
 
 
“A dark escape-exploration game with immersive narrative investigation through the 
eyes of a child escaping abduction revolves around a satanic cult and human 
trafficking loop.” 
 
Genre: Mystery, Suspense, Psychological, Drama. 
 
A kid is kidnapped into international human trafficking, he escapes before reaching the 
border and hides in an abandoned church. In there, he finds clues that reveal the dark 
history of the place—a satanic church that sacrificed children in the secret underground 
area. The player is this kid, and he must escape while staying alive from the abductors who 
are trying to capture him. 

 

 

 



 

Player Name: Aster 

Age: 13 years 

Aster is an intelligent kid from a rural town. He doesn’t go to school to help her parents with 
their field, so he’s very close to his family. A rough childhood leads him to mature faster. He 
had been kidnapped once, and it traumatized him until he got dissociative identity disorder 
(DID) and memory loss, but his family hid it from him. 

●​ Being tricked by other people trains him to be calculative and cautious of new people, 
so he’s fast at catching people’s emotions. 

●​ Working in the field trained his body and stamina, so he’s more resilient than his 
peers. But he has asthma and low blood pressure. 

●​ He isn’t the leader of his peers, but he’s the one who makes sure everyone is safe; 
he’ll only take charge if the situation forces him to. 

●​ His other personality is unempathetic and solely focused on surviving because it was 
created to protect his past self when he was kidnapped and helpless. 

 

 

Character Barks (Aster) 

Location Gameplay Context V.O. Direction Cue 

Kitchen Interact with dusty cast irons Studious It’s sturdy but too big, I 
can’t take it 

Kitchen Interact with old firewood Attentive, 
questioning 

They still used firewood?  
How old is this church? 

Main Dining 
Room 

Inspect floor near the door 
(before found the dagger) 

Anxious, try to 
calm down 

No, it can’t be moved 

Main Dining 
Room 

Inspect floor under the table 
(before found the dagger) 

A bit rushed Not this one 

Main Dining 
Room 

Inspect the floor on the 
corner of the room (before 
found the dagger) 

Hold in the 
panic 

Goddammit, where is it? 

Chantries Interact with one of 
chantry’s bench 

Observant Is this the grieving room? 

Left Hall Try to go to Front Entrance 
(after spotting Gibbs) 

Fully reject 
the idea 

No, he’s gonna kill me 

Left Hall Interact with the window 
facing the Inner Garden 
(after spotting Gibbs) 

Cautious It’s too open, they’ll notice 
me right away 

Left Hall Getting near the door of 
Woman Chapel (after Jay, 
Hans, Paul passed by)  

Extremely 
wary & alert 

Left foot, right foot. Don’t 
make sound 

Left Hall Interact with the door of Calculative, It’s not the way to the 



 

 
 

 

Character Barks (Aster) 

Location Gameplay Context V.O. Direction Cue 

Main Chapel (after Jay, 
Hans, Paul passed by) 

making 
mental notes 

Apprentices Room 

Junior 
Apprentices 
Room 

Interact with wooden chest 
(before read notes) 

Think fast There’s nothing, I must 
check other place 

Junior 
Apprentices 
Room 

Interact with bed (before 
read notes) 

Irritated, a bit 
panic 

God, where is it? 

Pastors 
Room 

Interact with table (before 
fireplace) 

Hurried Nothing here 

Pastors 
Room 

Interact with bookshelf 
(before fireplace) 

Click tongue, 
a bit rushed 

Not here either 

Pastors 
Room 

Interact with fireplace (after 
table & bookshelf)  

Rushed, 
panics 

I must get out of here now 

Chapter 
House 

Enter the room Hurried, 
hopeful 

Where is the clue? 
Anything, please 

Inner 
Garden 

Staying too long after read 
the buried letter 

Realization, 
determined 

I must go to the library now 

Left Wing 
Hall 

Staying too long behind the 
central statue 

Tense, heart 
beating fast 

He'll see me, I must go 
now 

Library Inspect the bookshelf Observant, 
assessing 

Everything is book, there's 
no hidden keys or clue 

Library Inspect the table Observant, 
assessing  

Nothing on here either  

Achieves 
Room 

Interact with pool of blood 
(after killed Paul) 

Detached, 
unemotional 

Burn in hell 

Achieves 
Room 

Interact with broken keys 
(after killed Paul)  

Irked, cold I don't care, I will make my 
own escape  

Left Wing 
Hall 

Try to walk further away 
from the left hall (after 
defeated Jay) 

Strategic, 
logical  

I can't wander around now 

Confession 
Room 

Staying for too long inside 
the room 

Full panics I must move, now 
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