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Description

This document outlines the VR game Retronika's features, development, and intellectual property for
official recognition and protection through i-DEPOT registration.
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Introduction

Purpose of the Document

This document is prepared with the intention of submitting Retronika for registration with
i-DEPOT at the Benelux Office for Intellectual Property (BOIP). The primary aim is to secure
and protect the intellectual property rights of the game, ensuring that its unique elements,
design, and gameplay mechanics are officially recognized and recorded.

Overview of Retronika

Retronika is an immersive single-player VR game that skillfully merges the genres of racing
and shooting into a seamless virtual reality experience. Developed using the Unity engine,
the game transports players into a vivid retrofuturistic world rendered in a captivating cartoon
style.

As players navigate through diverse cityscapes on a high-speed flying bike, they are
challenged to complete various missions, each with its own unique objectives. Control of the
bike is intuitive yet multifaceted, allowing movement across three axes through a virtual
handlebar that can be operated with one or both hands. This high level of interactivity is
complemented by the ability to wield guns, adding a dynamic shooting element to the race.

Engagements with enemy drones are frequent, involving both pursuit and combat, which
adds layers of difficulty and excitement to the gameplay. Successful completion of missions
rewards the player with in-game currency that can be used for purchasing advanced
weaponry and bike upgrades, further enhancing the game's engagement and replayability.

Retronika’s distinct gameplay and artistic direction are designed to offer players not just a
game, but a compelling experience that pushes the boundaries of traditional VR gaming.

Concept and Gameplay

Game Concept:

Retronika combines immersive racing with shooter elements in a casual, first-person
perspective. Players navigate a flying bike that can move forward, horizontally, and vertically
in a dynamically generated, tiled environment. The game is designed around a virtual
handlebar, mimicking real-life bicycle steering mechanics. Players control the bike's





horizontal movement by rotating the handlebar, and vertical movement by raising the
handlebar.

Gameplay Mechanics:

The environment consists of a predefined highway space populated with other vehicles and
obstacles. Players must maneuver through this space, avoiding collisions while engaging
with enemy drones using two weapons mounted on the bike. Weapons can be controlled by
releasing the handlebar; they automatically snap back to the bike when the player
re-engages the wheel. Players can shoot in any direction, but steering with one hand limits
the ability to maneuver the bike horizontally.

Players progress through a series of missions, each with specific objectives such as
reaching checkpoints, defeating a number of enemies, or surviving under challenging
conditions. Completing missions with a minimum required rating unlocks subsequent levels
and new in-game content, including bike upgrades, new weapons, and customizations.

Weapons and Combat:

The game features nine unique weapons, each with distinct characteristics. Players can
equip two weapons simultaneously, allowing for strategic combinations suited to varying
combat scenarios. This flexibility adds an extra layer of depth to the gameplay. Enemies
include drones, weaponized vehicles, and stationary turrets, all of which pose significant
threats to the player.

Health and Resources:

The player's health is indicated as the bike's "energy" on the dashboard. This energy
decreases when the bike sustains damage or when weapons are used, linking ammunition
and health into a single resource. Players must strategically manage their energy throughout
each mission, balancing offense and defense to achieve mission objectives.

Artistic Elements

Visual Style:

Retronika employs a cartoon cell shading visual style, characterized by bright colors and
distinct lighting that divides surfaces into clearly lighted and shadowed areas without
gradients. This approach mirrors the aesthetic seen in popular animated series like "The
Simpsons," providing a vibrant and engaging look that enhances the game’s playful and
futuristic setting.





Game World and Setting:

The game unfolds within a retrofuturistic cityscape, where players start in a garage located in
a skyscraper. This garage serves as the main hub or lobby from which players navigate
through the game. The city itself is portrayed with towering skyscrapers so tall that clouds
are always visible below, creating the impression that players are flying through these
structures above the clouds.

The environment is richly populated with advertisements and various futuristic props,
contributing to a dense, visually stimulating urban setting. At the heart of each level is a
traffic lane, a bounded play area where players are confined and cannot leave. This lane is
filled with vehicles that echo the design aesthetics of the 1940s to 1970s but are reimagined
with a futuristic twist.

Enemy Design:

Enemies in the game are primarily autonomous drones equipped with various weaponry.
These drones are designed to blend seamlessly into the game's retrofuturistic theme,
featuring designs that suggest advanced technology while maintaining a style consistent with
the game’s overall visual approach.

Technical Specifications

Development Environment:

Retronika has been developed using the Unity Engine, leveraging versions from the 202x
series. The project is predominantly an in-house creation, utilizing minimal third-party plugins
and assets. The key external resources employed in the development are the game's music
and sound effects, which have been acquired from specialized markets that offer royalty-free
commercial licenses.

Platform Compatibility:

The game is specifically optimized for the Meta Quest series, including all its generations.
This optimization focuses on adapting to the mobile hardware capabilities inherent to the
Meta Quest, ensuring smooth performance and high-quality VR experiences. Despite its
current optimization for mobile VR hardware, Retronika possesses a flexible architecture that
allows for straightforward porting to other VR platforms with minimal effort required.





