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Concept Statement 
In Inner Demons, the player has to escape a mansion or perish in it. In this psychological, 

supernatural and choice-driven scenario, the player assumes the role of Blaire, a premade 

character who receives a letter explaining why she’s been “invited” to this building. The player 

learns they have to either kill the NPC in the game in order to leave, or they have to scavenge 

around for their saving item, which will defeat their personal demon and be the key to unlocking 

the door. Run, search, learn and kill: defeat your demon or be defeated. 

 

Player Experience 
The experience I want to give the player is one where they are invested in the horror scenario 

and easily adapt to it. The key to this lies in the set-up. I want to lure the player into a false sense 

of security when they start, and then slowly add sinister undertones in their interactions with the 

mansion and the NPC that they’re trapped with. 

 

The interactive story will contain elements of false choice, dark comedy and serious narrative; 

where the player will feel like they are playing against another character. The other character in 

the story will appear before you often within the four-day timeframe that this is happening, and 

will attempt to befriend the player. Once you both explore and find the rules to leaving, the other 

character will pretend to help but instead try to sabotage the player without them knowing. 
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Controls: 
● Point-and-click with mouse button 

● Rely on items with system or dialogue prompts:  

○ You see [item] on the table. 

○ “There’s a [item] by the chair.” 

Background: 

Characters: 

23-year-old former college student: Blaire  

● Blaire is invited to the mansion with a letter addressing an opportunity for affordable 

living in a share house. 

● She is determined, economical. 

● Options on choosing personality and such: 

○ Some dialogue that is protective of Austin 

○ Some dialogue that is self-preserving 

12-year old kid: Austin 

● Austin is invited to the mansion with a letter saying that his parents are out of the 

country, so they’ve arranged these temporary living quarters for him. 

● He is curious, somewhat independent. 

Demons: 

● Blaire’s Demon is a manifestation of her poor financial condition: Ineptitude and the 

resulting stress from it. 

○ The Ineptitude Demon moves somewhat slowly but powerfully. It has large chains 

around its limbs and neck, hence the dragging/clanging sounds she’ll hear to get 

notice of it coming after her. It looks similar to a Chain Golem from DnD. 
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● Austin’s Demon is the manifestation of his busy parents who travel across the world and 

don’t pay close attention as they should: neglect. 

○ The Neglect Demon is very thin and skeletal-looking with its ribs peeking out from 

under shabby robes, and knobby legs. Similar to how a Dementor would look like. 

The sounds he’d hear of it coming is the sound of whispers and gasps. 

 

 

4 



 

Mansion: 

● Former Master of the the mansion, Derek Edwin Wilhelm, was a deeply disturbed man 

who was also a practitioner of the dark arts. D.E. was plagued by pangs of failure and 

had attempted use dark arts to expel it from his body. He succeeded but didn’t expect it 

to take on the form of a demon. Only he was able to see it and it haunted him every night. 

His servants began to contemplate leaving him because some thought that he was 

losing his mind. The head servant, the most loyal one to him, decided to lock him in the 

mansion with the remaining servants until he was able to bring the best physician he 

could; however, it was too late. Now the mansion calls others to its corridors and has 

them face the same test as its former Master. 

 

Story flow: 
The character whose perspective I will focus on first will be Blaire’s. It’ll be in her perspective and 

the player’s choices are what determine her actions and how true she stays to her character. 

Plot points: 

Day one: Invitation 

● The first day builds the false sense of security, by having the two characters enter 

the mansion at varying times. Blaire gets the chance to explore and question if 

she’s being paranoid about the flickering lights and the thing she keeps seeing in 

the corner of her bathroom mirror. 

● She is startled by Austin and they both soon find that they’ve been invited for 

different reasons. After finding it strange, they try to call outside and find the 

doors locked and cellphones without service. They blame it on auto-locking doors 

and the service on how old the place is/its location. 

 

Day two: Revelation 

● As Blaire and Austin explore some more, they chance upon the master bedroom 

and study. They learn about the horrors of the mansion and how they actually 

cannot leave. As they search for answers, Blaire finds a hidden walkway leading 

into a cult divining room. Blaire doesn’t believe in this and calls it fantasy story. 

