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HIGH CONCEPT

LAYER O

You wake up in a chaotic
afterlife after the death of all
living souls and they don't
rememberanything, their
memories are shuffled across
this place,and you venture
forth to know who you were »
and what happened to all of us {HEERRT

Remember Me Is an Action
Adventure




MDA

LAYER 1

lllusion Puzzles

Emotional combat

Choice of memories

In puzzle zones, the player will have to find speci Optical illusions and a feeli
angles for the path forward to reveal itself of an attempt to remember
something

Combat in the game is based on switching betw« Deep combat system with &
attacks of different elements (emotion attacks).T lot of combination
have different effects on different enemies possibilities

After completing certain challenge (combator  Feel of gameplay progressi
puzzle) the player will be able to choose from a < and story progression

of memories that represent combat stat boosts ¢

new moves



MDA

LAYER 1

Emotion Counter
System

Enemy Types

Heal in water

Each emotion in the game (Sadness, Happiness The player will have to builc
and Anger) has its unique traits in both combat a their character based on hc
story but having one emotion a lot more dominar they want it to feel both in
may result in being weak against certain enemie combat and story

Emotion Counter will influence combat, characte

interactions, memories player encounters and st

beats

Different enemies with different move sets and It will force the player to
emotion weaknesses or resistances adapt to different situations

When the player goes into the water it saves the Water gets me closer to life
game and heals the character



STORY BEATS

LAYER 1

A The end of the world and all living sol 1

A The player awakens in afterlife and remember not
A The player start seeing memories of you pae

A Other souls start remembering t( 4 |

A With time the player remember who you were and know seek answers
about"The End"( 5 |

A The afterlife starts fighting back and gettingin the( 6 Jy
A The player find out the truth you were seeking( 7

A The player fight The Nameless defeat

A The player decides The Nameless( 9

A Humanity is now able to reincarng 1o
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Goal

GFI

LAYER 2

Learn more about
your past

Balance between
emotions

Learn about "The
End" and what lead
to it

Fight back for your
and everyone's lives

=

With each memory added to the character, player w It will create a connection
learn more about who was their character before d: between the player and the
It will be expressed in cutscenes, dialogues,combe character since the memori
style and puzzles are chosen by the player

If the player has too much of a certain emotion in tf Itis up to the player to
character, it will reflect on the games story altering decide which emotion they
dialogues and endings. It will be expressed in cutsc want the character to
dialogues and combat represent

The more mysteries player uncovers, the more soul This is meant for the player
the afterlife remember and the more it is evident thi to feel the urge to go

"The End" was caused from afterlife. It will be forward for their and
expressed in the environment, cutscenes and dialo everyone's sake

On their journey,the player will have to defend This section is supposed to
themselves from afterlife forces and eventually atta make the player feel alertec
those forces to reclaim their life and world. It will be and constantly ready for the
expressed through combat, dialogues and cutscent fight



PLAYER
MOTIVATION

LAYER 2

A Player Motivation type:Immersion

A Gameplayis closely connectedto the story
and lets the playerto decide who they are
in the game. This creates an immersion
since the playercan be anyonein the game
world

A The more playerlearns aboutthe world and
themselves,the more unsettling the
truthbecomes,immersingthe playerin the
sadnessof the game world.The player needs
to overcome their struggles,or they will
never getreborn
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CONFLICT, TENSION &
STAKES

LAYER 2

A ManVS Supernatural: A human like the playeris
fighting against angels and gods

Loss of memories High
Humanity might not survive High
Angels and Gods might nc Low

survive
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A Evaluation Criteria
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A Other notable characters



