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The year is 3804, 57 Years after the freeze. The world is still cold 
and robots and humans live peacefully together. Almost every human 

died in the freeze or left Earth, so there are not many of them still 
on the planet.

The player controls a robot that was created by one of the last 
humans on Earth, who was feeling lonely and decided to create them.

His name is Towdo. He created robots to be a company, to be family and 
a team to protect each other.

Some Robots got corrupted and became Evil Robots.
There are 2 different factions that are not enemies but diverged in 
some matters and are separated at the moment. They fight the same 

main enemy: The corruption and the Evil Robots.

The main settlement is Espero, the city where Towdo lives.
The robots need to clear the corruption from the planet Earth, save 

their corrupted brothers and sisters and destroy all evil.

Story and
Narrative

1. 0 STORY AND NARRATIVE



For the player to have access to the game he has to own a Game Hero NFT or pay a 
certain amount of $HERO to unlock the first character slot. After that, the player 
can create a new character. The player can have additional slots for a character by 
purchasing more NFTs or paying the crypto token $HERO to unlock a slot.

When creating the character, all players start with the same base robot but with 
the visuals of their NFT. The player has to choose between two factions and 
multiple classes. Each faction and class has different stats and skills/abilities.

The basic visual and shape of the robot depends on the class and faction chosen.

After creating the character, the player has to complete a small tutorial 
introducing the main mechanics of the game like movement, combat, levelling 

and skills, questing, items, traits and a few other topics.
Finishing the tutorial would teleport the player to the main hub

where he can start the main quest or just explore the world.
As the player is levelling up his character by doing quests, exploring and 

battling, he can get better items, upgrade the existing ones
and unlock new skills.

The player can also buy mounts to travel faster between areas,
and buy houses to fast travel, store and craft items.

The player can also gain experiences by farming
resources in the game world or crafting new items.

After reaching a certain level the player
can enter PvP and special PvE

game modes with special rewards.

Gameplay
and game flow

2. 0 GaMEPLAY AND GAME FLOW



3. 0 CHARACTERS / NPCS

Characters / NPCs
There are many characters/NPCs in the game world

with different purposes.

The main NPC in the game is Towdo, the creator of the robots. He gives 
the main quests and he is the leader of the settlement Espero.

Some Robots and Humans from the Comics can also be present
in the game and have a great impact in the gameplay,

as quest givers or even enemies.

The main enemies are the Female Hooded Character
and the Warmaster Tyrano.

These two are the leaders of the corruption and control
the Evil Robots.

There are other NPCs that are specialised in certain areas like
Weapons, Equippable Items, Classes, etc. Some of these NPCs are part

of the main quest line and others can have side quests for the player.

The specialised NPCs also can work as vendors for the player to sell 
and buy unique items and have their own workstations.

towdo Hirogar



4. 0 Controls and Keybinds

Controls
& Keybinds

Since a MMORPG has a lot of actions and possible controls, it’s 
important for the player to be able to customise the keybinds as it 

wants. All keys mentioned in here can be swapped.

The game is 3rd person so the character movement will be using WASD 
for moving and the mouse to change the direction.

Jumping is Space, Shift is sprinting, and double tap on the Shift
is a small dash.

For the skills, the standard keys are the numbers (1 to 0), and to 
swap skill toolbars is Tab.

There are also keys assigned to open the Inventory (I), the map (M), 
the quest journal (J).

The player can select objects/characters/enemies in game by pressing 
left mouse click, and can attack by right clicking.
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5. 0 NFTS & TRAITS

MECHANICS
Traits are visual items that drop in the accounts

that own Hero NFTs.

Should exist exclusive NFTs that grant these traits called Hero Game 
NFTs. There are A LOT of different items in the existing NFTs, so it 
would be impossible to actually make and balance all the assets. To 

make it fair for people that already own existing NFTs, they could get 
a drop of Hero Game NFTs for each that they already own. For example, 

if someone has 3 NFTs, they could redeem 3 free drops of Hero Game 
NFTs with the traits.

There will be 2 stages to obtain the Hero Game NFTs:
First the existing NFT owners could redeem Hero Game NFTs depending 

on the amount of existing NFTs that they own.
For a limited time only.

Then a second stage would begin where game NFTs would be available 
for people to buy.

