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Temporal Flush

Abstract
My FYP is a narrative game that focuses on the experience of my Grandmother’s daily strug-
gle with Alzheimer’s disease. The game goes through a day in her life highlihgting different 
challenges that she goes through, each of which are presented as memory based puzzles. 
The narrative in the game is based around facts I have collected from my dad and his sister 
about their mother’s life. The game consists of 5 levels, each one showing a different stage of 
the disease as it progresses to the end wherein she loses focus on reality completely. The aim 
of each puzzle is to get players to experience the frustration of completing simple tasks based 
on memory under the stress of time limitation.
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Visuals / Brief Description

LEVEL 1
In this level, Gramma has forgotten the spice mix used in Nena’s recipe and the player should 
play a mini game to match a pair of the same spices to help Gramma remember them.
There will be a timer that ticks down fast and makes it very difficult for the player to com-
plete this level, moreover the cards that have been solved will close again after 5 seconds 
because Gramma will have already forgotten what she just remembered.

The cards will flip once the player taps on them to reveal the spice.
Throughout the game, a pair that has been matched will close again by itself after 8 seconds 
of being matched. This further indicates to hardships of Alzheimer’s disease. When all the pair 
of spices have been matched the player wins the game.
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LEVEL 2
Gramma has to head to the bathroom before it is too late. A pee meter will appear in the 
corner of the screen and will begin to slowly fill up throughout the remaining mini games. On 
her way, each of her children will pop up and stop her to ask where to find a specific item of 
theirs. Gramma has to remember where the items are placed. If she answers wrong the pee 
meter will speed up and if she answers right the pee meter will continue on a steady pace.

The player moves Gramma through the house by dragging anywhere on the screen. The 
start of the pee meter will already be �lled and will continue to increase at a steady pace 
throughout the level.
As Gramma moves through the house, each one of er children will pop up and ask for the 
location of an item of theirs. The player will have to pick one of the anwers given as a 
response. If the player picks the wrong answer, the pee meter will speed up and if they 
answer correctly the pee meter is not effected.
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LEVEL 3
Gramma is a few meters away from the bathroom door and she gets too tired to move. She 
has to call on one of her children to help her but she doesn’t remember their names. Based on 
the previous level the player has to remember which item belongs to which child. The pee 
meter is still in the corner filling up continuing from the previous level. With every mistake the 
player makes, the pee meter speeds up.

In this level, the player has to recall the details of the previous level to be able to complete 
this puzzle. They have to match the items to the corresponding child. The pee meter is still 
there with the same rules as the past two levels. Increasing at the same speed and if the 
player makes a mistake, it speeds up. The pee meter is already more then half way full from 
the previous level. If the player fails they wil have to repeat the level from the start.
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LEVEL 4
In this level, Fatin is helping Gramma get to the bathroom. Along the way Gramma starts to 
disassociate from reality and slips into her past around the time she was 13 years old. You 
will be visiting 2 scenes: a school and a living room. The living room scene will show a little of 
her past to when she was forced to marry Khalil, a 55 year old, who was friends with her 
family.

In this stage, there will be 2 mini games. The first is a simple math game that tells the player 
a fact
about Gramma about her first husband. The second mini game is when the player meets 
that husband and they discover that she is the second wife and that his first wife was the 
women they met in level 1. These mini games are simply choice based, each of which will 
lead to the same outcome.
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LEVEL 5
In this level, Gramma is in the bathroom but she doesnt remember why she is there. The 
player has to answer 5 questions that are the same questions they see as the level’s subtitles 
throughout the game. If the player fails to answer correctly they will have to replay the entire 
game.
If they win the game they will unlock a prize and have the satisfaction of finishing the game.
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This game was made through Unreal Engine 4.24

Graphics were done on Adobe Illustrator 

Animations were done on Adobe After Effects

Music and Sound Effects were editted in Audacity
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