
1. Introduction

1.1. PROBLEM STATEMENT

The vast majority of video games in mainstream focus are primarily revolved around conventionally
generated worlds, using geometry similar to our world. In terms of Non-Euclidean geometry, the majority of
games that revolve around this sort of geometry are primarily used for research purposes, not general
entertainment. Additionally, many of these worlds use computer tricks to pretend like they’re using
Non-Euclidean rendering, even though they’re just using a conventional game development engine. Our
goal is to create an engaging and interesting game and a custom rendering engine to support actual
implementation of Non-Euclidean worlds.

Some of the largest issues in creating Non-Euclidean games involve performance due to the number
of computations required for conversions between spaces. Non-Euclidean spaces do not translate directly,
resulting in the need for many calculations and resource cost. Many current projects involving these
unconventional spaces have poor performance, and proper management of computational resources is
essential.

1.2. INTENDED USERS

The people who will use our final product can come from many different backgrounds, these users
are people who enjoy playing video games. For example, one user's name is Max. Max is a 17 year old
student. What makes a game enjoyable for him is having ways to grind and optimize his own gameplay as
much as possible, Max needs a challenge. Our product is a perfect example of something he would enjoy,
our plans for our product will allow users to have a goal to grind for through farming and resource gathering
with the added challenges of the world being non-euclidean. Another user’s name is Sally who is 20 years
old. She needs to have an enjoyable game that has an artistic touch because she loves art in all different
forms ranging from music to the artistic style of the in game sprites. The goal with our game is to make the
artistic experience as best as possible as we try to mesh it with the non-euclidean space, this will create
interesting distortion on all of our game assets adding to the horror experience of our game. Lastly we have
the user, Jordan, he is a 25 year old ESports Professional. What Jordan wants from a game is a way to have a
challenging and engaging gaming experience because he enjoys challenges and becoming the best gamer he
can. Through our non-conventional combat that we plan on adding into our game it will add a new
challenging twist on combating the enemies throughout. Through the use of different traps and using
yourself as bait this will add an innovative combat system that someone like Jordan would enjoy. All of these
will be amplified by the non-euclidean geometry creating a fresh experience for all gamers.
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