
Game Design One-Sheet for Why Though  
Everyone: “Okay but why though?” 

 
Be prepared to justify every single design decision.  Ask yourselves: How does it serve the game’s design goal? 
 

Game Titled  Why Though 

Team  
Team Name. Team Members / Areas of 
Expertise. (if applicable) 

Shakk - Game director, lead writer, narrative designer 
Rhina - Lead artist, sound design 
Marlon - Lead programmer, sound design 
 

Design Goal 
Use specific language with 6 words or 
less. 

Text based interactive fiction 

Platform /Control Scheme 
Keyboard & mouse (PC/Mac), controller 
(console or PC/Mac), touch (mobile), 
etc. 

Keyboard & mouse (PC/Mac/Linux) 

General Description 
Background/Story/Synopsis 

Little Red Riding Hood is lost after partying with a nomadic colony of fairies. As 
thanks for being an awesome guest, two fairies tag along with Little Red. Along 
the way, Little Red will encounter familiar faces, and some unfamiliar, and make 
very, VERY, questionables decisions to overcome many obstacles in her quest to 
find her way home.  

Game Outline 
What happens over the course of the 
game? 

The game progresses with each new area Little Red travels through. Every area has an 
obstacle(s) that Little Red must overcome to progress. Different choices offer 
non-linear paths. 

Core Mechanics 
How is it played?  
What are the player’s goals? 
Challenges?   

This game is played primarily through selecting dialogue and action options. 
You can select the fairies to get hints and tips about the current situation. The 
player’s only goal is to reach Little Red’s home without getting a premature bad 
end. 
 
The primary challenge to the player is themself. How reckless can the player be 
before it catches up to them. 

Target Audience 
How will you target this audience? 
Why will they play your game? 

Enjoyers of fairytales and surreal humor will appreciate the lighthearted tone of 
the narrative that simply refuses to use sane logic and reasoning for such a 
simple goal. 

Precedents / Inspiration  
- Matthew’s Global Game Jam 2023 entry 
- The “y tho” meme 
- Conker’s Bad Fur Day 
- I Hate Fairyland 



 

Why?  / Unique Selling Points 
Why should this game exist? 
Why will your audience play it?  Would 
you download/install/play it? What are 
the unique selling points? 

- Strong descriptive writing 
- Whimsical tone* 
- Branching pathways offering non-linear gameplay with multiple different 
endings 
- Questions the morality and necessity of the player’s choices 
- Uses public domain characters 
                                       *Domain Expansion: Little Red Goofy Hood 

 

Development Tools/Technologies Ren’Py, Twine 

Current Development Status (if 
relevant) 

Conceptual 

Development Timeline/Outline (if 
relevant) 

TBD 
 

 





 