Development Team:

e Aleksandr Bakhtin: Main developer responsible for a wide range of crucial aspects
including art direction, design, programming, marketing, audio composition, and the
final polishing of the game as a complete product.

e Yuri Bakhtin: Technical lead and primary programmer, responsible for the technical
architecture of the game. Yuri also contributed significantly to the game design and
the foundational ideas of the gameplay mechanics.

e [Ekaterina Suvorova: Lead game designer, tasked with developing the gameplay
structure and overseeing the execution of the game's design principles.

e Aleksei Suvorov: Assisted with programming duties and participated in game design,
helping to shape the overall gameplay experience.

Development Timeline:

The game has been under development since 2019, with the team working collaboratively to
ensure a product that not only meets the technical demands of modern VR but also delivers
a unique and engaging player experience.

Unique Features and Innovations

Distinctive Gameplay Mechanics:

Retronika stands out in the VR landscape through its combination of racing and shooting
mechanics within a highly interactive and immersive virtual environment. The game's use of
a virtual handlebar for nuanced control over the bike in three dimensions provides a uniquely
engaging experience. This feature allows players to navigate complex urban landscapes and
engage in dynamic combat scenarios simultaneously.

Immersive VR Experience:

The immersive quality of Retronika is further enhanced by its detailed retrofuturistic setting
and the integration of environmental interaction within the VR space. Players experience the
thrill of weaving through traffic and dodging obstacles while battling enemy drones, all within
a visually rich, cartoon cell-shaded cityscape that evokes a sense of depth and realism
uncommon in VR titles with similar thematic elements.





Development Process

Timeline and Milestones:

Development of Retronika began in 2019 and has progressed through several key phases:

1.

Conceptualization and Initial Design (2019): Establishment of game concept, core
mechanics, and visual style.

2. Core Development (2020-2022): Intensive development phase focusing on coding,
asset creation, and initial player testing.
3. Polishing and Optimization (2023-2025): Refinement of gameplay, enhancement of
visual elements, and optimization for the Meta Quest platform.
Key Contributors:

Aleksandr Bakhtin led the project, overseeing all aspects from programming to
marketing.

Yuri Bakhtin provided technical leadership and architected the game's software
structure.

Ekaterina Suvorova directed the game design, ensuring the gameplay remained
engaging and coherent.

Aleksei Suvorov supported programming efforts and contributed to game design
discussions.

Intellectual Property

Copyrights:

Retronika is protected under copyright law, covering its unique game design, art style,
character designs, and narrative elements. All visual and audio content, including music and
sound effects purchased with commercial licenses, are also covered under this copyright.





Proprietary Technology:

While primarily developed with standard tools provided by the Unity Engine, Retronika
features several proprietary methods developed in-house for procedural environment
generation and dynamic interaction mechanics. These innovations are crucial for maintaining
the fluidity and responsiveness of gameplay on VR platforms.

Market Analysis

Target Audience:

Retronika is designed for gamers who enjoy immersive VR experiences, particularly those
interested in racing and shooter genres. The game targets a demographic of players aged
15 and above, catering to both casual gamers and VR enthusiasts looking for engaging,
innovative gameplay.

Potential Market:

The VR gaming market has shown significant growth, with an increasing number of users
investing in VR systems like the Meta Quest. Retronika, with its unique combination of
genres and optimized performance for mobile VR platforms, is positioned to capture the
interest of existing VR users and attract new ones seeking fresh VR gaming experiences.

Competitive Analysis:

Retronika differentiates itself in a crowded market through its retrofuturistic aesthetic and the
seamless integration of racing and shooting mechanics. The intuitive control system and the
dynamic game environment offer a novel experience that sets it apart from traditional VR
games, which often focus solely on either racing or shooting.

Conclusion

Importance of Intellectual Property Protection:

The innovative aspects and unique design elements of Retronika underline the importance
of securing intellectual property rights. Protecting these elements through i-DEPOT
registration not only preserves the creative investment but also safeguards the game's
market position against potential infringements.





Expectations from i-DEPOT Registration:

By registering with i-DEPOT, we aim to establish a documented claim of originality and date
of creation for Retronika. This registration will serve as a legal benchmark for protecting the
game's design and content, ensuring that the intellectual efforts of the development team are
recognized and protected.

Appendices

Included Documents:

In-game and in-editor screenshots
Technical Diagrams

External links:

Studio/Game Website

Facebook Page
Reddit

Twitter (X)
Discord Channel
Telegram Channel
Tik-Tok Channel

These appendices provide further insight into the creative and technical processes behind
Retronika, supporting the registration document with detailed visuals and additional
documentation.

Screenshots and Diagrams



https://www.4players-studio.com/

https://www.facebook.com/people/Retronika/61557899413724/

https://www.reddit.com/r/RetronikaOfficial/

https://twitter.com/Retronika2024

https://discord.com/invite/krw4PnkXeT

https://t.me/Retronika

https://www.tiktok.com/@retronika2024
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Statistics
Audio:

Level: -co dB DSP load: 0.0
Clipping: 0.0% Stream load: 0.0%

Graphics: 77.0 FPS (13.0ms)
CPU: main 4.4ms render thread 3.2ms
Batches: 164 Saved by batching: 16
Tris: 457.3k  Verts: 1.TM
Screen: 14 1-16.0 MB
SetPass calls Shadow casters: 0
Visible skinned meshes: 4
Animation components playing: 0
Animator components playing: 5
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