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I will use this format to talk about my personal notes and opinions, to explain why I design some mechanic or character, or to 

put examples.  

I will use this format to talk about the references that I used for the designs.  
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) ÄÅÃÉÄÅÄ ÔÏ ÕÓÅ 'ÁÓ -ÁÓË 7ÁÒ ÁÓ Á ÂÁÓÅ ÆÏÒ ÔÈÉÓ '$$ ÂÅÃÁÕÓÅ ÏÆ ÉÔÓ ÇÁÍÅȭÓ lifespan livability.  

Gas Mask War is a story that extends over more than eighty years, with lots of different characters, 

environments, events, and factions. I imagine each game with a different aesthetic, mechanics, and 

playable characters with  different  points of view, abilities, aesthetics, beliefs, and sexualities. For 

example,  Jacob (the main character of this game) is a black bisexual male that is atheist and antisystem, but Elise (one of the 

novel's main characters) is a white heterosexual female who believes in God and always belonged to some kind of system or 

government.  

Every character will tell a part of the story. That way, each game will be like a piece of a big puzzle that 

players will enjoy putting together. Simultaneously, each fragment will talk about different problems 

that affect our society, like fanaticism, equality, radicalism, or censure. Of course, even when all the 

characters are different from each other, all of them share the same purpose: survive and fight for 

freedom and their right to live. This purpose will give the game continuity, be part of this franchise's 

essence, and provide the players with a reason to fight. "ÅÓÉÄÅÓȟ ÔÈÅ ÃÈÁÒÁÃÔÅÒÓȭ ÐÅÒÓÏÎÁÌÉÔies will be 

just a base. I want that the players can build their persona, to make the games even more unique.   

The other reason is for the story itself. Gas Mask War starts in 1930 with a utopia where the society 

has decided to invest in the quality of life instead of better technologies or the universe's conquest. 

They choose to eradicate social classes, poverty, wars, crimes, discrimination , and work for a tomorrow 

where everyone was equal. When Neon Blood starts (in 1960), most diseases have been eliminated, 

and there is no poverty or social classes. On top of that, the society works on what they really want and 

satisfy them, like art, medicine, science, or music. There is no war or hunger or other types of problems; 

therefore, there is no army or prisons.  

So, my question when I wrote the novel was, what happens next? My answer was that once society 

reached that perfect and idyllic point, they stopped looking for something better and became lazy and 

negligent with the planet. They preferred to be blind, close their eyes to the increasing pollution, the 

lack of drinkable water, or the loss of many animal and vegetable species. Also, that is why there is no 

Internet in this highly technological society because they already have everything they want and can 

go wherever they want. That lack of respect for the environment is what pusses the society to war, 

fanaticism, and eventually to their destruction.  

Personal Note: 

Of course, I am not saying with this fantasy that if we look for better social quality, that will be bad. I am talking more about our 

reality. It´s true that we still have many social and etic problems that we need to solve. Still, ÉÔȭÓ ÁÌÓÏ ÔÒÕÅ ÔÈÁÔ ÏÕÒ ÓÏÃÉÅÔÙ ÂÅÃÁÍÅ 

ÉÎÔÏ Á ÇÌÁÓÓ ÓÏÃÉÅÔÙ ÔÈÁÔ Ȱ×ÁÎÔÓ ÁÎÄ ÓÅÅËÓȱ ÆÏÒ issueÓ ×ÈÅÒÅ ÔÈÅÒÅ ÁÒÅÎȭÔ ÏÒ focuses oÎ ÔÈÉÎÇÓ ÔÈÁÔ ÁÒÅÎȭÔ ÓÏ ÉÍÐÏÒÔÁÎÔȟ ÆÏÒÇÅÔÔÉÎÇ 

about the ones that really matter. Also, Gas Mask War talks about the ability that the society has to lie to themselves and close 

ÔÈÅÉÒ ÅÙÅÓ ÕÎÔÉÌ ÉÓ ÔÏÏ ÌÁÔÅȟ ÁÎÄ ÔÈÅÎ ɉÌÉËÅ ×ÉÔÈ ÔÈÅ 2ÅÎÅÇÁÄÅÓ ÉÎ ÔÈÉÓ ÓÔÏÒÙɊ ÔÈÅÙ ÔÒÙ ÔÏ ȰÆÉØ ÉÔȱ ÉÎ ÁÎ ÅÁÓÙ ÁÎÄ ÆÁÓÔ way without 

really thinkin g in the consequences. And that is the final point of this story, the lack of interest in the consequences. How society, 

in the end, believes that the end justifies the means.  

In addition, as you will see in this document and the whole GMW story, utopias ÄÏÎȭÔ ×ÏÒË ÂÅÃÁÕÓÅ ÔÈÅÙ ÁÒÅ Á ÌÉÅȢ "ÅÃÁÕÓÅ ÎÏÂÏÄÙ 

is equal, nobody thinks or feels the same way about a situation or a problem. Even in small groups, there will always be someone 

who is not in the same vibe as the rest or has a different opinion or work method. And that is something good almost always, but 

when we are talking about society, social classes, political parties, games teams, genders, religion, etc., subjects that are so 

different between them, will always be someone who will be radical about it. Someone that will have extreme opinions against 

which we will not be able to fight. And when that person gains just a little power, it is really easy that others listen to him or her, 

because power attracts people. And the more they listen, the more power that that person will gain. And that power will ratify 

those radical opinions, corrupting the person and any good intentions behind his or her thoughts and actions.  

