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Level Narrative 
 

Project I’s main character, Wade, is trapped in a dream state thanks to a 
drug called “Project I,” designed to induce a dream that allows people to face 
their demons and recover their sanity.  Wade has received a corrupted strain and 
now has only 12 hours to regain his memories and face his demons before he 
becomes trapped in a state of insanity forever.   

Wade has moved through the Sewers, the Asylum Grounds, and the 
Asylum Complex in the process of reaching the end of his dream state.  In the 
process, he has been hearing voices from his past, all while attempting to follow 
the seemingly conflicting instructions of his doctor.  His journey has brought him 
up to the Asylum Rooftops, where he nears the end of his dream state.  The 
Rooftops level stems from the deepest of Wade’s sorrow and anguish, and 
remains his last and greatest obstacle to overcome. 

Two years ago, Wade lost his wife to cancer after only three years of 
marriage.  Through this act, the one great piece of happiness he felt had been 
given to him in life was stripped away, leaving him alone and stranded, with 
nowhere to turn.  Following her death, Wade entered into a downward spiral that 
led to his incarceration at the Asylum.  This one inciting incident was the key 
event that pushed him over the edge.  Now, in order to get himself back, he 
needs to face his greatest fear. 

Though Wade has learned a great deal about his life throughout the 
course of his dream state, he can’t move on until he finds solace in the face of 
the event that ultimately drove him to madness.  He finds himself in the 
embodiment of this memory, trapped, confined, and yet right out in the open.  
What is he to do in such a situation?  At the time of his wife’s death, Wade didn’t 
know this answer, and was forced to remain trapped, lost, with nowhere to turn.  
This time, however, armed with his memories of happiness, he has a chance. 

Although he seems to be trapped on this rooftop, the way out is clear.  A 
single light source swirls away off in the distance behind a water tower.  A 
message on that tower reads, “There’s always light in the darkest dark.”  Wade 
has found the light in the darkness throughout his preceding dream worlds.  This 
same tool becomes his key for reaching the end of his dream state and getting 
his life back. 
 

Locations 
 
1. Opening Building – The building upon which the player begins the level. 
 
2. Rooftop Maze – A series of rooftops hidden in the fog.  By pressing buttons 
located throughout the maze, players can raise and lower different buildings in 
order to progress. 
 
3. Asylum Main Complex – The main structure of the Asylum. 
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4. Asylum Extensions – Pieces extending back from the main complex 
containing the cafeteria, theater, and other secondary buildings. 
 
5. Water Tower – An old, aging water tower built behind all of the other Asylum 
buildings.  Platforms and ladders allow for access. 
 
6. Vortex – A swirling ball of energy that serves as the exit point for the level. 
 

Structure 
 
The Rooftops level follows a linear structure, but certain areas are left open for 
exploration.  Such areas contain no useful elements of progression, and the 
player gains little from venturing off the intended path.  Thus, although the level 
tends to be relatively open, it is built on a linear structure. 
 

Landmarks 
 
1. Vortex – The exit vortex serves not only as the level’s endpoint, but also as its 
primary light source.  In this sense, all shadows point back to the vortex, making 
it a very clear landmark from anywhere in the level.  Its bright, glowing nature 
makes it obvious and highly visible. 
 
2. Memory Pickup – Similar to the Vortex, this landmark is bright and obvious 
against the dark background of the level.  It emits a flare effect that draws the 
eyes, as well. 
 
3. Water Tower – Somewhat overshadowed by the Vortex right beside it, the 
Water Tower still serves as a useful landmark as the tallest structure in the 
Rooftops.  It can be seen from anywhere. 

Area Layout Diagram 
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Environment 
 

The Rooftops represent the final level in Project I.  The progression has 
taken the player from underground in a consistently upward-moving pattern.  The 
Rooftops takes this concept to its end, moving players to an impossibly high 
series of buildings that make up the Asylum.  The ground upon which players 
walk in the Grounds level is nonexistent, and has been replaced by no more than 
a thick layer of fog.  Taking place at night, the Rooftops generally follows a very 
dark color scheme.  The main light source, the exit Vortex, casts a pale blue light 
over the entire level, creating a relatively monotone feel. 

The Asylum itself follows the same construction as in previous levels.  
Based on the Kirkbride system, the main complex stretches out in wings that 
extend from a main center point.  These wings move out to the left and right from 
the center, proceeding back from this point in the process.  An additional wing 
extends directly back from this center point.  Within the empty space remaining 
behind the main complex, additional buildings dot the landscape.  This area 
contains the Rooftop Maze, Opening Building, and Water Tower. 