The Hero Game NFTs only grant access to the game one time and only 
grant the traits also one time. If the Hero Game NFT is sold to 

someone, the buyer doesn't get access to the game or traits. This 
causes a problem where owning and holding the Hero Game NFTs would 

not have a “gaming” purpose. The price of these NFTs would never go up 
because of the one time use.

A solution to this could be to grant monthly or weekly drops to people 
that hold these NFTs. These drops can be $HERO, traits or something 

else. But it can't affect the gameplay too much.

Each Hero Game NFT will be a group of traits, and if someone uses all 
of those traits of the same set gets a bonus visual effect, emote, or 

special BALANCED skill. This skill will not be game changing but could be 
more focused on quality of life changes.

Traits can be obtainable by ingame drops if the player has a Hero Game 
NFT, at the Roboshop, or obtainable from special quests or competitions.

Traits can be sold in the Roboshop to other players for $HERO.

NFTs & Traits



5. 1 NFTS & TRAITS

MECHANICS
NFTS & TRAITS

LEGS

FEET

head
Can be anything such as helmets,
hair, halo, etc

CHEST
Same as HEAD, can be armour,

shirt, etc.

weapon

Weapon
This weapon is just visual. It’s visible in the back/holster of the robot. Can be shown more in 
detail by using inspect or certain emotes. If the weapon held matches the type of weapon the 

robot is using to combat, the robot should hold the trait weapon kind of like a skin

Back
Can be anything such as cape, wings, etc.

Pet
Pets are just visual,

no impact in the gameplay



5. 2 NFTS & TRAITS

MECHANICS
NFTs and Traits

For upgrading, there should also exist a “burn” system, where the player can burn low rarity 
traits to have a guaranteed (or very good odds) upgrade. This would give more meaning to the 

lower rarity traits.

All the traits are just visual traits, and 
have no impact in the gameplay itself. This 

should be a focus and a UNIQUE SELLING 
POINT so even though some people will not 

be inclined to spend extra money, 

they still be competitive against others 
that spend more.

Visual traits can be upgraded at the 
Roboshop by spending $HERO. To upgrade to 
the next tier there is a chance of succeed-
ing or failing. This chance depends on the 
tier of the trait and possibly some perks 

from skill/class trees.

For upgrading, it also can be used a system 
similar to other games where multiple tries 

would increase the success rate.
By upgrading the trait, if successful, the 
player gets a completely new random trait 

for that slot but one rarity higher.



6. 0 EQUIPABLE ITEMS

EQUIPABLE
ITEMS

Equipable items are items that change stats, skills/abilities and overall interac-
tions of the robot.

These items are obtainable by buying them from vendors, buying them at the auction 
house, killing enemies, rewards of quests or other special events.

Items also have a rarity and can be upgraded with a similar system of traits. 

In this case the currency to upgrade them is the ingame currency.
For example, a certain sword can be common, rare, epic, etc… Each item has base 

stats and then it depends on the rarity of the item. There are certain items that 
only exist with a certain rarity (can exist, for example, only with epic rarity or 

higher, or have a limit where a certain item can only reach a certain rarity).

Also not sure if adding required levels for items should exist. Would be cool to have 
a more dynamic and different system.

Slots:
CPU (Core Processing Unit) / Memory Cells / Power Core / Hand 1 / Hand 2

Skeleton / Optics

Items give different abilities depending on the type of weapon equipped.
For the other slots that are not weapons, each slot or type of item equipped can 

give different perks or abilities as well.
There is no hard lock for items or rarity, but the rarity of the item

is a soft lock.



6. 1 EQUIPABLE ITEMS

EQUIPABLE
ITEMS

There are 2 different approaches to this (or a mix of both):
 1
For a player to use an item from a certain rarity, he would need to have something 

equipped from a tier below or the full set from the tier below.

2
A player can equip any item from any rarity but the item would not give full stats 
or the special abilities and would be weaker. To have the full power of the item the 

player needs to have equipped a full set from that rarity or higher.

This would force players to upgrade existing items or buy higher rarity ones.
This would also have a scaling effect so people would have to grind for higher 

rarity and not just use top tier items at low levels.

Items can be upgraded at workstation by spending ingame currency.

