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The original discussions around the game were taken from Zach's GDD based on Welsh mythology. We then took this discussion into an area surrounding Japan, with initial ideas around an abandoned hospital from WW2 in Hiroshima. This was dropped due to the possibility of it causing offence, due to the bombing being relatively recent.

We still wanted to base this in Japan for areas around translation, something not done before, and using Japanese demons, Yokai [1] (Spirits and Monsters) and Oni [2] (Ogre-like). We also wanted to step back from a generic Zombie survival and more into realism. This is where discussions around sanity, causing the manifestations of demons, and a cult came into the mix of discussions.

We also wanted this to look similar and play like older PS1 [3]-style games, most notably Resident Evil [4].

We settled on a game we would call “Sect”, a survival horror game set in a Japanese abandoned hospital in the ~1950s – 1980s, where you, as the player, would be exploring the abandoned hospital with friends, who would slowly disappear after running into a cult. The player's sanity would affect what they would see, from demons to how rooms look, based on the level of sanity (Low, Medium, and High). There are little to no weapons outside of items found in a hospital, with the potential to find a single firearm.
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I took on the role of general research and map layout research. I was also the primary person within the team on how the sanity system should work, from increasing and decreasing sanity, to what effects each level of sanity should have, and how the rooms should change.

My initial time management was making sure that the ideas from any research were fleshed out, ensuring that the layout was available almost from the start of the blockout to the finished article for other designers to attach rooms, and ensuring that the level would have a circular flow, which would allow players to approach their searching in either direction.
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Similar to Resident Evil [4] games from the era, and other survival horror games, we looked to target 18+. This was also due, in fact, to the rating system for what this game would fall under from PEGI [5]. We also wanted to target the survival horror players who like more lore and slower-paced games with less focus on action.
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Fig. 1. Resident Evil PEGI Rating [5]

I looked at sales history around the original Resident Evil re-release on Steam for numbers.
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Fig. 2. Steamdb Resident Evil 1996 Owners [6]

I also looked at the remastered HD version for sales.

[image: ]
Fig. 3. Steamdb Resident Evil Re-master HD [7]
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When it came to the design and theme, I looked into various games, including some of the following.

Ground Zero [8] is a game designed around the same look and feel of games from the PS1 era, and it had cameras that we would like to have re-created in the game.
https://www.youtube.com/watch?v=UtYL8z6ATDQ
[image: ][image: ]
Fig. 4. Ground Zero [8]				Fig. 5. Ground Zero [8]

Back in 1995 [9] again has a camera system and the same look we wanted to use within the game, it also has a similar inventory system that we would have liked to implement.
https://store.steampowered.com/app/433380/Back_in_1995/
[image: ][image: ]
Fig. 6. Back in 1995 [9]				Fig. 7. Back in 1995 [9]

Resident Evil Cutting Room Floor [10] has the look of the rooms and overall PS1 vibe that we wanted. This was the original Survival Horror for what we wanted, but without the zombies.
https://tcrf.net/Resident_Evil_(PlayStation)/Rooms_Differences
[image: ][image: ]
Fig. 8. Resident Evil CR [10]			Fig. 8. Resident Evil CR [10]

Yonesawara Hospital [11] was based in a hospital and featured puzzles and lore that we wanted to try and include.
https://www.youtube.com/watch?v=1Y0eBsqMzCg
[image: ][image: ]
Fig. 9. Yonesawara Hospital [11]		Fig. 10.  Yonesawara Hospital [11]

I also researched several abandoned hospitals within the era we would be working too.

Sky-Blue Clinic Japan [12]: Was looked at for hospital elements.

Retro Japan Catholic Church [13] and Holy Martyrs of Japan [14]:  Were looked at for ideas for the chapel.

The Sanity system was a mix of initial thoughts and then research done which helped solidify that I was on the right track for this part.

[image: ]
Fig. 11. Iain Sanity

From initial thoughts and discussions within the team, we wanted a 3 tier sanity system, High | Medium | Low, which would cause varying visuals and effects. 

We discussed how to improve sanity. It was decided that we would try to add a “translation” mechanic, as all the medication would be in Japanese, which the character cannot read. Taking the right type would improve sanity, with others reducing it. 

We also wanted a slow drain at all times to give an incentive to use drugs and avoid cultists and demons, as these would also reduce sanity through damage or seeing something that shouldn’t be real, like the demons. We also wanted a safe area used for saving the game, and it would give a sanity increase while there. We chose a chapel, which was added to the map, which is in keeping with hospitals that can have chapels built into them.

For Rooms:
· At High levels of sanity.
· Rooms would appear clean, well as clean as abandoned goes.
· Would have a higher chance of items.
· Less chance of enemies.
· less scary/dangerous looking.
· At Medium levels of sanity.
· Rooms would appear more grubby, with flickering, darker lighting.
· Would have a slightly less chance of items.
· Slightly raised chance of encountering enemies.
· Slightly scary/dangerous looking.
· At Low levels of sanity.
· Rooms would be, well hell….. bloody splatter, with dark reddish lighting.
· Would be no items here, your not sane enough to recognise items.
· High chance of enemies.
· This is scary and dangerous looking, run away.

Other Effects:
· At High levels of sanity
· No effects… your sane… what do you want a medal?
· At Medium levels of sanity
· Character makes more noise
· Crying.
· Whimpering.
· At Low levels of sanity
· Character has lost it
· Screaming.
· Shouting.

