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South Park: The Stick of Truth Game Design Document 

 

Game Designers: 

Stephanie Smith 

Date of Publishing: 

11/08/2020 

High-Level Concept: 

Help your new friends in South Park take back the stick of truth and save the town from an out of this 

world threat. 

 

 

Game Goals 

The main goal of South Park: The Stick of Truth is to complete the main story mission via quests. 

However, the player is not limited to only focusing on the main mission. There are multiple 

achievements and side quests that can be completed as well. How the player goes about performing 

these depends on the quest or achievement.  

Most quests involve winning battles against enemies. These battles are turn based and are 

initiated by approaching an enemy or are automatically started after a quest related cutscene. The 

player has access to a number of different attacks that they can use to defeat their opponent. What 

these attacks are depends on what class the player chose at the beginning of the game. However, 

weapon type is not strictly tied to class (e.g. thief class players can use staffs and two-handed weapons). 

There is also sometimes the option to take out some enemies before engaging in battle. This is done by 

causing damage to enemies by interacting with objects in the game world. For example, if the player 

casts a spell on an open flame that is near an enemy, the enemy will be harmed. If the enemy is not 

completely defeated by this, they will have a Burning negative status effect (see section on State 

Modifiers) when they are engaged in battle, which will put them at a disadvantage. In addition to 

battles, quests can also involve retrieving objects, talking to specific NPCs, navigating through level 

environments, and doing quick time events. 
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Story Overview 

You play as the New Kid, who has just moved to South Park, Colorado with your mom and dad. 

When your dad orders you to go outside and play you run into a boy in your neighborhood named 

Butters, who invites you to be part of a role play game that the kids are doing. However, to the kids 

involved with it, this roleplay is very real. Butters introduces the New Kid to the other members of the 

party: Clyde, Scott Malkinson, Princess Kenny, and Wizard King Cartman. When the Stick of Truth is 

stolen by the elves Cartman banished Clyde from the group, since he was in charge of defending it. After 

gathering the other party members, the group goes to an inn where the Stick is being held by a bard 

allied with the elves. The party fights the bard and regains the Stick. Later that night the New Kid is 

abducted by aliens, which they learn is a common occurrence for those living in South Park. They escape 

from being abducted, but cause the UFO to crash into South Park in the process.  

The following day, government officials block off the UFO crash site and cover up the incident by 

saying it is where a new Taco Bell will be built. After recruiting some more allies, the New Kid is tasked 

with sneaking into the UFO crash site to find out what’s really going on. They discover that the UFO 

crash contaminated South Park with green goo that turns people into Nazi zombies. That night, there is 

a battle at the school between the elves and humans, where both sides discover that the Stick of Truth 

has been taken by Clyde as revenge for being banished. It is also revealed that Clyde has been using the 

green goo to create an army of Nazi zombies. This causes the humans and elves to cease their fighting 

and band together to defeat Clyde. 

After recruiting the girls to help them defeat Clyde, the New Kid and allies attack Clyde’s 

fortress. They fight their way through the fortress and deactivate a nuclear device the government sent 

to blow up South Park as a way of getting rid of the alien goo threat. The New Kid defeats Clyde, only to 

be confronted by government agents and betrayed by Princess Kenny. With the help of his allies, the 

New Kid defeats Princess Kenny and cures the town of Nazi zombies.  

 

Game Controls  

Game World and Levels 

The following are the controls mainly used when exploring the game world and levels: 

• ASWD keys to move (A D to move horizontally, W S to move vertically) 

• Space bar to interact (doorways, containers, talk to NPCs)  

• F key to use abilities in overworld (teleport, command buddy, shoot, gnome powder) 

 



3 
 

Game Controls (continued) 

Game World (continued) 

• G key (+ mouse) to use spells (Dragon Shout, Nagasaki, Cup-A-Spell, Sneaky Squeaker) 

• Q key to switch between abilities 

• E key to switch between spells 

In Battle 

To select an attack left click on its icon using the mouse. There are many different key combinations 

that are used when fighting enemies. Here are some of the main ways attacks and defensive moves are 

carried out. With all of these, hover the mouse over an enemy to select the target, and left click the 

mouse to confirm and begin the attack. 

• Mash one or more of the ASWD keys to prepare or deflect an attack 

• Right click with mouse to block enemy attack 

• Right or left click with mouse at the correct time to attack 

• Click and hold right or left with mouse to attack 

 

Scoring 

Damage dealt to enemies in battles is based off points. Similar to mobile games, the damage 

inflicted uses very high numbers, which make the player feel more powerful. (Underberg-Goode) How 

powerful an attack is has to do with a number of things. Some enemies have weaknesses to certain 

attacks, while others are immune to certain state modifiers. Attack scoring is also based on how well the 

player puts in the key controls. For example, if a player fails to press the specified buttons enough or at 

the right time then the attack will do minimal damage, no damage, or the player might take the damage 

that was intended for the enemy. Whether or not players and enemies have shields, buffs, de-buffs, and 

armor also impacts this.  

