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Overview of the Game

•Duality is a metaphor for a person’s mind and 
how it is affected by emotions and everyday 
obstacles. The player has to constantly 
balance the energy/Mood, while also facing 
obstacles such as ghosts from the past and 
crates which might contain good or bad 
things.



Objectives Of The Game

The Player has to:
•Explore the rooms.
•Maintain the energy and mood balanced. 
•Find all the diamonds in the rooms.
•Avoid/Destroy Ghosts.



Controls

•A/W/S/D = Left/Up/Down/Right
•Spacebar = Switch between states.
•N = Change Room ( Only in “I am low”).
•R = Reset Game
•Esc = Exit Game













Resource Logic

• There are 5 diamonds hidden 
in the rooms, which need to 
be found to complete the 
game. Once found, the 
inventory will be updated at 
the bottom. However, if the 
player runs out of energy or 
is attacked by a ghost the 
inventory becomes empty.



Linking Logic

• The player is able to jump to different rooms in the “ I am 
low” state by pressing the N key. The player will cycle 
through all the rooms over and over again until the player 
finds all the diamonds



Mechanics Of The Game

There are two states with different mechanics:
• “I am low”

• Can change between rooms.
• Can be Attacked by ghosts.
• Cannot open crates.

• “I am High”
• Can destroy ghosts
• Can open crates
• Can Pick up Diamonds



Dynamics Of The Game

The mechanics of the game allow for three distinct game dynamics:
• The player will try to continuously switch between the states very fast to 

keep the energy in the same level.
• The player will stay in the “I am low” state and then switch to the “I am 

high” state right before the energy drains, which allows the player to stay 
in this state for longer.

• The player will try to find the diamond in the room as fast an possible and 
then switch the room and wait an recharge the battery by staying in the “I 
am low” state until the battery is full.



Aesthetics Of The Game

• The first time a person plays the game, the player is like a 
newborn baby. They do not know the environment or 
controls which makes the games frustrating, however the 
more a person tries the better they become  at playing the 
game. In addition, once the player finishes the game there is a 
great sense of accomplishment and joy.



Compared to Other Games

• Zelda 
• The player can explore the world  and collect objects. However, in Duality the 

space  is a representation of the player’s mind. Also, in Duality the objective 
of the game is to collect all the diamonds, while in Zelda it 

• Resident Evil Zero 
• The player in both games can switch between two different characters/states, 

however in Duality the player has to switch between the states because 
otherwise the player loses the game.