Sanity would have effects on what demons the player would face.
· At High levels of sanity
· Cultists are around
· Attack on sight with their blades.
· The blob demon
· Follows you.
· Does no damage.
· Reduces Sanity while visible.
· At Medium levels of sanity
· Cultists are still around.
· The blob is still around.
· The Grasshopper is around
· Think Licker [15] from Resident Evil
· Will attack on sight.
· Smiling woman
· Long-necked, scary woman, that smile is not friendly.
· Will attack on sight
· At Low levels of sanity
· Everything is around the hospital.
· The Oni, which did not get finished, would become active.
· This guy would hunt you down, think Mr X [16] from Resident Evil.

Some of the research looked at for sanity from other games that helped validate the sanity use in out game.

Dead by Daylight [17]
· Had hallucinations and screaming when sanity dropped.

Don’t Starve [18]
· Had creatures that started as shadows and became more real as sanity dropped.
· Eating food and picking flowers could stop sanity dropping.

Knock-knock [19]
· Had a constant drain on sanity when leaving the cabin.
· Sanity reduced when meeting “guests”.
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I contributed to the mind maps for ideas and planning for all areas.
[image: ]
Fig. 12. Rob Combat
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Fig. 13. Zach Enemies
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Fig. 14. Elodie Pick-Ups
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Fig. 15. Joshua Locations

I also led discussions on the models required for each room environment.
[image: ]
Fig. 16. Iain Models

I contributed to the level design by creating the initial blockout of the hallways, based on the room blockouts completed by each team member.

[image: ]
Fig. 17. Iain Layout Sketch

[image: ]
Fig. 18. Iain UE 5.6 [20] Blockout

I also took each member of the team's blockout for their room and attached it to their hallway section. This, in theory, would allow them to create a completed room to the size and scale they had already supplied from their original blockout and have it fit to the completed hallway and doorway.
[image: ]
Fig. 19. Hallway with attached rooms from Maya [21]

Final contributions of rooms and hallways from me for the level.

Hallways:
Did not require additional sanity textures, as the sanity look was for most rooms, as cultists and demons would wander where needed, except the chapel, which was a safe space.

[image: ]
Fig. 19. Hallway 1
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Fig. 20. Hallway 2
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Fig. 21. Hallway 3
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Fig. 22. Hallway 4

Chapel:
The safe area allows players to save their progress at the book/bible.
[image: ]
Fig. 23. Chapel 1
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Fig. 24. Chapel 2
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Fig. 25. Chapel 3
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Fig. 26. Chapel 4

Drs Office:
Designed with the 3 levels of sanity in mind, starting with 1 texture being high and saving off before adding more grime to the medium and saving, before creating the low sanity by increasing the grime and adding blood splatter.

[image: ]
Fig. 27. Drs Office High Sanity
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Fig. 28. Drs Office Medium Sanity
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Fig. 29. Drs Office Low Sanity

Surgery:
As one team member had personal issues, I took on providing a UV Map and Texturing for their room that they had modelled, so that we could have all rooms added and textured.
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Fig. 30. Elodie Surgery High Sanity
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Fig. 31. Elodie Surgery Medium Sanity
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Fig. 32. Elodie Surgery Low Sanity

Some of the models used in various rooms:

[image: ]
Fig. 33. Internal Models 1

[image: ]
Fig. 34. Internal Models 2

Additional help given:
I assisted team members with advice and guidance throughout the project.

One method to help with a team members understanding over the 3 levels of sanity and how the rooms would look, as they could not visualize what the team as a whole was describing. Using ChatGPT [22] (This was used only to reference how the sanity would be envisioned and not for any of the project otherwise)

[image: ][image: ]
Fig. 35. ChatGPT, Different sanity same room [22]

I also advised on issues with rooms, especially when imported to UE as they lacked the correct collision meshes and had to be edited to “Use Complex Collision As Simple” on the “Collision Complexity” drop down.
[image: ]
Fig. 36. UE 5.6 Collisions

I also advised on making a light flicker material for lights, I also advised that using a second light of the same colour, without the flicker and slightly less brightness would reduce the effect to be more subtle.
[image: ]
Fig. 37. UE 5.6 Flicker Lighting Material
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From working as a team and getting work complete to a time scale we lacked this as a team. There was mention of members of the team working with individual Gantt charts, but these are individual, and Gantt charts work best when set up for the team as a whole. 

Tasks outside of some that members said they had taken and were working on got left to the last minute or missed entirely, and it would have been better to assign all tasks.

As it was, we did not know exactly what each person was working on or when they expected to complete their tasks.

In hindsight, with experience in leading teams in work environments, I should have volunteered to take a more lead position, but as it was, I left this to another member so that they would gain that experience.

Other issues that appeared due to a lack of knowledge within some members of the team were the ability to keep their completed rooms to the same agreed scales as their original blockout, requiring the hallways to be redone to fit the sizes of rooms and doorways. Also, with a lack of understanding of what was required, even when explained by multiple team members, some of the team still could not understand how to add models to the Unreal project, which also resulted in all of the files being deleted. Thankfully, as I had the main project, I had backups to restore this.

In hindsight, we did not need to have the rooms have the same foot print as the original blockouts as the sanity system and teleport system did not require the rooms to be attached to the main hallways, at the end we all agreed we could have just floated the rooms above the hallway as the teleport system would have put the character in the correct rooms and position anyway.
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