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High Concept
Guests is a game questioning people’s reactions to unexpected situations, where every action counts. It takes place in an apartment during night time, tasking players with figuring out their surroundings while a stranger is knocking on the front door. The same scenario repeats four times, each repetition representing slight visual changes. 
Genre
Top-down puzzle game
Setting
Mid-90s, set in a solitary apartment in the middle of New York. The place should have a resemblance of a theatre set, giving the unnerving idea of someone constantly looking over player actions.
Art Style
Minimalist, cell-shaded, with little use of colours. Existing examples include Hitman GO and Monument Valley. The overall scene should be dark, hinting at the morning sun just coming up.
Mechanics
What would you do if a stranger wants to barge into your apartment? Possible actions include:
· A branching dialogue system triggered when interacting with a phone in the apartment - aimed to give some context to players.
· Miscellaneous interactions with everyday objects, some of which alter the game’s endings. It’s up to players to experiment with their surroundings.
· Brief quick-time event in the case of players finding a weapon and opening the door - should resemble an unexpected stand-off that ends after a second or so.
Player Experience
Players should feel pressed by time by the sound of an unknown person banging furiously at the front door. Ultimately, the goal is to test players as to what they end up doing with the short time they have. Additionally, there should be a multitude of different ending scenarios present, with the whole experience restrited to a minute (by triggering a game-ending event). As such, the game can almost be seen as an interactive representation of a recurring nightmare, with the overall goal being to portray a feeling of helplessness.
Details
[bookmark: _GoBack]Sample Playthrough 
You are in an apartment. Someone is knocking on the door. Several interactions are possible, including: reading a note on your computer desk, grabbing a gun from the kitchen counter, use the telephone and open the door. The final step is the final outcome of each playthrough, and is dependant on player action. If players are unable to react in time (1 minute), the door opens by itself resulting a gun shot and a fade to black screen.
Possible Outcomes
1. Open door without interacting with any game-changing item, followed by a brief gunshot and a fade to black screen. 
2. You read a note on your computer desk, which has your address written on it. You go to the phone. You have several options for people to call, including: parents, police or a friend. If you call the police, a certain option gets unlocked that allows you to get help in time. After all of this is done, opening the door triggers a fade to black and a sound of a siren. 
3. Grab a gun from the kitchen to defend yourself. If you have that, opening the door triggers a brief quick-time event in which a button flashes on the screen for 2 seconds. You shoot first. The screen fades to black and displays “Run”.
4. Grab a gun from the kitchen to defend yourself. If you have that, opening the door triggers a brief quick-time event in which a button flashes on the screen for 2 seconds. They shoot first. The screen fades to black and displays “Am I dead?”.
5. You fail to make any meaningful interaction within one minute. The door opens automatically, followed by a gunshot and the screen fading to black, displaying the text “Am I Dead?”.
The game also repeats the same scenario four times in total, each containing slight changes in the scenery depending on player actions in previous play cycles. For example, after successfully talking to the police there is police tape in the middle of the apartment surrounding a chalk marking of a dead body. Or, if players get shot while opening the door, a body of the player character appears lying on the bed. Each repeating scenarios also spawns new short notes around the apartment, those resembling the main character’s inner thoughts and struggles. 