These workstations are located at vendors and have a fee to use.

The player can craft these workstations at his house and use their own
workstations at no additional cost. 



7. 0 $Hero token & ingame currency

$HERO TOKEN

INGAME CURRENCY

The $HERO token is the token of the game that can be used for premium
content but only cosmetic, nothing that gives an additional advantage over

players who don't spend extra money on it.

A key point is that the $HERO token should not be tradable for the
ingame currency. That would give an unfair advantage. But ingame currency

SHOULD be tradable for $HERO at a really low rate. For example 1000  › 1$HERO.
This would turn the game more dynamic, and could actually make the game play

to earn because people could then sell or trade $HERO.

If ingame currency can be turned into $HERO but not the other way around, we need to balance 
everything so the price of $HERO doesn't just go down infinitely. $HERO can also be used to enter 

special competitions with special prizes such as traits, items, more $HERO or ingame currency.

The $HERO token can be spent for premium content like:
• Mounts or Skin for mounts for the player to move around •

• Traits that change the visual of the robot •
• Housing and housing upgrades •

• Emotes to interact with other players or just for fun •
• Enter special events and competitions •

• Unlock additional character slots •

The $HERO token can be earned by completing quests, PvP, selling Visual Traits at the Roboshop, 
other special events and trading ingame currency for $HERO at a low rate.

It can also be bought with real money.
The $HERO token can be stacked for rewards and other perks

.

The ingame currency is the main currency used in game for normal transactions.
This currency can be spent in:

• Buy and upgrade equipable items •
• Buy and upgrade basic mounts •
• Buy and upgrade basic houses •

• Trading ingame currency for $HERO •

The ingame currency can be earned by completing quests, PvP, selling items at 
vendors and at the Auction House, killing enemies, and with other special events.



8. 0 THE 4 PILLARS

the 4 pillars

MENTAL

PHYSICALFINANCIAL

SOCIAL

The Hero Game is focused in four pillars:

These pillars are represented as sub-classes and give the robot special skill 
trees that grant unique abilities, perks and improved stats.

A player is not locked in one sub-class, should be able to grind all these 
pillars and train any of these skills.

In the game and in real life it’s important to balance all the pillars so the 
player should get a bonus stat or special traits/skills if they have a 

balance in all pillars.

These pillars decay over time if not stimulated.
A player gets experience and levels a pillar by doing something in game 

related to that pillar. For example, interacting with other players can 
grant social and mental experience, battling can give physical experience, 

having a good economy can give financial experience.

The mental health
of the character
and the player

itself.

The finances of the player. The physical health of the 
character and the player itself.

The social aspect and the 
interaction with other players.

$



9.0 FACTIONS AND CLASSES

FACTIONS & CLASSES
There are 2 different factions:

Each faction has a unique skill tree with different stats and abilities.
There are 5 different types of specialisations that grant skills and skill trees:

There are a few different classes with specialised stats and abilities. 
Each class gets access to different types of abilities and skill trees. Each class has 3 specialisations. For a 

class to fully unlock a skill tree should have 2 of the same specialisation. For example, a class to unlock all the 
attack skill tree, needs to have 2 of the specialisations in attack. These specialisations are locked per class. 
This is important so people are incentivized to start new characters with different classes and experience 

the game again but with different gameplay. The 3rd specialisation is only unlocked after a certain level. Each 
class gains different stats after levelling up. Then these stats are also influenced by the specialisations.

The classes are:

Other faction
TBD

The robots from the settlement 
Espero where the leader is Towdo.

MAGIC
Focused on magic overall 
but more offensive magic.

Stealth / Assassin
Focused on stealth

assassin and mobility.

Berserker
Offensive class

Knight
Defensive class

SOLDIER
Overall balance class

PALADIN
Defensive and Support class

GUNNER
Offensive RANGED class

SHADOW
STEALTH class

WIZARD
MAGIC class

MONK
Support class

Attack
Focused on offensive 
skills and stats.

DEFENCE
Focused on defensive skills 

and stats. Also crowd 
control.

SUPPORT
Focused on Supporting 
other classes. Buffs, 

crowd control and Heals.



For a player to level his Robot they have to do actions ingame
regarding a skill or stat, gaining experience on that skill tree and 

overall levelling both the skill and the level of the robot.

