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High concept 
You are tasked to infiltrate the greatest spaceship ever built and assassinate its captain who has 

gone insane after returning from the first trip beyond our solar system. 

 

Features 
• The player explores a big spaceship while interacting with its crew and looking for clues 

on what has happened onboard. In the end he has to make a decision on how to handle a 

very dire situation 

• Played from a top down camera perspective 

• Action based game-play provided in a top down shooter environment 

• Puzzle based game-play in the form of hacking computers 

• Interact with non-player-characters through a branching dialogue system 

• The game can be played through without killing anyone, killing pretty much everyone or 

anywhere in between. 

• Player finds out more of the story by listening to audio logs, reading e-mails and engaging 

in dialogue with non-player-characters 

 

Player Motivation 
The player controls a mercenary sent aboard a spaceship to assassinate its captain. He is free to 

explore the ship and interact with its crew however he wants. Through this he will find out that 

large parts of the ships crew are actually infested by some sort of alien parasite. The player must 

then make up his mind on how to deal with the aliens based on the information he finds. 

 

Genre 
Action/Adventure  

 



Target customer 
Fans of non-linear games as well as fans of Action/Adventure games. 

 

Competition 
None 

 

Unique Selling Points 
• Offers a unique spin on non-linear storytelling, the player is free to approach the story in 

several ways 

• Gives the player the freedom to play the way he chooses 

• Moral choices with no “right” answer, they are completely up to the player 

• A compact game experience, a single play-through is short but there are good reasons for 

playing through the game more than once 

 

Target Hardware 
PC 

 

Design goals 
Player Choice:  The player should always feel like he is doing what he wants to do inside the 

game. He is never forced to read long dialogues or solve difficult puzzles unless he wants to 

make it part of his game experience. Likewise he is never forced to go around shooting stuff 

either. 

Moral challenges: The game is not to present correct or optimal solutions to the player. The 

player should instead evaluate the information he finds, and use it to make up his own mind on 

how he wants to act. 
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