Despite this, G-7ȭÓ ×ÏÒÌÄ ÉÓ ÕÎÉÑÕÅȢ !lways full of beauty, even in the middle of the Energetic Crisis or 

ÔÈÅ (ÁÒÄ 7ÁÒȢ )ÔȭÓ Á ×ÏÒÌÄ ÔÈÁÔ ÔÈÅ ÐÌÁÙÅÒÓ ×ÉÌÌ ÅÎÊÏÙ ÅØÐÌÏÒÉÎÇ ÁÎÄ ÄÉÓÃÏÖÅÒÉÎÇ ÁÌÌ ÉÔÓ ÓÅÃÒÅÔÓȢ It is also 

a world thaÔ ×ÉÌÌ ÃÈÁÎÇÅ ×ÉÔÈ ÔÉÍÅ ÁÎÄ ×ÉÔÈ ÐÌÁÙÅÒÓȭ ÄÅÃÉÓÉÏÎÓ, and in which changes will be permanent 

from game to game, creating a personal world for each player. 
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PROJECT DESCRIPTION  

Ù GMW Stories. Neon Blood will be a 3D third-person view with a 2D aesthetics game. WÈÅÒÅ ÐÌÁÙÅÒÓȭ 

decisions will affect the development of the story, the characters, and the environment, and will 

have a permanent effect on the world, affecting the next DLCs and games in the franchise.  

Ù The game will not have HUD, allowing the players to have an immersive experience.  

Ù It can be played in Single or Coop. And it will have a Multiplayer online mode.  

Ù It will have shooter and melee combat.  

Ù Players also will be able to craft, explore, and build their bases.  

Ù 4ÈÅ ÇÁÍÅȭÓ ÓÔÏÒÙ ×ÉÌÌ ÂÅ ÓÉÔÕÁÔÅÄ ÉÎ ÄÉÆÆÅÒÅÎÔ ÙÅÁÒÓ, allowing players to see society's and 

environmentȭÓ ÄÅÇÅÎÅÒÁÔÉÏÎ. 

Ù When players finish the Story Mode, they will unlock  the Exploration Mode to explore the different 

years and complete Secret and Side missions.  

 

CORE CONCEPT 

Gas Mask War Stories will be a franchise that will tell the story of a world in constant war and the 

people that fight every day to survive and have a place on that eternal battlefield. 

Neon Blood will be the story of Jacob Sas since he is a 12 years old boy living in an era of changes and 

subtle violence, going thru  the begging of the Hard War and the Energetic Crisis, up to the temporal 

end of the war when he is 47 years old. During that time, players will live all the political and 

environmental changes, building their own world and persona.  

 

WHAT IS INTERESTING?  

What makes this game unique is that the players can personalize their characters internally with the 

Personality Build. So, everything that the players will do in the game will affect *ÁÃÏÂȭÓ ÐÅÒÓÏÎÁÌÉÔÙ ÁÎÄ 

ÈÉÓ ÐÁÒÔÎÅÒÓȭ ÐÅÒÓÏÎÁÌÉÔÙȟ creating a unique experience for each player. This will affect how the NPCs 

will talk and behave with the players and partners, being more aggressive, neutral, or polite.  

Another exciting feature is that the players will play on the same map but in different years. This will 

allow them to see the visual changes and be part of them because all the actions they will do in the map 

will have permanent consequences, not only in Neon Blood but also in future titles.  

 

WHAT IS THE EXPERIENCE?  

How powerless we are in the face of injustices perpetrated by our leaders, but a small action can change 

everything.  
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WHAT IS THE ESSENCE? 

They chose to be blind because the truth is too bright. 

 

REFERENCES  

Ù GAMEPLAY 

Ù The Division Franchise 

Ù Far Cry Franchise 

Ù Watch Dogs Franchise 

Ù Fallout New Vegas 

Ù MELEE COMBAT 

Ù Assassins Creed Odyssey  

Ù Ghost Recon Breakpoint 

Ù Far Cry 

Ù MUSIC  

Spotify Playlist (To scan it, use your phone, go to Spotify and open Search {         } then tap on the camera icon {sometimes you 

will to do tap first in the search bar, where you will write the name of the song, there will appear the camera icon on the left} )  

Ù AESTHETICS 

Ù Darkness II 

Ù Immortals: Fenyx Rising  

Ù Genshin Impact 

Ù Darkest Dungeon 

Ù STORY 

Ù My novel, Gas Mask War. The Endless War, Chapter 6 
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TARGET AUDIENCES 

+18 

This game is meant to mature audiences due to its mature subjects, like political change, prostitution, 

or drugs. Also, the game will have mature scenes that will contain explicit language, nudity, and 

violence. 

GAME LENGTH 

THE LENGTH OF THE STORY 

The game will have six primary story missions composite of other missions situated on different years 

(1960, 1963, 1973, 1977, 1984, and 1990). Each mission's length will vary, but I think that ten hours 

for the complete story could be perfect. 

THE LENGTH OF THE COMPLETE GAME 

Each year will have their own secondary and secret missions, but I think that  maybe 100h for the 

complete game (including the story) could be enough.  

LIFESPAN  

This game will have several expansions and DLCs that will allow the players to discover other map 

sections. Could be, for example, new Polluted Areas with new Rites and Factions on them, other years, 

like 2018 when Jacob has 71, and the world changed entirely, or new characters that will unlock more 

stories from Gas Mask War. 

 



Story 
Timeline ~ General Events · 1960 
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