The Rooftops level is designed to eventually draw players upward to the 
highest point in the level.  The Vortex that lights the level serves as this point, 
and the closest building to allow access to this point is the Water Tower.  Any 
possible access to the Water Tower is restricted by the distance between 
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buildings.  Players can only cover this distance after obtaining the Rooftops 
power, Joy, which allows them to jump to great heights.  Thus, players are limited 
to a small area of the level prior to receiving this powerup.  Any fall from the 
buildings that compose the Rooftops level results in an instant death and 
transport back to a nearby building. 
 

Reference Images 
 
Northampton Hospital (Kirkbride Structure) 
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Rooftop Structures 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 7 

More Rooftops 
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Level Connection Diagram 
 

 

 

 

 

Skills 
 

The most difficult skills the player must deal with have nothing to do with 
the controls or the actions presented in the engine.   The main skills the player 
must possess to complete the level are mental skills.  Skills of deduction, 
reasoning, and deciphering patterns are key in completing the main level puzzle 
and navigating to the end.  In-game actions, such as pressing buttons, jumping, 
and walking, are all merely means of exercising these more difficult skills.  
Reading the graffiti, noting patterns, and taking a good look around will lead the 
player to victory. 
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Difficulty Skill 

  
1 Walk 
1 Strafe 
2 Jump 
2 Ladder Climb 
2 Button Press 
2 Exploration 
3 Decision-Making 
4 Pattern Deduction 

 
 

Obstacles 
 

The player’s main obstacle in the Rooftops is the environment itself.  
Players are placed atop mysteriously tall buildings separated by various 
distances.  One fall results in death. 
 The first main obstacle is reaching the powerup that allows for fuller 
traversal of the level.  This powerup is located out in the middle of nowhere, 
floating over a large hole in the map.  This leads into the main puzzle of the level, 
the Rooftop Maze, which allows players to eventually make their way to this 
point.  To solve the puzzle, players must search for patterns and identify the 
correct sequence with which to create a path to the powerup.  See the “Puzzles” 
section for more details. 
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Level Map 

 
 

Puzzles 
 
1. Rooftop Maze Puzzle 
 
 The Rooftop Maze takes two common puzzle formats – the maze, and the 
sequence puzzle – and combines them into one.  A series of buildings, hidden 
from view, comprise a pathway that leads from the start to the finish.  A series of 
buttons located throughout this maze control the buildings.  Certain buttons raise 
buildings from the fog, while others lower buildings back down into the fog.  The 
trick is to find the proper sequence that allows access to the goal – the memory 
pickup for the Rooftops level. 
 Buildings and buttons are identified by a system of symbols and colors.  
Each button is coded with a specific symbol and color.  Each building, likewise, 
has its own symbol and color through which it can be identified.  On each 
building, a symbol corresponds to the button that raises that building from the 
fog.  The color on that building’s symbol corresponds to the button which lowers 
the building back into the fog.  By analyzing the symbols and colors, players can 
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identify which buttons control which buildings, allowing them to determine a way 
to complete the puzzle. 
 For example, a button within the puzzle may have the code symbol of a 
Red X.  The player locates a Yellow X on the edge of a building.  Pressing the 
Red X button raises a building from the fog below.  In another portion of the 
maze, the player locates a button with the code of a Yellow Triangle.  Nearby, 
on the edge of a building, is a Green Triangle symbol.  Pressing the Yellow 
Triangle button raises the Green Triangle building.  However, at the same time, 
something else has happened.  The Yellow X building has descended back into 
the fog.  This process continues throughout the map.  Thus, symbols and colors 
on buildings all refer to buttons.  A symbol itself refers to the button that raises a 
building, a symbol’s color refers to the button that lowers the building. 
 
 The following is a map of the Rooftop Maze: 
 

 
 In addition to the symbol and color correlation, players are provide with an 
additional guide.  Each button is accompanied by a glowing light.  One light in the 
maze gives off a sparkling flare effect, similar to the effect given off by the 
memory pickup at the goal.  When that button is pressed, the flare shuts off and 
moves on to the next light in the sequence.  In this way, the observant player can 
progress through the puzzle by simply following the sparkle, pressing the 
accompanying buttons. 


