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Game story summary

Game Flow Outline

Our main character Tom, is a mediocre worker that lives in Balconera 
(a city located in the NorthEast of the Country) and has to complete 
boring tasks every single day of the week in one of the many compa-
nies of the saturated city, but once the weekend arrives, he gets 
loads of free time and loses touch with reality to enter the world 
of drugs and party. As Tom abuses of the substances, he is unable 
to control his actions, therefore, he has to run as fast as he can 
towards his home. Can he avoid hurting people on his way there? Will 
he be fast enough?

Get High and Die is a side-scrolling runner/jumper that has Tom, 
running from one side of Balconera to the other, in order to get to 
his home without hurting anyone and he’s got much distance to travel 
and very little time to get there... Using certain types of drugs 
our character will be able to overcome some obstacles in order to 
get to where he needs to be, but he has to be very careful, drugs 
take life! Watch out! It is not an easy way and there are many plat-
forms that have to be taken with just the right tactics, otherwise 
it will be a very hard task. Getting home is the real accomplish-
ment!



game characters

Game control

Tom is a worker in Balconera city, his boring life bring to him a 
lot of bad drug habits and now he abuses on every substance he gets. 
Instead of solving his problems he tries to escape from them and 
ends up losing control every time. 

The game is designed for a controller but will work also on a key-
board. By design we include the controller version of the initial 
controls.

RT  -  Hashish

X  -  Attack

A  -  Jump

R  -  Look

START  -  Pause

RB  -  Cocaine

Meth  -  LT

Move  -  L

Speed  -  LB



gameplay overview

Get High and Die is a platform game structured in levels and worlds 
that are regions of the city of Balconera. The movement is very ag-
gressive and fast, so, you must control the character very well if 
you want to pass the level.

Tom can jump, move, run and if you want, punch other people to kill 
them. But if Tom doesn´t consume drugs, you won’t be able to pass 
the level. This is the main gameplay of the game, get high to suc-
ceed on the level, but there is a problem, if Tom doesn’t hurry, he 
will die and restart the level.
 
When Tom consumes drugs, he receives a power up depending of the 
drug, but loses life as well, so you must control the drugs and 
quantities that Tom ingests.

If Tom get high with Cocaine, he will jump very high and he can reach 
places that he could not before; if he takes Speed, he will receive 
a speed boost that will make the control difficult but he will climb 
and move faster. With Hash time will slow down and Tom will not re-
cieve damage when falling to the ground.

Finally, when Tom ingests Meth, he will be able to do a dash that 
will allow him to reach far away places and even go through walls.

Apart of the main gameplay, like we said before, Tom can attack ci-
vilians, but at the end you, as a player, will see a newspaper with 
the news of “a drug addict killed X people last night” and a protest 
message.



game experience

The game will be categorized into three main feelings representing 
each one of the game phases:
 
Monotony: The first peak of the game will be a grey office where Tom 
works. It will be shown as the initial cinematic presenting the main 
character and the world he usually inhabits. After a short skippable  
animation, it will also be the main menu of the game.

Euphoria: After selecting the ‘Start Game’ on the main menu, a short 
animation will lead to gameplay, this is the main feeling of the 
game and it’s pretty important due to the contrast we want to 
create. The gameplay will be frenetic with limited time and tight 
controls in order to keep a responsive feeling despite of the drug 
abuse but in general it will give a rushing feel representing the 
effects of some stimulant drugs. The fact that enemies are merely 
passive and you can one-shot them reinforces this feeling. The psi-
codelia feeling will be sustained by camera movements and lens dis-
tortions and by the flashing colours and psicodelic tiles and back-
grounds. The music with a quick beat and electronic instruments will 
once again strenghen this feeling of rush and drug euphoria.

Depression: After finishing the game, whether the main character 
dies or it reaches to the end, what it will see is the real world. 
Then a newspaper will show up, showing the results of your rampage 
and telling a real fact about drug abuse showing the impact it crea-
tes into the society after this revelation you are brought to the 
main menu again.
 



Mechanics

Like the great majority of platformers, the mechanics will include 
base movements (running and jumping) but with the use of drugs the 
movements expand with a selection of possibilities. All of them are 
put into the general time/health points mechanic where the drug use 
will cost some precious time increasing the ratio of life decrea-
se/second.

The drugs and powerups they give are put into this table:

All this drugs have a temporal effect. It can last a few seconds 
like the Hashish and Speed drugs or they can be instantaneous like 
the Meth dash or the Cocaine jump.

The enemies will be passive and all the mechanic involving them is 
optional so is just a moral decision to attack or spare them. This 
way the mechanic is set up allow the player to think about the car-
nage he or she just did virtually, because in his or her head they 
were monsters.

DRUG EFFECT
Cocaine

Speed

Hashish

Meth

Hyper Jump

Movement Boost

Time Slow - Fall Damage Reduction

Dash - Short Teleport



enemies

bonus material & dlc’s

In Get High and Die there aren’t any strict enemies as in every 
other platform game, what there are is citizens of Balcona roaming 
through the streets doing their things while you jump recklessly 
around the city. When you get close to them under the effects of any 
kind of available drug, they start running away from you due to your 
reckless behaviour.

Given that the presence of illegal substances is a thing, people in 
the streets will have a monster aspect, because you’re viewing it 
in the eyes of Tom.

When people buy the game, they will recieve a copy of the soundtrack 
and a pdf containing the art book with all our work, designs, con-
cepts and other stuff of the game not included in the normal ver-
sion.



get high and die

Game

Summary

Game

OUTLINE

uSP

Tom, is a mediocre worker that lives in Balconera (a 
city located in the NorthEast of the Country) and has 
to complete boring tasks every single day of the week 
in one of the many companies of the saturated city, 
but once the weekend arrives, he gets loads of free 
time and loses touch with reality to enter the world 
of drugs and party. As Tom abuses of the substances, 
he is unable to control his actions, therefore, he 
has to run as fast as he can towards his home. Can 
he avoid hurting people on his way there? Will he be 
fast enough? Or will he just abuse too much and die? 
Only you have the power to control the situation.

Get High and Die is a side-scrolling runner/jum-
per that has Tom, running from one side of Balco-
nera to the other, in order to get to his home 
without hurting anyone and he’s got much distance 
to travel and very little time to get there... 
Using certain types of drugs our character will 
be able to overcome some obstacles in order to 
get to where he needs to be, but he has to be very 
careful, drugs take life! Watch out! It is not an 
easy way and there are many platforms that have 
to be taken with just the right tactics, otherwi-
se it will be a very hard task. Getting home is 
the real accomplishment!

Meet the crude reality of life with a fun runner and jumper 
videogame!

Get high by using up to 4 different drugs.
Be in control of the fate of other citizens.

Save  Tom and get to his apartment if you can!
Over 3 different scenarios and 15 different levels.
Learn astonishing real-life facts about drug abuse.


