
 
 
Same Storyline as my prototype 1 game 
 
 

1.​ Giant piece of cheese in the middle of the room 
a.​ Player can interact with it, every bite will change the world in some way 

i.​ Some rooms getting smaller 
ii.​ NPC changes how they look or how they talk 

1.​ Broken, Mirrored, Talk differently 
iii.​ Doors lead to wrong ways 

 
NPC 

1.​ Roach  
 
 
Beginning Scene 

-​ You live in places where nothing is meant to last. 
-​ Everything you find is temporary. 
-​ Everything you touch is already on its way to disappear. 
-​ So you take from it anyway. 
-​ You eat, and it becomes less. 
-​ That is the only way to survive in a world like this. 
-​ That morning, something pulls you out of sleep. 
-​ Stomach: grrrr… 
-​ Walk to Kitchen (Room V1) 

 
 
 
Room V1 - Normal 

-​ Cozy Pantry/Kitchen 
-​ NPC: Friendly, normal dialogs 
-​ Beginning Dialog: 

-​ The two legged hasn't been around for months 
-​ But somehow, the shelves are clean 
-​ (Hit first interact) You smelled something delicious, fresh juicy,  
-​ Its  a Perfectly sliced tomato 
-​  

-​ Roach Dialog 
 
 
Room V2 (If Interact) 

-​ Objects misaligned slightly 
-​ Room getting smaller 
-​ NPC sprites slightly distorted 
-​ Dialogs become confusing and weird 
-​ Still a piece of cheese but distorted 



-​ If Player interact with cheese, teleport to Room v4 
 
Room V3 (If Interact) 

-​ Player cannot go back anymore 
-​ NPC sprite/dialog changes completely 
-​ errors in the entire room 
-​ You can only interact with NPC and cheese 

 
 
 
Room V4 

-​ Empty void 
-​ NPC disappears 
-​ A single piece of tomato in the middle of the void 

 
Ending 1 (If Interact with cheese) 

-​ Nothing left, you’re trapped in the void forever 
 
Ending 2 (If leave the cheese) 

-​ You (The rat) wake up from your dream? 
-​ Dialog: 

-​ It’s gone, everything 
-​ Was it all just a dream? 

 


