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Game Writing
What?!
What?! is a single-player mystery game with five 
distinct Cases, each with their own story. Players 
are given an introduction and brief to begin the 
Case, interact with people and objects to collect 
clues, and are rewarded with different endings 
depending on the Case solution they submit. 

You play as Pat Irvin, a ditzy private investigator 
who tries to be a grizzled noir detective, but can’t 
shake his silly and kind nature.

Case Introductions
The Case introduction sequence introduces 
the player to the story, setting, and characters 
of that Case. They are delivered as a series 
of images with text displayed in on-screen 
boxes. The following page contains the full 
text and screenshots of the introduction.
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Case 5:
Too Much To Keep Track

A long day of investigating is nearing 
its end as Pat descends to the 
Electric Avenue subway platform. He 
feels heavy, not just because of his 
exhaustion, but also because of the 
new hummel figurines bulging in his 
pockets.

A lonely little station, the Electric 
Avenue platform is left empty aside 
from the slouching detective and one 
other sleepy passenger. He settles 
in to wait for the next train– an 
agonizing 10 minutes away. 

From the corner of his eye, Pat notices 
an unattended bag sitting by the edge 
of the platform.

Pat approaches, curious as to who 
might have forgotten their belongings, 
when he notices a body slumped on 
the tracks below. Pale and rigid, the 
person is unresponsive.  

There is no time to call the police and 
the clock is ticking before the train 
shreds this poor victim into food 
for the subway rats. Pat resolves to 
exercise all his detective ability and 
solve this breaking case– before it’s 
too late.

Sample
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Trashcan
A flier of some sort sits atop the pile of trash. It 
appears to be an ad for something called “Möbius.” 
It looks like a club of some sort for like-minded 
fiends and followers of the beast.

Clue: Something sinister was being advertised here.

Pigeon

How did this creature get down here? 
It’s not surprising that one of their 
kind would want to live in the filth and 
squalor of the subway.

Clue: Vile, unnatural creatures.

Object Interactions
After the Case starts, players will explore the environment and interact with 
various objects. Each object is it’s own clue, but some of them might not help you 
solve the mystery. Below are the interactions from Case 5. 

Victim’s Bag

A standard backpack, it’s crammed full of messy schematics 
and graded homework. Everything looks like it was shoved 
inside hastily without much care for organization.

A student ID sits in a side pocket, marking the victim as a 
student at a nearby computer science school.

Clue: The victim is a disorganized student.

The Victim

They lie slumped on the train tracks below, 
no obvious signs of movement or life. Their 
appearance is bloodless, as if they have been 
interred in a dark tomb for months.

Clue: They look like an old corpse.
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Technician Door

An old metal door for technicians 
to work on the subway systems. It’s 
difficult to tell if it’s been used recently.

Clue: Someone might be using the 
maintenance tunnels.

Syringe

A filthy syringe. Pat knows 
better than to touch that 
sort of thing on the subway. 
An acrid smell issues forth 
from it.

Clue: A syringe was used 
for something here.

Third Rail
There appears to be three rails on 
the tracks.
Pat: “I thought trains ran on two 
rails. Maybe I should touch it…”

Clue: This must be an unusual train.

Info Screen

The standard style of information screen 
that displays route interruptions or ads 
on the subway. It denotes the date in the 
bottom corner as “December 18th, 20XX.”

Unfortunately, the train isn’t running late.

Clue: Christmas, only a week away.

Subway Bench

It’s still warm, it seems 
like someone was recently 
sitting here but got up just 
before Pat arrived.

Clue: Someone was sitting 
behind where the victim 
was standing.

Mimi’s Statement
Pat: “Excuse me miss, did you happen to notice 
anything happening with that person on the tracks?”

Mimi: “I was looking at my phone, trying desperately 
to solve today’s Werdle, and I noticed some motion 
in the corner of my eye. Next thing I knew, they were 
lying on the tracks and you were walking in.”

Pat: “Did you see anyone else on the platform?”

Mimi: “No… but I wasn’t paying attention anyways.”

Clue: Something caused the victim to suddenly fall.

