
The narrative elements of the game allow players to deeply 
explore the personalities of each character from a multitude 
of angles.  For example, they can investigate the emotional 
state of the Wife via subtle nostalgia or use brute force to 
reveal the Cop’s tragic motivation.

The Method

The Result

The Lesson

Twelve Minutes is a microcosm of psychological examination.  
It challenges us to contemplate the effects of fear on a 
person’s psyche and how it manifests in denial, identity, 
and cause. 

Immersive interactive stories can be told in compact spaces 
and timelines if you give players the narrative freedom to test 
complex characters.
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T W E L V E 

M I N U T E S
Twelve Minutes is a top-down, point-and-click adventure, 

time loop thriller in which players unravel the story of 

the Husband, his accused wife, and a vengeful man claiming 

to be a police officer.


