Original Game Concept:

“Say Something!”



“Say Something!”

Concept:
A game that portrays the contrast between wanting to speak & being

forced or pressured to.

Type of Game (Genre): Choose your own adventure, interactive, top down game

Number of players: Single player

Mechanics: Speak, Walk, Interact (options)




Goal: Find people that understand you and/or will listen to you.

Player XP: To either: sympathize, resonate or relate to the story.

|| Maybe feel the frustration of not being able to be heard or speak.

Scope: 2 main areas:
% Bedroom/Dorm (safe zone?)

% School/Class



Target Audience: People who are looking for a deeper game with

a happy ending/people who can relate to the story in the game.

Platforms: PC/Mac, Switch, and Mobile
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Example of a possible ending:
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Thank you!



