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Task 2 – Cloud Storage/ Download Link

Presentation can be downloaded or viewed via Microsoft OneDrive: https://drive.google.com/file/d/1X25pwP4qbmiilLlN1O4oq15m9rVa2gTA/view?usp=sharing 
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Task 3 – YouTube Link 

Presentation can be viewed at: https://youtu.be/S4Yd6c4c4TQ


Video has been published and set as unlisted:[image: ][image: ]
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Positive Elements

Whilst this game does seem rather grim and forlorn, it does serve a purpose -

e Battling social stigmas surrounding mental iliness.

e Providing a first-person immersive insight into an individual's struggles with mental health.
e Raising awareness of how others’ reactions can affect a traumatised mind.

e Instigating the beginnings of empathy and understanding for mentally ill folk.

e Overruling the bystander effect and promoting self-advocacy.

MISINFORMATION

A person in a position of power makes
a false claim about mental illness.

BIAS

That false claim creates bias against
people with mental illness.

BARRIERS

That bias impacts access to care, and
people with mental illness struggle to
find support.

Often, mental illness is blown out of proportion to ‘sensationalise’ or pass
blame for systemic failings. Sometimes well-meaning people try to write
mental illness into media, but end up perpetuating harmful stereotypes
instead. Working WITH those affected can ensure any ideas being portrayed
are factual and genuine.

Obviously, not everyone with the same disorder will act or think the same way,
so it might not be ‘one size fits all’, but it's better than being based on false
information.

K« K
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Not only do | want to portray
the unseen and unspoken
parts of mental iliness, I've
lived them. It's been almost a
year since my fiancée’s health
began to rapidly decline. It
was deteriorating before, but
last July marks the time when
it really started to go downhill.

The colours are muted and bring a sense of monotony and a jaded worldview.

There are small nods in the environment towards the mounting background It has been HELL.
pressure on the player character to deal with the situation and keep up with —
household chores and socialising.
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Target Audience/ Intended Demographic @ § % 1 2 1

BAD LANGUAGE DRUGS WWW.pegl.info IE S R B
Those who love: | would LOVE for there to be a younger audience
involved, with parental/ adult guidance in order to
e Psychological Horror raise awareness in the newer generations...
e Narrative Heavy Gameplay BUT...
e Interactive (Non)Fiction e Strong Language
e Point and Click e Depictions of (Prescription) Drugs
e Pixel Art e Scenes of Terror/ Fight or Flight
e Mental Health Based Media e Loud Noises
e Medical Themes
e LOTS of Reading

I would like for this to be
mandatory in schools and/or
training for ANYONE in a
public-facing role, especially
Medical Institutions.

Sam o ot e | dON't Want to accidentally traumatise a generation,
as much as | want others to see this message.

As we know from history, when humans don't (fully)

We have moved on from understand something

lobotomising and electrocuting
people...

But we are still very much at
the tip of the iceberg when it
comes to understanding the
human psyche.

They demonise and label it as ‘Dangerous’. The public is
told to be on high alert. Those suffering don't get the help
they need - they only become stigmatised and alienated
for something they cannot control
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e Sawntc

| know what you're thinking - yes | do
have a game idea that entails teaching
folk to forage safely and sustainably.

This isn't it.

| was going to do that, but | realised it was
far too in-depth, being a 5+ year old work
in progress.

Malinger has become something of a passion project, something |
want to see to fruition and it's a lot more straightforward in many areas
than Organic Botanic which makes explaining it that bit easier.

Malinger is, simply put, a biography.

It's bleak, it's frightening sometimes, but it's the truth.

| love my fiancée and | want to turn her experiences with the failing
medical system into a game, not to minimise it but to show to the world
that even those meant to protect don't always do so.
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Video published X

ACCA 4041 Positive Impact Game Pitch Presenta...
Uploaded 9 Jun 2026

Share a link

®r x@® :

WhatsApp  Facebook Reddit  Pinterest

Videolink 0
htips:/youtu.be/S4Yd6c4c4TQ L

Promote this video

Promote video to increase views, subscribers or
website visits.
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This is just a demonstration of what you can expect from this project.
All audio was made and edited my me, the developer.
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BAD LANGUAGE __ DRUGS FEAR  wwwpegiino ES RE

Those who love: | would LOVE for there to be a younger audience
involved, with parental/ adult guidance in order to
¢ Psychological Horror raise awareness in the newer generations.
e Narrative Heavy Gameplay BUT.
e Interactive (Non)Fiction e Strong Language
e Point and Click e Depictions of (Prescription) Drugs
e Pixel Art e Scenes of Terror/ Fight or Flight
e Mental Health Based Media e Loud Noises
e Medical Themes
1 would like for this to be e LOTS of Reading

mandatory in schools and/or
training for ANYONE in a

public-facing role, especially
Medical Institutions

Smm wo monumemenwe | dON't want to accidentally traumatise a generation,

m% 'f as much as | want others to see this message.