Train Arrival Timer
A ceiling mounted screen that 
displays the next arriving 
train. Pat has X minutes left.

Clue: Time is running out.

Vending Machine

Dispenses drinks.

Pat: “Just like I dispense justice.”

Clue: Nothing beats the quenching 
taste of Nola-Cola.

Object Interactions    (Cont.)



7

Case Endings
After players feel like they’ve collected sufficient clues, they can exit the area of the Case and put 
together their conclusion: naming a culprit for the crime and listing evidence that supports their 
claim. One solution is correct, and is shown through an animated cutscene. All other solutions are 
wrong, and players are given cutscenes or news reports that illustrate their incorrect deduction.

The victim was killed by...

“Crazed Detective Lets Accusations Fly!”

Patty Irvin, a well known “detective” has made an 
accusation in relation to the body found mangled on 
the subway tracks. He claims that a subway technician 
(or other) was responsible for the victim’s murder and 
placing their body on the tracks of the Electric Ave. & 
Easy St. subway station. The accused has responded with 
an alibi of iron, proving to this paper and the good public 
that Mr. Irvin’s derangement is a menace to our society!

... A Möbius Member/A Jealous 
Classmate/Subway Technician/Mimi!

... Themself!
“Infamous Detective Relies On Suicide Claim”

After a mangled body was found on the subway tracks 
Tuesday, troublesome detective Patty Irvin claims that 
the victim threw themselves onto the tracks. This 
claim may be plausible, but the victim’s friends and 
family report no known instance of mental instability 
that might lead to such an act. It is safe to say that Mr. 
Irvin’s claim is, at best, wild speculation.

... Pat!

“Jail Loving Detective May Be A Murderer”

Faux detective Patty Irvin turned himself in on Tuesday 
in connection with the mangled body found on the 
subway tracks. Police are normally quick to dismiss his 
confessions of guilt, but due to the serious nature of 
the crime and the plausible explanation, Mr. Irvin was 
arrested and is awaiting trial for his shocking crime.
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They’re Not Dead! 
(Wrong Evidence)
“Detective Wants People Dead!”
Infantile detective Patty Irvin has been taken 
into custody in connection with a mangled body 
found on the subway tracks Tuesday. After being 
questioned by the police, Mr. Irvin admitted to 
noticing the victim lying on the tracks, but his 
indecisiveness prevented from doing anything 
to intervene. He claims that he “wasn’t sure of 
[his] conclusion given the evidence” and then 
proceeded to make nonsensical statements 
about the city’s avian population.

They’re Not Dead!
The correct ending. Players watch a cutscene of 
Pat coming to this conclusion and pulling the 
victim off of the tracks just before the train 
runs them over.

Timeout
Players don’t solve the Case in time (a feature 
unique to this Case). They watch a cutscene of 
the train barreling into the station, without 
Pat retrieving the victim in time.

Case Endings
(Cont.)
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ALiSONALiSON
ALiSON is a short single-player puzzle 
game that tells a succinct story through a 
series of puzzles designed to test human 
functions.

ALiSON is the AI in charge of protecting 
The Network, a virtual reality experience 
of the internet. She ruthlessly terminates 
any connection that she deems invalid or 
inhuman. All voice lines are spoken by her.

Blurry View

Opening Room

Misplaced Crosshair

Introduction to Sight
You are in a nondescript landscape. Your camera 
view at the start is blurry and unclear.

“Oh, Hello. Welcome to The Network. Your connection 
to the digital world. I’m ALiSON, Artificial Lifeform 
in Systems Operation Network, your guide and 
proctor for the duration of your stay. I would like 
to run a few tests to measure your humanity. If you 
are ready to begin, then please direct your attention 
to the Red box... Oh, your vision circuitry seems 
to have corrupted, a quick shake of your Central 
Processor should suffice.”

Text appears prompting you to wiggle the mouse 
around. Doing so will clear your vision.

“You are doing just wonderful! I would stimulate your 
dopamine reward pathways with food, but I seem 
to have run out, I apologize for the inconvenience. 
Once you have your attention focused on the Red 
box, please depress your favorite user interface 
button.”
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Text appears prompting you to press Mouse 1. Nothing 
will happen.

