Slide 1 — STAY
Hi everyone. My game is called STAY. It’s a 2D psychological horror visual novel made with Ren’Py.
The title sounds like a friendly invitation at first, but later, it can feel more like an order.
Slide 2 — The Night Job
So, you play as a high school student who lives alone and wants to save some money. You’re fairly quiet and reserved, with only a few people close to you. You’re used to looking after yourself and prefer living on your own.
In this case, you take a night job at a nearby yakitori restaurant. At first, the owner seems kind and funny, and you enjoy working there.
But each shift brings stranger customers and events. You slowly begin to question the food, the restaurant, and the owner who always seems ready to protect you.
Slide 3 — Design Intention
I want players to keep thinking about the game after they finish playing.
There won’t be much blood or violence. Instead, familiar things slowly start to feel wrong.
For example, the food looks delicious at first. But after finding a clue, the player might look at the same dish differently.
Even a short conversation could make them think back and wonder, “Wait, did I make the right choice?”
Slide 4 — Game Design Pillars
I have three main design principles.
First, Serve and Observe. Players take orders and decide how to handle strange requests. Also, they should pay attention to details, such as what the customers say and what the owner exhorted.
Second, Investigate and Take Risks. Players check notes and follow clues while the owner is busy in the kitchen.
Third, Choices and Consequences. For the players, their choices affect what they discover, whether the owner becomes suspicious, and eventually, which ending they reach.
Slide 5 — Core Game Loop
The main loop is to serve, observe, investigate, decide, and face the result.
So, you meet a customer, notice something unusual, and decide whether to look into it or continue working.
[bookmark: _GoBack]This is a visual novel, so the interaction comes mainly through reading, dialogue choices, and investigation.
Slide 6 — The Student and the Owner
These are the two main characters.
The student is an ordinary boy who wears clean, simple clothes. When he starts working at the restaurant, the owner gives him a Japanese-style staff uniform.
The owner wears traditional Japanese clothing. I chose a soft grey-green as his main colour to make him look safe and harmless. His expression is always gentle, making people feel comfortable asking for help.
Over time, the student may start to depend on him, which makes the owner happy.
But later, that relationship becomes more uncomfortable. The person keeping you safe is also the person who doesn’t want you to leave.
Slide 7 — Folklore and Character Design
The owner’s nonhuman form takes inspiration from Kosode-no-te, a figure from Japanese folklore. In the legend, it forms from a woman’s resentment and attaches itself to an elaborate women’s cloth. Many hands grow out of its sleeves while it hangs on a clothes rack.
For the owner’s second form, I kept the many hands and traditional clothing as key features. This also explains how he can look after the whole restaurant by himself.
I didn’t want him to look too human, so I covered his face with white fabric, leaving only a vague outline underneath. This creates a strong contrast between his two forms. It also suggests that his usual kindness and understanding are just ways of copying human behaviour to make the protagonist let his guard down.
I’ve given him the ability to control clothing, including the staff uniform. This explains why the protagonist sometimes continues serving strange customers even when he feels afraid. His movements are actually being controlled through the uniform.
However, the student wears an omamori, a Japanese protective amulet. It gives him some protection from the owner’s control and helps him notice things he would otherwise miss.
Slide 8 — Visual Direction
For the artwork, I’m aiming for a realistic, painted style.
At the beginning, the lighting is warm and the food looks inviting. Later, the colours slowly become colder and greener.
The idea is that the same place starts to feel different as the player learns more.
My references include Hannibal for its food imagery and colour, and Silent Hill f for bringing traditional Japanese imagery into a modern horror setting.
Slide 9 — Comparable Games and Target Audience
The main audience is visual novel players who enjoy psychological horror, Japanese folklore, and finding clues.
The Closing Shift uses an ordinary night job as a horror setting.
PARANORMASIGHT combines Japanese ghost stories with investigation and story choices.
Coffee Talk isn’t a horror game, but it’s a useful example of telling a story through customer conversations.
Their positive Steam reviews suggest there are players interested in these elements. Of course, that doesn’t guarantee the same response to STAY, but it helps me explain where the game could fit.
Slide 11 — Why Make STAY?
So, why make this game?
For me, its strongest idea is turning food and hospitality into something unsettling.
The owner also gives the story a personal focus. Players have a reason to trust him, even as they find reasons to be afraid.
And as a solo project, one main location and a small central cast make the workload more manageable. That lets me spend more time on the writing, choices, and artwork.
Thank you.

