Level Layout Game Flow= Stage 1.

The main area is a stage, while Event:
the surrounding space is
shrouded in darkness, stretching

endlessly into the void.

| In the pitch-black scene, players may find scattered
| letters, playing cards, or pieces of paper — each
| containing fragments of information.
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Gameplay is structured around object pickups, triggered audio-narratives, and

s B B B .
‘ circulation-based level design. Lighting and material adjustments are calibrated to

Narrative + small puzzles Main narrative +Large puzzle Narrative + portal Narrative + large puzzle. direct player attention, adjust pacing, and shift mood and turn the mansion into a
stage-like space.

Tutorial Easy Puzzle & Quest reveal.