For example, if a player kills an enemy using a weapon, he earns 
weapon experience that also counts as global experience and that goes 

for the character's global level.

Each skill tree grants different stats, perks and abilities.

Each skill tree is also pretty straight forward, the only one that is 
different is the specialisations skill tree because it can only be fully 
unlocked when a player has 2 points in the same specialisation, for 

example, attack - attack. If a player only has 1 point in that
specialisation, would only get access to certain paths of that skill 
tree. A player has limited slots for abilities and should not be more 

than 6/8 to keep the overall gameplay simple. A player can change the 
active abilities and the order of each one whenever he wants. These 

abilities can be from any of the skill trees.

The player can have multiple skill toolbars to quickly
swap between two loadouts.

There are active abilities and passive abilities.
Most of the abilities have a cooldown.

10.0 LEVELLING, STATS AND ABILITIES

Levelling,
Stats & Abilities



The player versus player combat is the primary focus for early stages
of the Hero Game.

Each game mode of PvP is unlocked after the character reaches a certain level.
There are multiple game modes but the focus are:

11.0 PVP (PLAYER VS PLAYER)

pvp
(Player vs Player)

Team Deathmatch

vs

vs

vs

Classic team deathmatch with a 
timer, each kill is a point, the 
team with most points win.

FIGHTING ARENA
One time fight (or bo3/bo5) as 1v1 
or 2v2, the robot or team that 

survives win. These fighting arenas 
can have bets in $HERO from other 
players that can watch the combat.

Destroy & Conquer
A different game mode with MOBA and tower defence components

Players are splitted in 2 teams, they have to defend their towers 
and main zone, and attack the enemy towers and main zone.

Mobs from each team would spawn on a path to attack enemy towers
In order to win the game, one team has to destroy the towers, and 

then conquer the enemy main area, by standing there for an X 
amount of time.

Each game mode has rewards as experience, items and 
ingame currency, and would also have leaderboards 

with weekly or monthly rewards.



The player versus environment appears in different ways. The player has to 
combat enemies and bosses throughout the main quest line and side quests.

Since the game is open world, the player can also fight enemies while
roaming around.

Some events require the character to have a certain level to be able
to participate.

There are special PvE events such as:

12.0 PVE (PLAYER VS ENVIRONMENT)

pvE
(Player vs ENVIRONMENT)

Zone/Area Boss fights
Special stronger enemies that 

grant better loot.

WORLD Boss fights
A unique world boss that require a 

large group of players to be 
defeated.

DUNGEONS
Classic dungeons with improved 
rewards but stronger enemies.



Farming is one of the grindy elements where the player can farm certain 
materials to improve his stats on that subject. For example:

Woodcutting / Mining / Gathering / Fishing / Etc.

The materials farmed can be sold at vendors for ingame currency or be used to 
craft items.

To craft items the player needs to use workstations. These workstations can 
be found near vendors but have an extra fee to use, in ingame currency. It’s 
possible for the player to craft their own workstations at their home using 

materials and ingame currency.

Each type of farming skill has its own stats and skill tree that is improved by 
farming that type of farm skill.

There is a Crafting stat with a skill tree with multiple ramifications for each 
type of craft. For example, sword craft, staff craft, shield craft, etc..

Improving a certain craft skill unlocks better items to craft and also unlocks 
crafting better rarity ones.

13.0 FARMING & CRAFTING

FARMING
& CRAFTING



It’s possible for players to own houses in the Hero Game.

For a player to buy a house, they have to pay with ingame currency or $HERO.

There are a few different types of houses. All the houses are buyable with 
$HERO but only a few are buyable with ingame currency. It’s important to 

incentivize players to spend $HERO but also have the option for other players 
to own homes (even if smaller).

The houses can work like warp gates for fast travelling, can have storage and 
are upgradable.

It’s possible to upgrade such things as storage, build crafting stations, or even 
plant or farm certain resources.

For the mounts, their functionality is to make the player travel faster 
between places, and to show them off to other players .

Mounts should be buyable with both ingame currency or $HERO.

The speed of the mounts should be upgradable but using only ingame currency.

Mounts that are only buyable with $HERO are just visually different.

Regarding the emotes, they are just visual interactions that players can use.

