1. Cover Page
· Game Title: Escapism
· Genre: Indie, Metroidvania, Fantasy
· Platforms: PC
· Target Audience: Anyone aged 12 and above
· Version Date:
· Team/Studio Name: 


2. Executive Summary
Game concept: Based on the concept of Escapism, the game focuses on a troubled character who escapes from their problems, emotions and life in their head. This is their usual strategy to deal with their problems and escape reality for a bit until one day, the problems become too much to handle for the character since they’ve been suppressing and ignoring them and eventually, the problems corrupt their fantasy world. They realise that they’re trapped in this fantasy world in their mind and can’t escape and the only possible way to escape is for the character to confront their issues that they’ve been avoiding. The issues themselves have taken form into monsters and creatures which must be defeated and ultimately, they must face their inner self (the final boss) to finally escape from this world.
Unique gameplay hook: The player would be playing as the main character of the story and the gameplay will mainly be action based but in a metroidvania style, taking inspiration from successful games such as Hollow Knight. It will also be centred around a fantasy theme that would help to elevate the idea that you’re in an unfamiliar world in the character’s head where the rules of reality do not make sense so the gameplay would be heavily linked to this.
Unique selling point (USP): It’s a game with a story that focuses on real life issues that may be relatable to the player and portrays it in a fantasy action style to make it more unique and fun to explore for the player. It encourages the audience (players or people watching streams of the gameplay) to learn about the issues that come with avoiding to deal with your problems and emotions (as seen with our main character of the game) and that you can’t always avoid it; they eventually need to be dealt with.
Player Fantasy (what the player feels like): Since the player would be playing as the main character, the player would get to have an understanding of the character’s life and mind, thus allowing them to immerse themselves into this fantasy world and maybe even relate to the main character. 