Austin agrees but seems a bit taken with the journal. 

 

Day three: Hunt 

● The previous night passes with the odd sights getting more rampant. Blaire’s 

demon manifests itself and begins to chase/torment her.  
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● Austin pretends that she’s just seeing things when he’s actually running from his 

own demon too. He suggests going back to the hidden walkway. 

○ Blaire thinks it’s going to be a flytrap but they go together anyways. 

● The area seems to have changed because of how their demons were 

summoned. The story continues and says that the door won’t open unless one 

person is sacrificed or they find the “key” (meaning that it doesn’t take the shape 

of a key.) 

● They’re struck by this and vow to band together to find the key. 

 

Day four: Run 

● More so a continuation of the third day, Blaire wakes up to the creaking sound of 

her door and thinks its her demon again. Getting ready to run once again, she 

throws her covers and finds that it’s Austin attempting to kill her. 

● CHASE with Austin pleading and saying that he can’t defeat his demon. He 

scavenged through the hidden walkway without her and found that the demons 

are the ones guarding the exit. They either need a body to feed on or they need to 

be killed with the saving item. 

○ In this moment it’s IMPORTANT to really show Austin’s age. He’s a scared 

boy who’s terrified that he might be killed. 

○ He’s acting out of desperation. 

○ He’s going to ask that you die for him. 

● As the nights progress so do the advancements of the demon, so Blaire will have 

to mad-dash through the mansion if she hasn’t found the item already. 

● She can attempt to use it if she does find it, but the item will need to be used 

properly to have the best effect  

○ i.e. 1. Point it at its neck, 2. Throw it at its chains, 3. Shield herself with it 

● If chosen well, the player will either be able to defeat their demon and leave, 

trapping Austin in the mansion with his demon or directly oust Austin, which she 

will get to see her demon and his feasting on him. 
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Game flow: 
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Level Design/Map/Floor plan: 

 

 

● The maze of halls in the second floor is to show how D.E. was losing his mind. 

● The way Austin is able to get through the maze to Blaire’s room is that he drew small 

markers on the walls.  
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● First Note in Dining room. 

● Second Note in Kitchen. 

● Third Note in Hallway. 

● Last Note in Study. 

 

Inspirations 

Betrayal at the House on the Hill 

 

● Betrayal 

● Choice-driven 

● Distinctive multiple endings 

● Number of players 

Reference Analysis 

● The premise of the mansion, the number of players, and the “Haunt”. 

● Haunt 54: Monster Mash 

○ Player come together to defeat the monsters and/or prevent them from all 

convening in the ballroom. 

○ The whole defeating monsters with items meant specifically for that monster 
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aspect. 

● A betrayal is bound to happen, it’s just a matter of when. 

The Last of Us 

 

Note system left behind by other NPC survivors. 

Reference Analysis 

● A simple and easy collectable 

● Contains relevant information on how to get past/to a certain area/level 

● Offers tips and advice to the player 

● Offers backstory of the game 

Environment Concept Art 

● Environments will be the standard spooky mansion interiors: 

○ Preference towards semi-realistic backgrounds 

○ Decay starts to appear towards the later half of the four days 

■ Basement, crawlspace and hidden walkway is unlocked 
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Backlog and Process 

Track Description Est. 

Hours 

Slip Risk Status 

GDD Everything in the Table of Contents 3 2 Working doc More or less 

Completed 

Re-Learn 

Twine 

1. Inventory 

2. Morality meter based on 

choices 

3. Add in hints 

3 3 URGENT More or less 

Completed 

Dialogue 1. Player and NPC interactions 

2. Branching choices 

3. Endings 

3 3 High Halted 

Game flow 1. Detailed game flow diagram 

2. Map of the mansion (for own 

use) 

3. Include items 

3 3 Mid Completed 

REVISIONS Make changes based on feedback. 4 4 Low Yes 

QA 1. Too straightforward? 

2. Able to make choices? 

3. Characters are realistic? 

4. Dialogue is engaging? 

5. Easy to read through Twine? 

3 1 Low Yes 

 

The original plan fell through, and much thanks to Dana, we’ve mapped out four 3hr blocks until 

the Alpha.  