Winning 

Who wins a battle is determined by which side loses all their health points first. Once an enemy 

team loses all their health points via damage, the battle is won by the player. If both the player and the 

ally that his helping them in the fight loose all their health points, then the battle is won by the enemy. 

Achievements 

While there is no in-game achievement system, there are achievements that are tied to the 

platform the game is played on. For example, there are Xbox achievements for the game (Xbox 360 and 

Xbox One versions) and achievements available via Steam (Microsoft Window version). 
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Universal Game Mechanics  

While navigating and exploring around the world and in levels, players move horizontally and 

vertically. To access some areas in the world players must open doors, some of which have to be 

unlocked by finding keys. Some keys can be easily found by interacting with containers, but others 

require doing quests. The most frequent way a quest is initiated is by talking to an NPC. When in the 

world and going through levels, the player sometimes is required to use the teleport ability to move 

around. Other shared mechanics between the game world and levels are using shooting, gnome 

powder, and certain spells to gain access to areas. 

While in combat, the more complicated an attack is to perform the more powerful it will be. For 

example, attacks that require no power points can be performed by simply clicking the left or right 

mouse button at the correct time. In contrast to this, attacks that use power points or do more damage 

require players to smash specific or randomized keys when. If a player fails to input the commands 

correctly the attack will fail, essentially wasting their turn. Should the player correctly perform the input 

commands, the damage dealt to the enemy will be significant and worth the extra effort. 

 

Game Progression 

 

 

 

 

Note: After character creation is completed, players are 

able to diverge from the main quest and do side quests 

and exploration, if desired. This is also an option once the 

credits are over. 
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Economy 

Players can use money to buy items such as weapons, equipment, consumables, add-ons for 

weapons and equipment, and cosmetic accessories. In addition to being bought from vendors, items can 

be found on the bodies of defeated enemies and in containers. Money can be found in containers, by 

destroying parking meters, and occasionally on enemies. Players can also get money from selling items 

to merchants. However, not all merchants will let the player sell items to them. Some venders specialize 

in one type of item. What each item is worth and what it can be bought for is low. This reflects the main 

characters being children, as they do not have an accurate concept of how money works.  

 

An example of how items are priced 

 

 

As indicated by the décor, Jimbo’s Guns sells battle related items 
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State Modifiers 

In Battle 

• Positive Status Effects – When active these can provide immunity, extra abilities, more power, or 

other benefits that can improve performance in battle. The following examples are commonly used 

by the player character and allies. There are a few ways these can be activated, including weapon 

and armor add-ons, spells from allies, and potions. 

o Attack Up – Inflict more damage with attacks, can be stacked twice. 

o Defense Up – Increases defense. 

o Ability Up – Abilities become stronger when used, can be stacked twice. 

o Regeneration – Health points are regenerated every turn. 

o Immune to Stunned, Pissed, Magic, Gross, Frost, Fire, Shock, or holy – Ignores effects and 

damage from corresponding immunity type.  

• Negative Status Effects – These weaken those they are applied to. They can be applied by being 

attacked by certain enemies (e.g. enemies found in the sewers can make the character Grossed out) 

or by a weapon with an add-on (e.g. a sword with a fire add-on does Burning damage). The following 

are some of the more common types of negative effects. 

o Grossed out – Damage is taken every turn and healing via potions is unavailable. 

o Bleeding – Damage is taken every turn. 

o Sleeping – Unable to attack or defend until attacked or effect wears off. 

o Burning – Damage is taken every turn and increased vulnerability to magic attacks, though 

magic attacks will remove the effect. 

o Stunned – Unable to do anything for one turn. 

o Ability, Attack, or Defense Down – Lowers ability, attack, or defense for a turn and can be 

stacked multiple times. 

• Potions – There are five types of potions that players can use on themselves or an ally. 

o Health Potions – Restore health points.  

▪ Small Health Potions – Restore 40% of health.  

▪ Large Health Potions – Restore 60% of health. 

▪ Revive Potion – Revives a fallen ally. 

o Power Potions – Restore power points, which are used to do special attacks.  

▪ Regular Power Potions – Restore 10 points. 

▪ Large Power potions – Restore 20 points.  
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State Modifiers (continued) 

In Battle (continued) 

• Potions (continued) 

o Mana Potions – Restore mana points, which are used to cast some spells. If a character 

takes a mana potion that gives them more than their max amount of mana points, they will 

lose all mana and take damage. 

▪ Small Mana Potions – Give 30 points. 

▪ Regular Mana Potions – Give 70 points. 

▪ Large Mana Potions – Give 120 points.  

o Status Effect Potions – Used to add or remove status effects. 

▪ Cure Potion – Removes negative status effects. 

▪ Water Balloon – Removes bonuses on enemies. 

▪ Nugget – Applies Grossed out effect to enemies. 

▪ Strength Potion – Increases attack and defense. 

o Speed Potions – These can improve the power of a character’s attack. 