There are default emotes which are just simple gestures. 

The emotes have the same system of the houses and mounts: some are obtainable 
using both ingame currency or $HERO. Some are just available using $HERO.

14.0 Housing, Mounts and Emotes

Housing,
Mounts & Emotes



The Hero Game is an open world game so players can explore the world itself on 
their own time. Each time a player finds a new location in the world they gain 

exploration points.

Some locations have puzzles and parkour that grant access to a location. Some 
puzzles and parkour minigames have loot or special buffs at the end as a reward.

World events are special events that occur just from time to time and grant 
special loot. These events can also occur when there are special occasions such 
as holidays, real life events and others. The main focus of the world events is 
to gather all the players and make them interact with each other. The world 
events can also be connected and have community quests. Each quest and event 
has their own rewards. The rewards can be items, in game currency, $HERO and 

in some special occasions Traits.

15.0 exploration and puzzles | QUESTS & WORLD EVENTS

EXPLORation
& puzzles

There are multiple quests and quest types all over the game world.

These quests can be such as:

QUESTS &
WORLD EVENTS

MAIN STORY
QUESTS

PvE quests that follow the main 
story and narrative of the world.

SIDE QUESTS
PvE smaller quests with

different stories.

Daily/Weekly/
Monthly

PvE/PvP Quests to finish
within a time period.

Community/Faction
quests

Bigger quests that work by 
objectives where all the players 
from the community/faction 

need to work on.



As the game works with NFTs and a crypto token, there is real life 
money involved so there is a need to have anti bot systems and anti 
exploit systems.
One of the major concerns here is people or bots farming ingame 
currency and trading it for $HERO, abusing the system and 
pushing the token price all the way down.

Trading ingame currency for $HERO would be an important 
part of the game for people to use $HERO in other actions of the 
game, and not to sell.

Another big concern is with the minigames, betting and “casino”. If there 
are $HERO rewards or even in-game currency rewards (that can be traded 
for $HERO), we need a really good balance to make sure that is not 
exploited.

16.0 ANTI BOT SYSTEMS | GAME WORLD

ANTI BOT SYSTEMS

GAME WORLD
The game world is separated into different areas and zones. All the world is 

snowy because of the freeze but is slowly recovering.

Each area has different types of enemies with different dificulties.

The main city is Espero, the 
settlement where the creator of 

the robots and his family lives.

The main location of the enemies 
is a Mountain Temple that is the 
base of the Warmaster Tyrano.

The game world is split into different types of areas that can be more dangerous 
than others. Should exist an area where PvP is always turned on and it's where 
the best resources and stronger enemies exist, focusing more on the late game.



Games of this genre usually have a lot of information on the screen but we want 
to keep it clean and simple, so the player can enjoy the game itself and not have 

all the screen covered with “junk text”.

For the more hardcore players, it’s possible for them to add extra information 
in the screen to keep them informed about non-essential informations.

17.0 UI & UX | GAME WORLD

USER INTERFACE
& USER EXPEIENCE

Oldschool UI example

New target UI example



The main enemies in the environment present in the game are the Evil Robots 
and the corruption itself, which can corrupt all types of characters present 

in the game.

The Evil Robots are robots that are corrupted and want to destroy normal 
Robots and the remaining humans.

The Evil Robots can get free from the corruption by getting defeated and 
cured, unless their core gets destroyed.

Enemies have different difficulties, abilities and unique movements that makes 
each enemy unique to fight.

There are easier enemies, mini bosses, bosses and world bosses.

Some enemies are the final bosses of certain quests, others just exist in the 
game world and can be defeated.

Each enemy gives experience when defeated and some drop loot as a reward.

Other types of enemies are the robots themselves in the PvP mode.

18.0 ENEMIES AND HAZARDS

ENEMIES
& HAZARDS



The cinematics in the game helps connect the player with the story
and narrative.

The core cinematics will be connected with the main story line and can even be 
used some parts of the Hero Comic or shown some images to illustrate the story 

and moments from the past.

19.0 CINEMATICS | EXTRA CONTENT

CINEMATICS

There could exist some paid or free DLCs in the future with more characters and 
classes, more storylines and more traits.

Also could be added other extra content such as more mounts, more housing 
options and more emotes.

EXTRA CONTENT