1. The first block will be to map out a more detailed game flow. Equip with the items and 

what is to be expected in each section that involves scavenging. 

2. The second is to relearn Twine and figure out how to implement the inventory system, 

and a morality meter based on the choices you’ve made throughout the game. 

3. Implement. 

4. Implement. 

These blocks don’t count for slip. I’ve added in my own idea of how much slip I might be able to 

give to each block. 

 

New goal: do a beginning, write out what would happen in the middle and then do the ending. 

Still all in Twine. 

 

13 



 

The ever-changing process. Twine isn’t powerful enough to sustain these systems. Or, it is, but 

requires substantial coding that would be easier to do in another program. So the outcome of 

having to constantly rescope means that having this project be half-finished will have to do for 

now. 

 

Next would be the consideration of switching programs and learning a new one or if I should 

pushing through Twine (which is probably a bad idea). 

 

That’s in the future, though, so once things calm down, I’ll press forward! 
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Game Systems 

Item System 

Saving Items Pickup 

● Blaire’s saving item to defeat Ineptitude Demon is a hammer. 

○ She built her own chains now she has to break them. 

○ She needs to break the chains off the demon--which requires some 

maneuvering. 

○ “Tools carry around an undeniable utility that's always good to have.” 

● Austin’s saving item is a teddy bear. 

○ He needs to rip the head off the bear and make his demon  

○ The notion of rejection. 

○ “Aw. I haven’t had one of these in years.” 

Decoy Items 

● Have 1-3 items within each room 

● There are 8 rooms so there needs to be a minimum of 8-24 items in the mansion 

● Item descriptions will be in Blaire’s voice because she’s the one looking at the them and 

unsure of what other meaning they might have 

1. A candlestick with candle 

○ Lumiere’s missing all of his limbs. 

2. Steak knife 

○ Living fancy with a personalized AND engraved knife. 

3. Lighter 

○ “Metal Matches’ Finest Brand Lights.” It’s still got some fluid inside. 

4. Pocket mirror 

○ Portable and, luckily, still clean. 

5. Plunger 

○ ...hopefully this hasn’t been used in a while. 

6. Feather duster 

○ An old-timey Swiffer Duster, made from real birds?. 

7. Scissors 

○ These look pretty sharp actually, but not new. 

8. Soap bar 

○ For the dire need of clean and soft hands. 

9. Flashlight 

○ It’s looking a little worse for wear but, at least, the batteries still has some 

juice. 
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10. Screwdriver 

○ One of the many tools that’ll make me a master builder. 

11. Rope 

○ The Master had some...interesting tastes. 

12. Pillowcase 

○  This is the softest cotton I’ve ever felt. 

13. Skillet 

○ Cast Iron! This’ll last well into the next century. 

14. Rubber ball 

○ Look at that bounce. 

Inventory System 

● Limited, can carry up to 4. (For the Twine version, the player can pick up all 5, because of 

issues with item restriction and tracking). 

● Needs to be items that they’ve found throughout the scavenging/exploring section. 

 

Morality Meter System 

● Invisible? 

● Based on the dialogue chosen, there will always be two different choices: 

○ Self-preservation, where you keep to yourself and don’t help Austin 

○ Protector, you look after Austin 

Hint System 

● Notes for the saving item left behind by previous residents. 

○ Need to foreshadow how the item will be useful later so as not to punish the 

player for guessing incorrectly. 

○ The previous victims lured to the house will manifest parts of themselves into the 

notes. 

○ HINTS will be written in RED ITALICS for the player character. (I’m also bolding 

them in the doc because it’s hard to see.) 

● First note: 

○ Cook, Timothy 

■ Brandon, I need you to man the kitchen, post haste! Chef is furious about 

where the produce is and I haven’t the gall to tell him it hasn’t been 

delivered yet! I will run down to get it myself, but first, remember to test the 

new pots and pans to make sure they are durable for long preps and 

keep the fire steady on the stove. The porridge and potatoes have to be 

soft enough for the master to digest. This is when we must prove our 

talents and aid his failing health! 
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And for heaven's sake, don’t think I’ve forgotten--return the plunger! A 

joke is a joke. Let it die! 