▪ Speed Potion – Allows character to attack twice in a row. 

▪ Speed Potion Ultra – Grants an Attack Up effect and lets the character attack again. 

Outside of Battle 

• Gnome Powder – Smelling this shrinks the player, letting them access certain areas and use smaller 

pathways. To return to normal size, the player sniffs the powder again. 

• Teleportation – The player can use teleportation markers to gain access to otherwise inaccessible 

areas. 

 

Technological Requirements  

This game design document is based on the Microsoft Windows PC version, but Stick of Truth is also 

available for the following platforms:  

• PlayStation 3 

• Xbox 360 

• PlayStation 4 

• Xbox One 

• Nintendo Switch 
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Art Style Guide 

 

Overall Art Style 

The main art style used in Stick of Truth is almost identical to the style used on the South Park TV 

show. This style is cartoonish, with a distinct 2-dimensional feel reminiscent of cut out paper or collage.  

One unique benefit of using this style is that the gameplay and animations transition between one 

another seamlessly, as they both use the same animation and art style. In addition to the TV iteration of 

South Park, Stick of Truth also draws design inspiration from medieval fantasy role playing games. This is 

especially evident in some of the armor that can be acquired.  

There are only two instances during the game where the art style diverges significantly. The first 

one occurs during the opening cinematic, which takes inspiration from the Rankin-Bass animated films 

based on JRR Tolkien’s work. The second time is when the player is in Canada. While in Canada, whether 

in a town, dungeon, or wilderness, the art style changes to be more reminiscent of 8-bit games of the 

1980s and 90s.  

Examples 

 

A snapshot from one of the cutscenes 
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Overall Art Style (continued) 

Examples (continued) 

 

A screenshot from a battle 

 

 

Part of South Park’s park, with a typical residential neighborhood in the background 
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Overall Art Style (continued) 

Examples (continued) 

 

Some of the armor that the player can acquire. From left to right: Friar, Knight, Druid, Necromancer 

 

 

An example of the different art style used in the opening cinematic  
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Color Palette 

 

For the most part Stick of Truth has a bright and cheery color palette, similar to what is used in 

the South Park TV show. Even when players find themselves in a dark dungeon or areas that do not 

heavily feature bright colors, some of those colors are still present due to how characters and 

interactable objects are styled.  This helps NPCs stand out and lets the player easily identify which 

objects are interactable. Another benefit is it gives the game a consistent color palette, even in areas or 

levels that are unique. For example, when the player is in Canada, where the art style is 8-bit and 

pixelated, the color palette used is not that different from what is seen when the player is roaming 

around South Park. 

 

Game World  

Almost every part of the game world is based off how the town of South Park is presented in the 

show. Most of the buildings are made up of rectangles with solid coloring. The Downtown area includes 

businesses that have been featured regularly on the series, and the residential neighborhoods are 

consistent with how they appear on TV. Looking at the game map, the various areas of the world are 

grouped into loose districts. Most of the residential areas are located in the Southern portion of the 

world, while businesses are located in the Eastern and central areas. In the Western portion are located 

municipal buildings, including City Hall, the school, and the community center. As previously mentioned, 

the region of the game set in Canada has a distinct 8-bit style that sets it apart from South Park. 

Throughout the game world there are visual Easter eggs to popular episodes of South Park. 

Many of the businesses in the game make repeated appearances on the show, including Tweek Bros. 

Coffee, Skeeter’s Bar, Tom’s Rhinoplasty, and City Wok. Most of the songs the player hears when in 

buildings are from episodes of South Park. When in Canada the player can hear songs from the show 

related to the country performed in a style that mimics music from 8-bit games, keeping with the theme 

for that area.  
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Game World (continued) 

Examples 

 

An example of part of the world map 

 

 

A Portion of Downtown South Park 

 

 



13 
 

Game World (continued) 

Examples (continued) 

 

Canada’s distinct art style 

 

Characters 

As is the case with the game world and much of the art style, the characters in Stick of Truth are 

generally presented the same way as they are on the show. That is, in simple clothes made of solid 

colors and flat shapes. While there is some degree of customization, the player character uses the same 

style as the other children in terms of body dimensions and facial features. The biggest difference 

between how characters are presented on the show and how they appear in Stick of Truth is that some 

of the children do not wear the outfits they normally would on a typical South Park episode. Instead, 

they are adorned in medieval fantasy-inspired garb. What these characters wear is based on the class 

they fight as. For example, Cartman is a wizard who wears robes and a stereotypical wizard hat. 

Character’s medieval attire helps to identify them as part of the main story. Early in the game when the 

humans and elves are at war, this is useful to the player, as they can visually identify which characters 

are hostile based on if they are wearing elf or human costumes. 
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Characters (continued) 

Examples 

 

The Friends page features photos of various NPCs the player has met 

 

 

An example of a character dressed as a Paladin 
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Characters (continued) 

Examples (continued) 

 

The player character as they are presented in the customization/equipment interface 
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All screenshots taken by Stephanie Smith. 


