lab (Level 3) 

Level Goals: An intermediate level that challenges the player’s ability to 

navigate and find 3 key items in order to access the final level. There is 

a central hub where the final boss room is located but is locked. There 

are also 3 side areas that players can access in any order to complete 

puzzles and obtain a key item. 

Player Goals: Find key items littered around the lab to gain access to 

the boss room. The rooms that contains the key will have a puzzle tied 

to it. 

Mood and Environment: Secret lab hidden under the mafia warehouse 

that contains medical equipment and weird experimental tubes and 

test subjects. 

Level Size: Medium  

 

 

 

 

 

 

 

 

 

 



 

The Hidden Lab (Level 3) 

Floor Plan: 

  

  



 

Descriptions: 

 

 



 

 

 



 

 

It should be noted that the above shows only the ideal solution for the puzzle. There are other solutions, 

one of which involving the use of the Shadow Swim mechanic, which is expected to be less efficient. 

 



 

Possible Routes: 

 

 

 

 

  



 

Intensity: 

 

 

 



 

 

 

 

  



 

Research Facility (Level 4) 

Level Goals: To test the players abilities in a boss fight. The fight will 

require players to utilize all their skills correctly in order to be able to 

beat the boss. 

Player Goals: Defeat the mafia boss to retrieve your brother’s body. 

Mood and Environment: Intense and grim looking zone with weird 

scientific equipment and test tubes.  

Level Size: Small  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

Research Facility (Level 4) 

Floor Plan: 

 

Legends: 

   - Player start zone, players will respawn here. Fall down a hole to                   

reach the boss level. 

  - Pillar 

        - Energy Source 

           - Electric Grounds 

          -  Boss’s Tower 



 

Boss Details 

Name: Alexander 

Occupation: Mafia Godfather 

Goals: Protect his little brother, the scientist and find a cure for a 

disease through any means. 

Health: 4 shadow drains is needed to kill him 

  

Boss Mechanics:  

1. Spawn Lackey - Lackey charges towards the player 

2. Ground Shock - Global ground attack that hurts the player if they 

stay on the ground floor 

3. Spawn Electric Grounds - Hazardous ground that will hurt the 

player upon contact 

 

 

 

 

 

 

 

Boss Strategy: The boss is located on the   boss’s tower in the 

middle of the map. However, Noire will not be able to reach the boss to 

drain his shadow as he is surrounded by  electric ground tiles.  



 

To deactivate the electric ground tiles, Noirewill have to lure the 

lackeys spawned by the boss towards the  energy sources 

scattered around the map. The lackeys will charge towards Noire by 

default.  

Noire will have to enter shadow puddle mode while in front of an 

energy source to collide the lackey against the energy source. Once the 

energy source is down, the electric tiles will be deactivated and Noire 

can get close to drain the boss’s shadow. Noire will need to repeat this 

4 times to finish off the boss. 

In addition to spawning his lackeys, the boss will activate a level wide 

electric shock periodically, turning all tiles into electric ground tiles and 

shocking Noire if she is still in contact with the floor. To escape this 

attack, Noire will have to use her shadow climb ability and teleport 

herself on top of a  pillar. 

 

 

 

 

 
 

Intensity Curve: 



 

 
The boss fight will get tougher the lesser the amount of energy sources 

are left within the level. When there a 4 energy sources alive in the 

level, the boss will use his electric shock attack less often and there 

would be fewer electric ground tiles in the level.  

As the player steadily progresses, I want the final energy source to be 

the most difficult to navigate the charging lackeys to as there would be 

only a few safe areas to stand on. The players should feel a sense of 

urgency and panic during this stage. 

 

 

 

 



 

 

 

 


