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[bookmark: _Toc229748885]Key Terms and Definitions	Comment by Adam Head: This section is currently empty. Useful terms to define here could include environmental storytelling, atmosphere, architecture, presence, immersion, spatial design, and visual hierarchy. This will help establish the academic vocabulary of the project early on.
· Environmental storytelling – A design technique that uses elements of an environment to communicate narrative themes. 
· Atmosphere – The dominant emotional tone or mood; established by cohesive integration of visual, narrative, level design and audio. 
· Architecture - A style and method of design and construction.
· Spatial design – The conceptualisation and implementation of space as the central element of mechanics and player experience, with a focus on movement, interaction, and narrative.
· Visual hierarchy – The arrangement of visual elements to establish an order of importance, with critical information placed front and centre.
· Materiality – The careful selection of materials to convey architectural vision, enhance aesthetic function and express specific ideas.








[bookmark: _Toc203655354][bookmark: _Toc538686726][bookmark: _Toc1766826592][bookmark: _Toc229748886]Chapter 1: Introduction
Crawford [1] argues there is a difficulty of merging storytelling with games design, stating that there is a struggle between the mechanics-focused games designers and the creativity of the storytellers. This implies that a successful game cannot be narratively meaningful as well as mechanically engaging. This dissertation will show that this is not the case, examining the use of architectural design as a primary storyteller, showing how it shapes the environment, atmosphere and player emotion, helping to create engaging spaces that compliment games mechanics.

The aim of this project is to analyse how architectural styles can influence atmospheric tone and player mood within various genres of game, explore how architecture can be used as an environmental storytelling device, and then to combine architectural theory and game design theory to understand how the two contribute to creating compelling stories and building convincing atmospheres. This will inform the practical element of the project, three immersive experiences that each use a distinct architectural style to influence atmosphere and to create a believable environment.	Comment by Adam Head: Strong aim, but correct the grammar to “various genres of games” or “various game genres”. This aim is clear and aligns well with the survey and case studies. You could strengthen it further by stating what your practical project is trying to demonstrate.
	Comment by Adam Head: This should read “contains a review”, not “contains on review”.
Chapter 2 contains a review of the main materials researched for the project, detailing various game design theory and how this both supports and links with the research statement. Chapter 3 will discuss case studies; three games have been chosen due to their strong visual identities. They have been analysed based on factors such as the architecture of the game-world, environmental storytelling, player emotion, as well as presence and immersion. Chapter 4 will explain the research methods used and information regarding the practical element of the project. A qualitative dominant mixed-method approach has been adopted to investigate the impact that architecture has on emotional tone and environmental storytelling. Chapter 5 will contain the analysis of case studies as well as the survey conducted, while also identifying any limitations and explaining the influence of research on the practical element of the project. Finally, chapter 6 will contain a summary of the research undertaken and provide a conclusion to this dissertation document.	Comment by Adam Head: The chapter currently includes three case studies: BioShock, Control, and Bloodborne. Later sections also refer to both three and four case studies. Make sure the number of games analysed is consistent throughout the dissertation.
[bookmark: _Toc391267507][bookmark: _Toc1315691524][bookmark: _Toc1348851613][bookmark: _Toc229748887]Chapter 2: Literature Review
This chapter reviews key theories and concepts that give context to the project, these relate to environmental storytelling, visual design, architecture, presence and immersion in games.
[bookmark: _Toc229748888]2.1 Narrative and Storytelling
Jenkins [2] introduces the concept of game design as a narrative device and argues that game designers create spaces with embedded narrative meaning, rather than telling linear stories. He explains that storytelling becomes more dependent on environmental cues, spatial layout and player exploration. This suggests that architecture can be a central narrative device as players will interpret the story through the atmosphere, structure and spatial sequencing of an environment.