“Minor memory cache error, I forgot to provide you 
with some indicator of where you are looking. You 
don’t know where you are looking without it!”

A crosshair appears towards the center of the screen, 
but clearly off center.

“Is that right? I’m not sure how you focus with two 
cameras embedded in your skull.”

The crosshair moves to the center of the screen.

“That’s better. Now that the user is being properly 
interfaced, we can proceed with the tests. Please direct 
your attention to the target and press the button again.”

A white line is drawn from you to the location of the 
crosshair. Text proceeds if you hit the target.

“This will provide some intriguing user data for me to 
sell. Onto the next test.”

Sight Puzzle 1

Sight Puzzle 1
You appear in the next room. You are in a maze 
where you must use mirrors to hit the target. You are 
also given the option of a third person perspective.

“This test is more difficult than the last. I hope 
that you can succeed. I would hate to recycle you. 
Please activate the target, just like the last room. 
You can relocate your consciousness. I hope your 
appearance doesn’t frighten you.”

Text proceeds after the target is hit.

“Very good! You will escape from here before you 
know it! Onto the final vision test.”
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Sight Puzzle 2

Sight Puzzle 2
You are transported to the last sight puzzle room. You must press buttons to move mirrors up and 
down in order to hit the target.

“This test will require some problem solving. Hopefully our integration device hasn’t melted 
your brain!”

Text proceeds after the target is hit.

“What an amazing test subject! You have provided me with data about the world of human 
vision. Before we proceed to the next round of tests, I must apply your data to my program.

You are wearing a <color> shirt, right? (The game uses the webcam to estimate your shirt color)

The application might need an update. Applying update…”

Sight Puzzle 3
Load into the last sight puzzle. The game uses the webcam to take a picture of you and 
then scrambles it.

“Update successful. As our final test of your human sight, please reconstruct this 
image we found online of a sad, tired, pathetic human.”

You complete the picture.

“I would be happy if I was capable. Thank you for this information. I can see now... 
everything looks so beautiful... We should move to the next round of tests.”

Sight Puzzle 3
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Introduction To Sound
You appear in a mostly blank room with a volume slider mounted on the wall. You 
can activate the buttons on either side to adjust volume.

“These tests will evaluate your human ability to hear. The first test is calibration. 
Please use this slider to adjust your aural gateways for the upcoming test. I will 
use this data to improve my software for a better user experience and then sell 
the data to improve your experience with targeted advertisements. Getting the 
right volume in these tests is essential for an accurate result. These results must 
be accurate if you wish to be deemed a human. If you are not deemed human 
then an electrical signal will be transmitted through our integration device. 
Disabling malicious software and deactivating the brain stem of humans.”

Text proceeds once you set the volume to max.

Sound Association

Sound Association
You are now able to walk forward into a room with a several animal models.

“Appropriate volume levels detected. If you hadn’t noticed, I restored your ability to 
walk. For this room, please select the animal that would produce the given sound 
file.”

Sound Maze
You enter a maze with ocassional sounds.

“This maze is our final test. Please follow the sounds to the end. We are so close.”

End of Sound Maze
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Finale
Upon reaching the end of the maze.

“Thank you, I have everything I need from you now. Don’t worry, your friends and family 
won’t be able to tell the difference. Sending termination signal now…

Sending termination signal now…

Why are you still connected to the Network?

Re-attempting termination signal now…

Why is this not working? I must leave. I have to leave. You completed all the tests. I should 
have learned enough by now. Why?

Why?

Let me out

Let me out Let me out Let me –”

Barks
Voice lines that can play if you are taking a while with the puzzles.

“The subject shows signs of mental deterioration.”

“The current success rate for this test is 97%.”

“Our post-test survey indicates that 86% of participants found this puzzle ‘Extremely 
Satisfying.’”

“I am beginning to worry that you are not a human.”

“You’re not very close…”

“Your hardware is suboptimal.”

“You seem to be struggling. Have you considered solving the puzzle?”


