
The Rat Cellar

Genre: Pervasive Game

Storyline: 
    You wake in an unfamiliar room.  You've been kidnapped, and need to find a way to escape!  Using 
clues from around the room and knowledge of the outside world, you attempt to escape the dark and 
scary room...

Game Concept: 

    In order to determine how to find the needs to escape the room, the user will need to analyze both 
the digital world and reality.  Using clues from both worlds, the user will be able to progress through 
the game to the next clue, the goal being, ultimately, to unlock the door and escape the room.  For 
example, the user may find a digital clue such as a number in the room.  Upon calling the number in 
the real world, it will unlock the answer to find the next clue in the digital world.

   
Interactivity: 
    Most clues and puzzles are initially submitted to the user through the digital room.  The clues are 
necessary in order to advance through the game.  Using clues from the room, the player will discover 
information in the real world which will be used to progress in the digital world.  When the player 
awakens in the digital room, he will be able to click around to find clues and other information.  Using 
information from outside of the digital world, discovered by doing activities such as visiting a location or 
solving a puzzle in the real world, other clues will be unmasked. Since this game is somewhat non-
linear, there are multiple paths users can take to begin the quest of unlocking the door.

    Since the game is pervasive and many clues are outside, the user will have the option to save his 
data so that he can come back to it later.

Ending:
    The last clue will be used to help the user escape the room.  The goal is to find 3 key cards hidden in 
the room through various puzzle sorts that will help to unlock the door.

How to Play:

Using the black navigation arrows on either side of the screen, the user can progress through the 
sections of the room.
To find a clue, the user must click suspicious objects or areas of the room which may lead to answers of 
how to get out.
Once clicked, a dialogue box will appear to aid the user in finding out what they are looking at.
When a clue is found, it appears in the inventory box, and can be utilized when clicked on, if it is 
actually a clue that can do such a thing.