As we know from history, when humans don't (fully)
understand something

We have moved on from
lobotomising and electrocuting
people

But we are still very much at
the tip of the iceberg when it
comes to understanding the
human psyche

They demonise and label it as ‘Dangerous’. The public is
told to be on high alert. Those suffering don't get the help
they need - they only become stigmatised and alienated
for something they cannot control
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The general Interactive Fiction
game has a play time of anywhere
between 2 - 6 hours.

Glimpses of the characters life
leading up to the present.
Seemingly perfect work-life
balance... until it shows the truth.

Burnout, memory issues, slowly
declining health...
Slowly health deteriorates and
appointments become more frequent:

e Medications being stopped and
started at the drop of a hat

e Problems with appetite

. Struggling to defecate and
urinate

. Issues getting to and staying

asleep

Memory issues

Mental health

Recurring infections

Nausea and dizziness

- The more the player asks for help from the
same and different staff, the more they are

There doesn't need to be a detailed word-for-word itinerary of everything, but keyframes
can be used for defining moments that carry the narrative through the game.

Lucidity becomes fleeting,
movements are abrupt, blinking

reveals different scenes and auditory
cues become garbled. The player is
Id of thi th I
Phone calls are made, attempts to re-refer. Medication Looﬁeo b‘ut“l;gié :g :‘aevmeosr;lzp(osed v

that was once prescribed and working is no longer

available. Miscommunications or lack of dialogue Some close friends distance themselves and
between medical fields cause delays and mistakes. end the friendship. Others alienate or spread
misinformation about the player which breaks
down more relationships. Professionals include
biased terms or misinformation in official notes.
‘One appointment goes wrong when the
character enters a state of trauma-induced
panic. They are discharged for something Re-referral finally accepted by getting Advocacy involved.
they don't remember. The first appointment doesn't go well and neither do
subsequent interactions. The Advocate slowly realises
t how the player is being gaslit but can't do much to help.
The player plays mini games and

continues with the narrative of daily

tasks, socialising and appointments. Cliffhanger’ ending. The true ‘ending' is revealed in the end
credits through a compilation of medical letters. (Recounts of
t a seizure, CT and MRI scans, a brain cyst, Neurosurgery...)

marginalised and seen as being overly fretful.
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‘ Add people, groups, spaces and calendar events
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For PC and Mobile

Malinger Overview

Pixel Art - simple, dull and retro.
The human mind is built to recognise patterns, of which this game has many.
Pixel art makes the player focus to recognise things. Their mind will fill in the gaps.

Point And Click - best for mouse (PC) or touchscreen (mobile).
Simple, no difficult keybinds to remember.
More accessible to everyone, especially those with limited mobility.

Narrative Heavy - telling the story of those who are silenced.
Potential for multiple languages, voiceovers, text speed adjustments, etc.
Based on lived experience with direct input and quality control from the affected party.

Small ‘Mini Games' - breaks the monotony of the narrative and engages the player.
Provides action and immersion rather than the player simply being an onlooker.
No ‘win state’, but some actions gently steer reactions and slight storyline deviations..

False ‘Freedom’ - scripted misclicks, greyed out options, split-second windows.

Adds to the frustration felt by the player, simulating fight-or-flight responses.
Fosters an atmosphere of helplessness and invalidation - whatever the player does, the story continues to deteriorate.

Auditory and Visual Cues - simulating the disturbances, warning signs and perception of the player character.

Visual distortion and dimming, auditory garbling, perception shifts.
Disorienting scenes followed by ‘witness accounts’ of events the player is accused of but has no memory of.

‘Cliffhanger’ Ending - makes the player question what will become of the character they've embodied.
Promotes critical thinking and empathetic outrage for the character (especially since it isn't fictitious).
Those who sit through the end credits will learn the true ending and receive some sort of closure.
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Making endless
tedious phone calls

Remembering to
take your growing list
of medications

Trying to keep on top
of your chores and
social life

Struggling, despite
following all advice,
to sleep

Experiencing toilet
issues and pondering
if you have the
energy to bathe

Psyching up
the courage to
go outside your
own front door

Attending
appointment

...after
appointment...

after

appointment
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