


 



 

















































• Run 

• Crawl 

• Pickpocket 

• Hide In Locker 

• Open Item Box 

• Change Weapon 

• Enter OMNI View 

• Pepper Spray Prizrak 

• Enter Vent 

• Pick Up Item 

• Hide in Plant 

• Taser Prizrak 

• Attach To Cover 

• Play Audio Tape 

• Check Inventory 

• Hide Behind Alcove 

 



















• Pin Hope to Cover 

• Cycle Weapons 

• Prompt Hope to Talk 

• Access Hope’s Inventory 



























































• Stay true to “One Touch” vision 
 

• Direct all efforts on the problem 
 

• Watch how people play 
  

• Focus on feedback (even if requires more UI) 
 

• Build own “aim assists” for touch 
 

• Never give up 
 









• The Washington Post: “Sets a new benchmark for 
mobile game quality.” 

 

• CNET: “Perfectly designed for touch.” 

 

• FOX: “Simple, one-touch controls make for an 
intuitive game that is easy to pick up and play” 



Can you give me a wide shot 
of this part of the door? 




