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Title and tagline: Archive 15. Uncover the tTruth,
but at what cost*?2

Genre: Mystery, i1nvestigation, narrative—-driven,
choice—driven

Platform: PC and Console

Target Audience: Fans of nmarrative musteries,
True crime enthusiasts and i1nvestigative gameplay

Brieft Overview: You play as a struggling tabloid
editor who receives myusterious, old archival
evidence from a previous serilial kKiller case.

Every choice 1= dovwn o you: what To investigate,

what TtTo publish. Howewver, every choice aftfects
your reputation, satety and tThe Truth 1tselT.
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~{This is a shared message

FOLDERS : — -
|
| PERSONAL ) — —= :
{ tWhat is the shared folder for? Who knows! But
— —_— b it's in the screenshots and so we're using i1t,|
| SHARED + This is just going to be a really long-winded
string literal that allows me to test such
things as text wrapping, and scrolling.
WUTILITY Lorem ipsum dolor sit amet, consectetur |
adipiscing elit. Vivamus posuere |ibero at
= nulla dignissim porta. Etiam quam nibh, tempor)
I iet tectus id, viverra fringilla augue. Sed sed
{PERSONAL | laoreet erat. Etiam tempor eget felis eget
| | {porta. Aenean purus arcu, venenatis et cursus |
UP. DOWN: select folder | LEFT, RIGHT: scroll | q: exit

i > AROUND THE WORLD, GOVERNMENTS HAVE TURNED THE
| INTERNET INTO A SURVEILLANCE MACHINE.

| > LOGOS PROVIDES END-TO-END ENCRYPTION WITH A
| DECENTRALISED DESIGN. OPT OUT OF MASS SURVEILLANCE.

| > CONTROL YOUR DATA, PROTECT YOUR PRIVACY, TAKE BACK
{ THE INTERNET.

ACT NOW AGAINST MASS SURVEILLANCE. FOLLOW BLOGOS_NTTWORK
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Utilitie

Boing

PrefBdit

Expanzion
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0ffice

GraphicPump

PrintFile
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Anonymous Character
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Anonymous Character : : : Chief Editor /&
] ] This character will
Players will encounter this character mainly appear |
during the game via the anonymous during the

email and then the meet up Anonymous Character & Chief Editor introduction scene,
where they give

the player the
backstory/give
players a mini
tutorial on how the

game operates
Anonymous Character in evhironment Chief Editor in encironment




Harrative Storyboard- Airchive 13

Game Frame

You arrive at The Daily Lens office, late at night. The place is
empty except for the hum of old CRT monitors. The answering
machine on your desk blinks red

Description - Intro to what the
player does and their relationship
with their boss. Explains the
premise of the game.

Game Frame 5

what the heck

Description - You open the photo
linked to the email, to find you’ve
been sent something that no one
should have access to.

Game Frame 2

W
LOADIMNG

Ugh can’t believe I'm having to do overtime, if things weren’t so
bad | wouldn’t have to be here

Description - Starts the computer
POV

Game Frame 6

THE ARCHIVE KILLER Unverified Imase
RETURNS? SECRET IMAGE Raises Questions
LEAKED About Closed Case

Description - Choose what to do
with this email. Listen to your boss
and make a big, sensational story
or stay ethical, listening to the
anonymous sender.

Game Frame 3

h

just as you load the computer the answering machine flashes
again

Description - Interactive part on
the computer where you have to
find something worth printing

Game Frame 7

FROM: Unknown
SUBJECT:You shouldn’ t
have published that.

Meet me at 80:47 behind Court
Street Station. Come alone.

I'm not sure what | expected this morning, but it definitely
wasn't... this. No sender, vague message, and a request to meet

up?

Description - You receive another
email, asking to meet with the
anonymous sender.

Game Frame 4

Hey, what's going on over there? | saw something strange pop up
in the server. If you've found something weird, | don't care. Publish
it. Weird sells

Description - You find an email
from an anonymous sender
relating to an old serial killer case

Game Frame 8

? stays deep in the shadows, tense and angry.

Description - You meet the
anonymous sender. Depending
what choice you chose, your
interactions will be different.




LORDIMNG

"Rt

FROM: Unknown

SUBJECT: Archive 13:You
need to see this.
Attachment: Photo_B13p9.

You don’t know me You don’ t
need to What Yyou do need this
the truth they buried Twe lve
s. one pattern. no

suspect

case

They sealed the thirteenth.
and erased evervything Oor so
they thousht This imase
wasn’t meant to survive Look
closely. He left something
behind Something theyYy missed

Don’t forward this.Don’t print

it Don't trust anyone in Your

office Wwhen You see it
you’ | | understand why the
others disappeared



S0 Modelling protoType

Hon—rendered

WHe 1nvison
having a abD
element at TtThe
start of The
game To give &
unique Teesel
beftore The
Player 1mmerses
Themselwves i1ntTo
tThe 2D
Bexper 1ence

(DOFfFFfice may change
appearance this 1s fTor
visual purposes only)l



Evidence
Investigation Loop

Player opens an
archive file (photos,
email, files)

They analyse content
(inconsistencies)-
mini puzzle

Compare evidence to
each other (timeline /
keyword match)

Systems gives
feedback- verified,
inconclusive, forged

Unlocks new clue or
lead

Core Loops

Fieldwork Loop

Player chooses where
to go

Mini interactive choice
screen

Outcomes vary by risk
level

New evidence or
danger unlocked

Narrative Progression
Loop
Player reaches story
checkpoint
Cutscene/summary
reveals new twist
New batch of evidence
and decisions unlocked
Branches depending on
the player’s past

choices and accuracy
stats
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For the second

proftoftype, I made a
simple Twine project tTo

show tThe Tlow of The
narrative and game

loops

Taoa show oft the wvisuals
and fTeel of the game, 1
made a proftotype
featuring conceptT art and
a narrative both me and

Irxr>zy designed

"Hey. Listen. Readership is at an all-time low. I need something worth printing
tonight. Go through that computer and find a story. No excuses."

Your editor's voice crackles through the answering machine.

You sigh and sit at your desk.

turn computer on



Aud 1o
Intro-0ffice

e Mouse clicks when interacting with the computer
-.Police sirens (what old Hew York Ciidy would sound like at
nightl

Voice acting for phone call (potentiallyd

General within game audio

Player could have small monologue to help guide players
Cvolce acting poftentially)l

e MOouse clicks on computer

cHotification sounds on computer

. Tuping

Mus i1c
cWhen you start up the game
. When the game ends can fade in while credits roll

City noises Noir-style music Sirens Typing

C:jJL C:jf; C:jﬂ; C:j‘t;
o | o ) o %
é? gb é? Y

Mouse clicking

Q'
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By Jessie B Irxrry

Thank Youl
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