Level Design and Development (ACCA5041)
Assignment 2 – Written Evaluative Report
Zach Howells (2404977) – Group Leader

SECT – An Overview
SECT is a survival horror game set in the gloomy environment of an abandoned Japanese hospital. The story finds the protagonist, an American man who is a ‘Dark Tourist’ (thrill-seeker), that sets out to explore this hospital with his friends. Things quickly go wrong. His friends disappear one-by-one, and he himself is then knocked unconscious. 
Waking up in a hospital ward with none of his belongings and no idea where he is, our protagonist quickly finds that this hospital has been inhabited by a Cult. A Cult that has summoned demons that are out for blood. 
The goal of the game is to escape the hospital with your life, all whilst managing your ever-dwindling sanity level.
[image: ]Figure 1 - Resident Evil 2 (1)

Target Audience
SECT is made to target fans of survival horror, mainly. People that enjoy the thrill of fighting for your life with a less-than-optimal number of resources. 
Casual horror fans, Folklore/Religious horror fans, and even fans of Japanese myths and legends will enjoy this game as it places a strong focus on all the above.

Design/Theming Choices
As a team, we quickly decided that we were going to create a Survival Horror game. One inspired by classic games of the genre, for example, the original Resident Evil trilogy on PS1, as well as Silent Hill. This was inspired by the fact that many members of the team are survival horror fans – we wanted to make a game that we ourselves would like to play. 
[image: ]Other inspirations include the fact that survival horror games have seen a huge resurgence in the past few years, meaning that the general public’s appetite for games in this genre is as strong as ever.Figure 2 - Silent Hill (2)

SECT keeps the same aesthetic as these games – low polygon models, pixelated textures, and harrowing environments and creatures. As well as aesthetic, SECT contains mechanics that Survival Horror fans would expect to find in a game of this genre. Fixed camera angles, item/inventory management, path-blocking puzzles, and unforgiving combat. 
[image: ]The main mechanic, the unique selling point, is the sanity system. Alongside health and item management, SECT features a third resource that must be managed – Sanity. Players start the game with the base, maximum level of sanity. Figure 3 - The Blob Demon

As they make their way through the hospital, encountering cultists and demons along the way, their sanity will start to drain. The base level demon that players will encounter is known simply as ‘The Blob Demon’. This demon’s sole purpose is to drain the sanity of players. It does not deal any health damage. 
[image: ]Along with the base, highest level of sanity, there are 2 reachable levels that when reached, will alter the game world around them. Rooms will begin to change appearance, looking more demonic and unwelcoming (the aesthetic of which is inspired by the ‘Otherworld’ from Silent Hill) – but most importantly, more dangerous enemies will spawn. Figure 4 - The Smiling Woman

Mid-level sanity triggers the spawn of ‘The Grasshopper Demon’, an entity that will attack players viciously on sight. This enemy will deal moderate damage and will lower sanity faster than anything else in the game. The Grasshopper Demon is inspired by the ‘Lickers’ from Resident Evil 2.
Low-level sanity triggers the spawn of ‘The Smiling Woman’. A stalker-type enemy that follows the player around the level, dealing massive damage if she comes too close. The Smiling Woman is inspired by the Tyrant from Resident Evil 2.
The justification for including the sanity mechanic is that it feels unique and fresh to a game of this genre. As a team, we strived to make SECT as unique as possible, and for it to end up being a game that we ourselves would love to play. For die-hard Survival Horror fans, having a third resource to juggle would be a welcome challenge. Without it, this game would feel like it was missing something.

Self-Directed Learning
The most impactful instance of self-directed learning I conducted during this project was during the time I worked on animating each demon-type enemy in the game. I personally animated all 3 demons – a task that I was nervous to do, as I felt my animation skills were not refined enough to complete this task.
However, through extensive practice, I became more confident. I studied YouTube tutorials (3) on the basics of animation to refresh my memory when it came to using these tools (especially rigging).
I first animated The Blob Demon. I knew this would be the easiest one and would act as a refresher course on animation. I found this simple to do, and after having an in-class tutorial with the course tutor, I easily applied the squash/stretch modifier (a principle in animation) to its model, achieving the effect I desired.
Animating The Grasshopper Demon was more challenging, however I did not create or rig this model, so it was made easier in that regard. After a lot of trial and error, I had created a walk, idle and attack animation for this creature, which I was very happy with.
Finally, I set out to animate The Smiling Woman. This model is one I created myself, meaning I also had to rig it myself. After watching Youtube tutorials, I managed to comfortably rig the model to a standard that I was extremely happy with. One hurdle I overcame with rigging this model was the fact that due to her extremely long neck, I knew I had to add extra bones, otherwise I would not be able to manoeuvre her in a natural way. This was achieved with ease, however, as by this point in the animation process, I felt that my confidence had grown sizeably.
[image: ]
Research – My Role
A lot of the initial research conducted was surrounding the setting of the game – a Japanese hospital. I personally found several images of real-life abandoned Japanese hospitals that greatly helped with forming the image I had for this game. Figure 5 - An image of a real-life Japanese Hospital (4)

