
GAMEPLAY

[KNOWN EXCEPTIONS]
During certain levels (i.e, against other hitmen), the amount of Fear points gained right before the moment of the kill is taken into consideration; if the score is too low 
and fails to meet the threshold, the player gets killed and will have to restart the Mission. Conversely, if the score is high enough, the player will survive and as a result 
be able to progress.
During Hanada Missions, the Assassination Phase will be skipped and the target will not be killed. Instead, a story cutscene will ensue. 

Different levels and eventually, different endings will trigger based on the player’s total accumulated Fear points.

WITH UI* WITHOUT UI*



STORY MOMENT

GAME INTRO
Number Three’s gameplay begins with an introduction to Goro and Misako to set up the world’s visual cues and rules. It will act as both the credits scene for the 
game and as a tutorial for players to learn how certain UI pertains to the game objective. The intended story moment plays as follows.

*light rain falls as the scene begins*

GORO [00:30:23]: What do you want?

MISATO [00:30:25]: There’s a foreigner I want you to kill. I rented a room. You can shoot him from there. He usually takes a woman by the left arm.

*rain pours*





STORY MOMENT

MISATO [00:30:55]: You’ll have a fifth of a second to hit his heart, a two-inch target.

GORO [00:30:58]: That’s superhuman.

MISATO [00:31:00]: I’ve heard you’re like a god.

Misato and Goros’ exchange from the film is displayed on screen for players. As they click through the dialogue, they are tasked with their first mission. They play 
as Goro in this introductory scene, who has been paid to kill a foreigner. The scene will proceed in first-person view; specifically, they play using Goro’s vision through 
the barrel of his sniper. Although the rest of the game is played in third-person perspective, this introductory intends to demonstrate the “fear guage” and timer us-
er-interfaces to the player. The difference in perspective (in both how the game is played in first-person and through Goro’s perspective) is to set apart this initial 
gameplay from the rest of Number Three’s experience. 





STORY MOMENT

Players will try to kill the foreigner, but like Goro in the film, the player will misfire, killing a civilian. The actual gameplay will begin after a pan out of the failed mission 
through a televised report of the incident. Players will now proceed with the game from the perspective of Number One, who watches the report of the killed civilian.