Carson [3] a Disney imagineer, argues that games designers could learn a great deal from the environmental storytelling techniques used when designing areas of the parks, he explains “the story element is infused into the physical space... it is the physical space that does much of the work.” His point supports the research statement as it shows that storytelling does not have to be purely explicit; as seen in modern day theme parks, storytelling is embedded within the architecture of the environment. Layout, lighting and sounds are used as a way of guiding viewers emotionally through each experience, landmarks are clearly defined and sight lines are controlled carefully to quietly direct attention and navigation; making exploration feel organic and engaging. Environmental details such as choice of materials and décor help to further build on this atmosphere and imply history and believability. Whilst theme park designers rely on these elements in a physical form, game designers use these same principles digitally.	Comment by Adam Head: Add commas so the sentence reads: “Carson [3], a Disney Imagineer, argues…” This is a strong source for environmental storytelling, but make sure you explain why theme park design is relevant to game environments.	Comment by Adam Head: This sentence is incomplete. Finish the point by linking it to architecture, explaining how storytelling can be embedded into spatial layout, materials, structure, and environmental details.
[bookmark: _Toc229748889]2.2 Visual Components and Player Emotion
Jenkins [4] describes the use of visual components in level design, giving the example of Monopoly; he states that ultimately, what players truly remember is the experience of moving around the board. This gives direct context to the intended project output because it demonstrates how the design of a three-dimensional space can affect players experience and understanding of the game world. The environment helps to communicate meaning through visual design, utilising elements such as layout, scale and structure to create a visual language that guides player interpretation, navigation and interaction with the space. In Monopoly’s case, the board uses a more simplistic yet abstract design to represent ideas of ownership, wealth and progression. Despite a lack of realistic three-dimensional visuals, players can still understand the purpose of the play space because the layout and structure clearly define how the game works. This shows that often the players understanding of meaning within a game environment comes from the layout and symbolism of the space itself.	Comment by Adam Head: Good attempt to connect theory to practice. However, the Monopoly example needs clearer explanation. Explain more carefully how a board game example translates into 3D game architecture and environmental design.
This is further supported by Totten who describes the importance of considering spatial awareness and lighting within design, and how this can affect player emotion – spaces that are too small often make the player feel uncomfortable and claustrophobic, whereas those large enough to accommodate a human or avatar are more comfortable [5]. With lighting, when the player can hide in the shadows it brings feelings of comfort and safety, but if the player is forced to explore a dark room, this triggers feelings of fear and vulnerability. This clearly shows that lighting has a significant influence on emotion.
 
[bookmark: _Toc229748890]2.3 Architecture and Realism
Totten explains the relevance of architecture in video games; he notes that architecture often reflects the ideologies and philosophies of the designers and builders. He also mentions how different styles can be closely related to the cultural factors of the time or place in which they were built [6]. He later discusses the basic form of buildings and how this is used to communicate its function, Skyrim (2011) is mentioned as an example, assets from this game are consistent in shape and function while the outward appearance changes with each new area, differing in decoration while still communicating the same function [7]. Consistent architectural forms allow players to quickly recognise the purpose and social meaning of a space without explicit exposition; this could be the use of recurring materials, spatial layout or structural design. Repeated architectural motifs help designers to establish cultural identity within environmental storytelling, enabling players to associate specific designs with different places, factions or values within the game world. Functional readability is also reinforced by this; players learn to identify important spaces based on familiarity with special layout or design patterns. Immersion is strengthened by cohesion, making environments feel more realistic and believable, while guiding behaviour and interpretation through implicit communication.	Comment by Adam Head: This is highly relevant and should be expanded further. Consider discussing how architecture communicates ideology, culture, and function within game spaces. This section could become a key foundation for the BioShock, Control, and Bloodborne case studies.	Comment by Adam Head: Good example, but connect it more directly to the dissertation topic. Explain how consistent architectural form helps players interpret function, story, and culture within the game world.
[bookmark: _Toc229748891]2.4 Presence and Immersion	Comment by Adam Head: Correct the spelling to “Presence and Immersion”.
Lombard and Ditton define the term presence as ‘the illusion of non-mediation', the idea that the medium of creating a virtual experience becomes invisible to the viewer, creating the psychological feeling of being there in the space [8]. This concept allows players to perceive the virtual as realistic spaces, and places architecture as a key design element when creating a convincing environment. Architectural believability is closely linked to this as players are more likely to feel psychologically immersed within a virtual world when the architecture reflects real-world spatial logic. Ensuring consistency in function, as well as using design principles that are culturally recognisable create environments that appear authentic and responsive to narrative and societal structures of the game world.	Comment by Adam Head: Good theoretical source. Strengthen this section by linking the concept of presence to architectural believability and environmental consistency.

Ermi and Mayra [9] discuss immersion and how this links to the depth of player engagement, through the three types of immersion: sensory, challenge-based, and imaginative. Sensory immersion is most relevant to the architectural element of this project as this type of immersion can be influenced by factors such as spatial design, materiality, and lighting. All of these contribute to atmosphere and environmental storytelling and enable the player to engage emotionally with the space. Imaginative immersion is also relevant as this allows a player to become fully absorbed in the game’s narrative and world. Architectural cues and spatial details prompt players to interpret their own meaning and piece together the history and context of the environment.	Comment by Adam Head: Strong source choice. You explain sensory immersion well, but it would also help to discuss imaginative immersion and how it relates to environmental storytelling and worldbuilding.

