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TEAM (Alphabetical order)

Abril Gutiérrez

Concept art, illustration, story board, animation, script USA

Andrea Velasco

Research, illustration, character design, script México

Jacqueline Ueltzen

Game producer, level designer, concept art, illustration, character design, script Germany
Jonas Wehling

Level designer, script Germany

Julio Broca

Mentoring, art direction México

Mauricio Rabiella

Research, illustration, character design, 2D artist, script México
Sandra Czerniawska

Lead artist, level designer, concept art, illustration, script Poland
Wout Janssen

Unity gameplay programmer, script Belgium



Storytelling gamified; inspirations:

Mask of truth is a storytelling gamified in first person. The player will help the main character to recover from amnesia. Both have to recover their
memories solving the mysteries in the game, and find their purpose. Dialogue box will gide and display the story as the main part of the UX. Here we

can see next some inspirations: Pokemon Red, Persona 3, Shadowrun, Disco Elysium —showed in this order—.
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" am??

"Nice to meet vou.”

"Why do vou have a gun?”
"Is this the girls’ dorm?”

Yukari Takeba

c.Hey .

FOKEaMONT Come on?t

Let’s battla'am?
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Movement: Determine the initial
position of the player, the direction
it walks, walking adjacently to the
bed, going back to bed.
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Walking |

| Consume

adjacently | Stamina:
to the || When the
bed: No (  player uses
stamina is | | it’s

lost when || movement
walking || to walk
adjacently | staminais
to the ,I consumed.

bed. I'

|
Going Back to bed: After
falling down the player
fades to black and
appears back in bed

The room “A” (scape room)

Here is where the game begins. The player awakes form coma.
Too weak to walk, have to learn the best strategies to keep strength enough to not faint.

Stamina System: Show the

current stamina, Consume
stamina, Fall down.

Fall down:

When the
player
depletes
its stamina
bar, the
doctor falls
down and
Goes back
to bed.

Social Interaction:
Show Dialogue,
Advance Dialogue,
Choose Dialogue
options.

Interaction: Start a Dialogue, | Inventory System: Show the
Start a puzzle, Pick up an object, inventory, Choose an object, Use
Open a document. | @ key, Open a Document.

Use a key: Using

Start a Puzzle: Pick up an object: Open a document:

Introduce a Gain stamina. Display the the key next to

Password, . contents of a their respective
fc oo document. lock unlocks it.
upgrade.
Pick up a
document

Gain Stamina: Pick up an Upgrade:

Certain objects regain Pick up Mobility Devices

stamina when picked up
Pick up Wheelchair:

Pick up Walker:

Stamina is no longer

Stamina consumption
consumed.

is reduced in half.
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Assets and tilesets on
isometric environment

Here is where the game begins: Room
‘A”.
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Assets and tilesets on
isometric environment

Here is where the game begins: Room
‘A”.




Proof

Doctor in room “A”, planning how to
scape




riddle 1, riddle 2|
I
Screen is locked and i
needs password ;
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________________________________________ i
interaction with
bookshelf
v
opening Bookshelf Ul
o
Riddles to scape room ¥
. . rinteracts with
Flow diagrams of the riddles for bookshe rddle bl
programming ]
Y
control window
“wanna take the book?"
yes no
¥ v
Success = et cardl . it
+ mﬂap;ﬂua ui tcard
¥
player can use card on
door lock to go outside

____________________________________________



1. Explosion in the lab(Video)

See the video
Press Play in leftcorner to reproduce







2. Awakening after coma

Story board. Art: Abril Gutiérrez. Concept: all team.

Dr. Paracelsus Roegen has been in coma for a year after the lab explosion.
Here he will know the characters next to him all the game: the nurse Dana
Morgan and the stretcher bearer, Cype. Too weak to be awake, he will faint.
Next tome he awake, is to scape form the Room “A”.



D: "Huh? Where am 1?" D: "l recognize this technology..." D: "What happened to me?!"
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D: "Who are you?"
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N: "*Gasp” Dr. Paracelsus!

N: "Let me just make sure your vitals are stable.

N: "Move Cype! | need to see

You're awake!"

what's happen- "

"Why didn't you tell me sooner Cype!?"

D: (Dr. Paracelesus? Is that my name?)'




D: (Wh n't | remember anything?? N: "Doctor | need you to calm down so
Who are these people? What place is this? | can stabilize your vitals.." D: "GAHHHHHI"

M B . . .
y head hurts..) D: (Something isn't right... this place-) N: "Doctor!”

D: *GASP*

N: "Cype! He's having a heart attack!!" _C: "Hah! | know vou have a hard chest

Doc, you're a stubborn man.This is not

fhe day you die.”



N: "Cype are you nuts?! You could've killed him!" *Cype and Nurse arguing*

C: "Relax sweetheart. He's awake, he's breathing D: "| don't who vou are. but you saved my _N: "Of course Doctor! It's good to have
you're welcome. life, so, thank you." you back. Sleep tight."

C: "So... Who's gonna tell him?"




Final art of the characters

Art by Jay Ueltzen; concepts: all team.

Dr. Paracelsus finally scape. Still too weak, he needs the help of Cype, an old
good friend that he don’t remember but a strong link ties them. Dana
Morgan is absolutely necessary, without her professional care, the Doctor is
in danger to die. They will help the Doctor to scape the hospital to the
abandoned city.



Dr. Paracelsus Roegen




Cype (stretcher bearer)




Dana Morgan (Nurse)




THANKYOU
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