Paranoia
High Concept Document

High Concept
Paranoia is a short experiential game aimed at portraying the feeling of being chased without any escape in sight. This being the main focus of the experience, mechanics are limited to breathing and running in sync, all while the main character is gradually getting tired and slower.
Genre
Third-person runner
Setting
A hospital that looks empty and sterile, set in modern times. However, the place should not be mistaken for an asylum.
[bookmark: _GoBack]Visual Style and Atmosphere
Visuals should be dark and with a distinct tint of greenness. A heavy use of reflections, shadows and clinical lights should be apparent, in addition to having sounds of footsteps with plenty of reverb that would suggest at empty, long hallways. 
Mechanics
· Running
Players will not be able to stop running, with only presented options being to continue forward, turn right or turn left at each intersection of the playable maze. Turning will be briefly indicated with button prompts on the screen, showing the right time in which turning would be possible (this window of time should be about 0.75 seconds). In addition to this, sprinting will be available by holding down SHIFT, with this not affecting the overall outcome of the game in order to portray a sense of helplessness. The actual motion of running should also be accompanied by a slight screen shake, in addition to the main camera sitting closer to the ground and slightly tilted.
· Breathing
This interaction involves players pressing SPACE in sync with a constantly repeating quick-time event in the middle of the screen. The event consists of two circles – one being static and another shrinking from outside of it. The button SPACE should be pressed whenever both circles align, within certain positional bounds.
Player Experience
Throughout Paranoia, players should feel out of place, confused and slightly terrified. Because they are put in a dark, sterile place with no living soul in sight, resonating and slightly off-sync footsteps coming from behind will be the main way to influence such emotions. In addition, constant breathing noises that are dependent on whether SPACE was pressed in the right moment should result in players gasping for air subconsciously.


Details
Sample Playthrough
Intro
1. Prompt to press “space” on top of a black screen. Game doesn’t start until players do so.
2. A breathing prompt (SPACE) pops up every X seconds
3. Player hits BREATHE in the right time (or miss, which results in heavier breathing/slower move speed) 
4. After 10-15 seconds this sequence ends, triggering the visuals of the game, triggered by a deep breath-in sound once.
Main
1. Breathing pop-ins continue, this time the player visibly running through what looks like an asylum with checkered walls. In the same time, in intersections players can click A or D to turn left or right.
2. Through this time, there is a bar on top representing two elements:
a. Player
b. Person chasing behind
If a. reaches b. the game ends.
Ending
1. A scene with people staring at players, who are barely conscious and lying on the ground.