■ Hint for the teddy bear and hammer. 

 

● Second note: 

○ Laundress, Ellen 

■ Well, I would say, Mark, laundering is NOT a simple task. I go through piles 

and PILES of soiled table cloth and clothes. I suspect your own 

personables are mixed in with the masses so it is only a matter of time 

until I find it and burn a hole in your drawers and we will see who is 

laughing! AND I also know of your troubles sleeping and the need for its 

fluffing. 
■ Hint for the teddy bear. 

 

● Third note: 

○ Contractor, Glenda 

■ Listen. I cannot have an entire floor remodeled because your loon of a 

master decided, on a whim, to make a labyrinth of halls. If his guests trip 

and fall or if he gets lost, the fault is his. Now if this is an issue of personal 

attachment then I somewhat understand, but even then, you would have 

to dole out a substantial amount for my men to even work around it 

without damaging the structural integrity of the entire building. Who built 

this? You need something much larger and more powerful to dismantle 

what’s been done. Contact me again once you have a better idea of what 

you want. 

■ Hint for the hammer and the reason for the maze/hint of the demons. 

 

● Last note: 

○ Pierce, the Head Servant 

■ Master Wilhelm...please forgive me. There was nothing else I could have 

done. No physician in the world could have freed you from your ailments. 

In all my humble years as your family’s servant, I have stayed dutifully by 

your side. It pains me to leave you in such a time. But I am determined to 

find a cure. I beg of you to resist the bouts of madness and stay safe. I will 

return to you swiftly. Break the chains which bind you. 

■ Hint for the hammer and defeating your monster. 
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Not Necessary Systems, Would be Cool to Have 

Health Pickups 

● So the player has a chance against the demon? 

● Would entitle making a health bar and keeping track of how many hits Blaire can take 

○ NOT critical but would be good to have 

○ Health in the form of energy bars? 

■ Pros: Replenish health, numerical system to keep track, can continue 

■ Cons: Game-y, may take the reader/player out of story situation 

■ What are the limitations of Renpy? Will I be able to have a health system? 

Images 

● Would be nice to have, but not a problem without it. 

● Can be simple images of items so as not to get too into character sprites and complete 

environment art. 

Sounds 

● Background music/sounds would be great to have, but not a priority. 

○ Ominous 

○ Morning 

○ Running 

○ Demon’s noises to show how it might be nearby. 

Notes 

Bonding moments 
● When they’re meeting for the first time, Austin will tell about how he’s being bullied, and 

Blaire can mention how people treated her like a witch growing up b/c of the Blair Witch 

Project. Austin won’t quite get it but appreciates it. 

 

Future Scenes 

● When finding the rope have Austin ask what the Master could’ve used it for 

○ You can respond with the hint of S&M--maybe he liked to tie people up...  

○ Austin won’t get it 

● Gets miffed on seeing the fancy steak knife 

18 



 

● A possible option of if you hadn’t grabbed the steak knife then Austin would’ve used it to 

try and kill you? 

● Candlestick--make a reference to CLUE 

 

Adding features to Twine 
● When the demons approach: 

○ Example of marking the text with colors, effects and such: 

○ (set: _alertText to (font:"Courier New") + (text-style: "shudder") + 

(text-colour:"#e74")) 

_alertText[Social alert: no one read the emails you sent yesterday.] 

_alertText[Arithmetic error: I forgot my seven-times-tables.] 

● Two different styles to the text: 

○ the letter sits in your hand. (mouseover: "the letter")+(text-color:red)[ 

○  

○ //it's pulsing.//] 

○  

○ (hover-style:(text-color:cyan) + (text-style:'italic'))+(link:"the letter") 

○ [it's pulsing.] 

○  

○ My deepest secret. 

○ (mouseover-replace: "secret")[longing for you] 

○  

○ (set: $count += 1) << PUT THIS BELOW EVERY TIME PICK UP ITEM 

○ check the count variable. 
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