NARRATIVE PUZZLE

THE MOUTH OF S

A vertical slice of The Chronicles of Demise

ADVENTURE -

UNITY 6 -

WINDOWS AND BROWSER

L,

|
1 |

ILENCGE

A scholar with no weapon, a language that rewrites the world, and a vault the gods erased from every map.
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THE PITCH

A playable chapter of my novel 7he
Chronicles of Demise. Lyssia, expelled
for heresy, leads a thief, a mercenary
and a fake god to the Mouth of Silence.
She wins by reading: Kha'shul, the
Ancients' language, doesn't ask the
world for anything. It defines it. KEL-
DUUN: the stone rises.

6 343

areas, 30-40 minutes voiced lines

MY ROLE

Story and world (my own manuscript),
game and narrative design, the
Kha'shul language, writing, casting and
direction. Built in Unity (C#) with an
Al coding assistant (Claude): I set the
design and the words and play-tested
every phase.

Read the sky

DESIGN PILLARS

® Reading is power: no combat;
every obstacle yields to
understanding.

® One rule at a time: each puzzle
teaches one grammar rule, then
tests it.

e The crew talks: humour carries the
lore.

® Power rewrites you: Conceptual
Bleed.

10

words, S rules

DESIGN PROCESS

Six playable phases and an external
playtest. The star chart was "much
harder than the language puzzles": I
made every rule visible (beats that write
themselves out, wrong answers that say
why) without changing the puzzle.

UMUT EREN DEMIRCI - Game & Narrative Designer

Sit by the fire
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automated rule tests

Cross the glass

SYSTEMS
e A constructed language: 10 words,
S rules, glyphs.

® Astromancy: decode pulsing stars,
plot the quickest course.

® Branching dialogue with Bleed
variants; a crew that moves like
people.

e Autosave, voice-over, web and

desktop builds.

$0
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IN THIS PORTFOLIO

¢  Game Design Document

e System and story flowcharts
e Kha'shul language reference
e Script sample

e Playable build: ueren.itch.io/the-
mouth-of-silence
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