
13 Songs - Script 01 Shortened 

 

HI Iglu Media!! We are four Animation students that want to pitch the concept for our 

game “13 Songs”. We are Sorcha, Molly Aidan and Natasha. 

Game overview 
13 Songs is a multiplatform game that explores the concept of growing up. Influenced by 

games such as the walking dead and Life is Strange, we wanted to create a game that is 

completely character driven. For this reason we will follow the relationship of our two main 

characters Julie and William over the course of 10 years.  

Gameplay 

13 Songs will utilize non-linear gameplay in the form of dialogue trees, which will make 

the game all the more appealing to re-play. 

 

The choices made will alter and affect the story through short or long-term 

consequences. For each of the choices, something good in the short-term could turn out 

worse later.  

 

Once a choice is made it is recorded in the character’s journal, and the player can then 

read the character’s thoughts, regrets and discover more about the character’s 

personality and wishes this way. 

For this reason, we have spent weeks fully developing the characters so that they are 

interesting and feel real. 

 

13 Songs will be a graphic adventure game played from a third person view. The player can 

interact and explore objects which will encourage more discovery gameplay. 

We also want to avoid the dreaded exposition dump by letting the player discover more about 

the world they live in, rather than being told by cliché dialog or text boxes. 

 

We want to explore adult themes the same way in which a film would, for example if we hint 

at sex or drug taking, we will explore that element instead of shrugging at it in a flippant 

childish way. 

 

This is a contemporary fiction game, we feel that the power of storytelling and audience 

empathy towards the characters will keep this game feeling fresh and unique, and not 

have it succumb to the many cliché zombie/alien archetypes.  

 

We hope you enjoyed our pitch, and we  

thank you for listening, we welcome any feedback or critique on our concept! 
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Hi Iglu! 

 

We are four students that want to pitch our concept for a game. Sorcha, Natasha, Molly, 

Aidan. 

Our game is called 13 Songs and is a multiplatform game that explores the concept of 

growing up. Our two characters are a couple, William and Julie, living in the small UK town 

of Beltrim. Two 30 year old who have managed to put off becoming adults for as long as 



possible. But when a life changing event wakens them from their Peter Pan state of mind, 

they’re forced to make life-affecting decisions. Ultimately that decision will be choosing 

between love or freedom.  

 

13 Songs will follow the relationship between William and Julie over the course of 10 years. 

Influenced by games such as the walking dead and Life is Strange, we wanted to create a 

game that is completely character driven. We aim to allow the player to discover their own 

reaction to emotionally charged predicaments that affect the happiness and fulfilment of the 

characters.  

Therefore the gameplay is focused on exploring the relationship between William and Julie. 

We want to be brave in the design, but the most important aspect is to allow the player to 

explore the life and full personalities of the characters. We want to push the boundaries of 

what people expect of this game.  

 

13 Songs will utilize non-linear gameplay in the form of dialogue trees which will make the 

game all the more appealing for replay. The player choice will shape the consequence of the 

game’s narrative.  

13 Songs will be a graphic adventure game played from a third person view. The player can 

interact and explore objects which will encourage more discovery gameplay. 

With 13 Songs polarity system, the choices made will alter and affect the story through short 

or long-term consequences. For each of the choices something good in the short-term could 

turn out worse later.  

Once a choice is made it is recorded in the character’s journal, and the player can then read 

the character’s thoughts, regrets and discover more about the character’s personality and 

wishes this way. Opening them up to be more dynamic and interesting than “the player is the 

main character”. It’s more of a conversation between the player and the character.  

 

For this reason, we have spent weeks fully developing the characters so that they are 

interesting and feel real 

 

We also want to avoid the dreaded exposition dump, - by letting the player discover more 

about the world they live in, rather than being told by cliche dialog or text boxes.  

How far do we go?  

 

We want to explore adult themes the same way in which a film would, for example if we hint 

at sex or drug taking, we will explore that element instead of shrugging at it in a flippant 

childish way.  

 

This is a contemporary fiction game, we feel that the power of storytelling and audience 

empathy will keep this game feeling fresh and unique, and not have it sur-come to the many 

cliched zombie/alien archetypes.  