After looking at these images, along with floor plans of a still-functioning Japanese hospital, my team and I knew what rooms we needed to include.
[image: ]I chose to create 3 rooms for SECT. The Cult Room, bathrooms, and storage rooms. I searched for images of cult rooms featured in other media to inspire my own original Cult Room for this game. Figure 6 - A reference image I used when creating the Cult Room (5)

[image: ]They all featured religious iconography – mainly, an upside-down cross. This inspired me to add this symbol to my Cult Room, as well as other items typically found in churches, e.g. pews, candelabras and an altar. In keeping with the Japanese setting, I also decided I would search for Kanji translations of foreboding words, such as ‘demon’, ‘death’, and ‘leave’, to add to the uncomfortable feeling the room gives players. Figure 7 - Fixed Camera Angle 1 of The Cult Room

[image: ]The Cult Room also features traditional Japanese tapestries draped over the walls, as I felt like this would not be out of place at all and adds to the ‘Religious Horror’ aspect of the game.Figure 8 - The tapestry that I used to create a wall texture for The Cult Room (6)

The textures for the Cult Room include a lot of red, rusty colours (as inspired by Silent Hill’s Otherworld), as well as the tapestries, of which I found an image of a real tapestry online, and applied the image directly to the Cult Room wall model in Substance Painter.
[image: ]The bathrooms in SECT did not require a lot of research when it came to the layout and contents. The contents include a sink & mirror, and a urinal. I created one bathroom model featuring 2 unique bathroom types – one with male and one with female specific utilities. Figure 9 - The reference image I used when creating the urinal (7)

Some research that I did undertake for the bathroom was looking at what a Japanese urinal would look like. When I found a suitable image, I modelled my urinal accordingly.
Textures used for the bathroom include a lot of white colours and floor tiles (for which I used an image found online of real floor tiles and added them directly to the model in Substance Painter).
[image: ]The storage room was the final room I created for this project. It was the quickest and easiest one to do, as it is a small room with very few assets included. Figure 10 - The Male Bathroom

The research conducted for the storage room consisted of me looking online at pictures of real Japanese hospital storage rooms and then making the room in SECT reflect this.
The storage room features a set of lockers, and some storage shelves. Both modelled in Maya (like all my other models) and textured in Substance Painter.
[image: ]The texture colours for the storage room include a lot of grey/white tones, as it is a room that would not typically be colourful. It features a ceiling light texture (as does the bathroom), for which I found an image of a real-life ceiling light, took the image into Photoshop to use the ‘Perspective Crop’ tool to create a straight, uniform image, which I then applied directly to the model in substance painter.Figure 11 - The Storage Room

The texture for the lockers was done in the exact same way as the ceiling light – Perspective Crop, then applied directly to the model.
All texture maps for all assets and rooms included the ‘Pixelate’ mask found in Substance Painter. For all assets (depending on size) the number of pixels was set to either 128 or 256. 
All room textures featured a pixel number of 256.
We decided as a group to feature these specific numbers of pixels as we felt it was the amount that best reflected the ‘PSX’ aesthetic that we were aiming to achieve with SECT.


[image: ]In addition to the base textures for each room, we as a group decided to make 3 separate texture maps for each room, to reflect the player’s dwindling sanity level.Figure 12 - The Storage Room with Low Sanity textures

The Cult Room is the only room in the game to not feature these extra sanity-based texture maps, as it is by far the most evil-looking room in the game.

Game Design Principles – Classic Survival Horror
[image: ]The majority of most well-known Classic Survival Horror game design principles come in the form of the mechanics that players expect in a game of this genre. Item management, inventory management, puzzles, unforgiving combat, and fixed camera angles being the major ones.
From the beginning of this project, my team set out to match these principles in the game that we wanted to create, as we felt that players would notice if any of these mechanics were missing.
Much of the research conducted in this area consisted of playing actual Classic Survival Horror games, such as Resident Evil 2/3 and Silent Hill.Figure 13 - Resident Evil 3 (8)

I personally played these games several times over the course of this project and made sure to encourage my teammates to do the same, as it provides a first-hand look at exactly what type of game we were setting out to make.
Other game design principles of Classic Survival Horror surround the horror aspect of the game. I conducted personal research into this sector by looking at several articles online (9) breaking down exactly why people play horror games, and what exactly makes them scared. 
This boiled down to many points, but to summarise the two that I felt were most important: Isolation and feeling powerless. 
These factors then became something that we focused on when creating SECT. We quickly decided that the player character would be alone (after losing his friends before the game begins), and that the weapons provided were not nearly strong enough to easily take down every foe. This, in turn, would make players extremely conscious of their resources, and make them second guess ever getting into conflict.

Research Reflection
All in all, I feel that we as a team, and myself personally, conducted adequate research before creating SECT. We first focused on researching the location and layout of the game, then the aesthetic, then enemy types, what enemies would be included, and finally game design principles surrounding this genre of game.
I do not feel that I was lacking guidance in any way when it comes to conducting adequate research, and I am very happy with the way in which I researched each individual sector of the game. 
A lot of it came from my own personal experiences playing these games, but any time I felt I needed a bit more insight, I would research things online – this is especially true with the game design principles applied to SECT.
I feel that all the practical work created reflects the adequate research I conducted, and I would not change any of it if I were to tackle this project again.
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