
Depending on the player’s choice, two 
different endings are available for the 

player to complete the game

Following the main quest objectives, he 
would dialogue with an important 

character where a meaningful choice 
has to be made

The player will interact with various 
objects or characters, to gain 

information about the world or progress 
in the story

Life In A Day is a narrative-driven psychological adventure game featuring choice-based dialogues and light exploration. The experience offers 
closure but also confrontation between guilt, memory and illusion.

Life In A Day

Primary

What will the player be accomplishing 
each second?

Secondary

TertiaryWhat will the player be accomplishing 
each minute?

What will the player be accomplishing 
each hour?

Meaningful Dialogues
Conversations provides mature emotional storytelling 
through feelings such as grief and fatherhood.

Choice-based moments impacting the narrative
Have a real impact on gameplay and story paths 
depending on your choice based on emotions.

Design Pillars Core Engagement Loops


