
F o u r t h  F o u r t h  N i g h tN i g h t
c H A R A C T E Rc H A R A C T E R

You play has Stacy, on a trip with her husband to a vacation house. Tension runs in the couple, but
ultimately, they are in love and use this vacation to reignite their love. But it all goes down the
drain when Paul (the husband) dies, and Stacy gets purchased by a mysterious figure with a TV for a
head. Stacy dies, and the movie loops. The only knowing about the loop is the player, and they must
liberate Stacy from this never-ending movie loop!

C a m e r aC a m e r a
The camera is literally a movie camera. The rules of a movie are the most important thing for the
camera. Wide exposition shots permit the player to see the environment and try to interact with it.
Internally generated camera moves can help the player be in the protagonist shoes and hide
harder choices that we want to hide from the player.

P e r s o n aP e r s o n a
The persona is similar to Until Dawn
players. This game can be scary and be
played in a group setting, where
everyone can help resolve the
puzzles given in the movie. At the end
of the day, the goal is to appeal to
biggest denominator, so anyone with a
small interest in video games and is
courageous enough to play a
stressful game.

C o n t r o l sC o n t r o l s
The controls are purposely very simple. 

P i l l a r sP i l l a r s

Play with the expectation of the
movie experience. The game must start
like a normal movie, then video game

elements appear like a point and click
exploration system, an inventory

system. 

It also applies to the movie
structure. The movie is a breathing

living creature that can make mistake,
so certain parts can rarely change. 
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MetroidVania / Point and click

progression. The layout must be
created like a Metroid vania map.

Where certain objects are placed in
a unique and specific location. These

objects help getting into more
places.
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Create a tense movie experience,
we need to be scared for our
protagonist death, until it
becomes mundane!

All buttons (A,B,X,Y) are used for interacting with the cursor.
When the players interact with the cursor. A recognizable
sound is played when to do something correctly. Nothing is
played when the player doesn’t do the right interaction.

You can move the cursor with the arrows and both joysticks.
The inventory system appears if the cursor is placed at the
right place. To use an object, you press the interact button on
the object.