Schubert et. al [10] present the idea that presence can be influenced by player perception and interaction. Architectural elements such as layout, scale and navigation cues can be used to guide player movement, interaction, and perception, this reinforces the idea of feeling truly within a virtual space and demonstrates how architecture can bridge immersion and presence through environment design.
[bookmark: _Toc1872243036][bookmark: _Toc710620127][bookmark: _Toc67566125][bookmark: _Toc229748892]Chapter 3: Case Studies
[bookmark: _Toc1606208058][bookmark: _Toc452844569][bookmark: _Toc229748893]3.1 Introduction	Comment by Adam Head: Short introduction explaining why these games were selected. For example, BioShock, Control, and Bloodborne each use distinctive architectural styles to communicate ideology, atmosphere, and narrative without relying solely on dialogue or cutscenes.
These games were selected for case studies as each uses a distinctive architectural style to communicate ideology, atmosphere and narrative without solely relying on dialogue or cutscenes.
[bookmark: _Toc1295225593][bookmark: _Toc1571365578][bookmark: _Toc229748894]3.2 BioShock (2007) [11]
The 2007 game BioShock is set in the fictional city of Rapture, a libertarian utopia created under the sea in the 1940’s as an escape from collectivism [12]. This title employs rich storytelling and world building techniques using Art Deco style architecture and is a good example of how a strong visual identity can play a key role in building an immersive environment.	Comment by Adam Head: Strong case study choice and a good opening context. Ensure that all factual claims about the game and Art Deco architecture are properly referenced.
[image: ]
[bookmark: _Toc229747600]Figure 1 : BioShock (2007), Welcome to Rapture City.
Art-Deco style architecture is characterised by features such as geometric patterns and symmetrical designs, there is heavy use of ornamentation and bold visual motifs, and materials used are typically luxurious, such as marble or ivory [13]. These types of materials are used often within Art-Deco to suggest ideas of wealth, modernity and progressiveness [14]. The ideology of the game’s fictional antagonist, Andrew Ryan, is reflected in the design choices within the environment where material and form are used to convey utopian ambition and individualism [12]. 	Comment by Adam Head: Good description, but use “Art Deco” without the hyphen unless your referencing style guide specifies otherwise. Add an architectural source to support claims about wealth, modernity, and progress.

Narrative is embedded in the rise and fall of Rapture, not just through audio diaries and other visual context clues, but through the architecture and environmental changes. The architecture acts as a visual record of ideological failure and shows the consequences of extreme individualism. The ornate and decorative interiors suggest a former wealth and confidence in the city’s success; however, these contrast heavily with the city’s current damaged and decayed state, suggesting the idea of a societal breakdown as the environment is no longer maintained. A further example of this is seen when comparing areas such as Olympus Heights, Fontaine’s apartment a very luxurious and decadent environment, with the Hephaestus building, a industrious and utilitarian area.
[image: ]
[bookmark: _Toc229745608][bookmark: _Toc229747601]Figure 2: BioShock (2007), Fontaine's Apartment.
[image: ]
[bookmark: _Toc229745609][bookmark: _Toc229747602]Figure 3: BioShock (2007),  Hephaestus Building.


As mentioned above, contrasts between the past and present are made more visible through the juxtaposition of advertising and destruction, as well as wealth and ruin. The city is filled with remnants of its former identity, optimistic advertisements promoting idealised utopia and prosperity contrast heavily against the current neglected and decaying architecture. Rapture was designed as a safe place for the elite, and while traces of this remain in grand halls filled with luxurious furnishings, these spaces are now inhabited by monsters and littered with debris. This contrast highlights how quickly unchecked ambition led to the city’s downfall and communicates to the player contrasting feelings of utopian aspiration and dystopian failure as the atmosphere starts to feel as though it is haunted by memories of its past.
[image: ]
[bookmark: _Toc229747603]Figure 4 : BioShock (2007), Medical Pavillion.
The architecture of Rapture evokes a combination of awe, isolation, and unease; initial exploration forces viewers to marvel at the sheer scale and beauty of the city, however as the player ventures deeper into the environment, this gradually transforms, shifting feelings of awe into fear and melancholy. A stand-out feature of Rapture is its large glass windows, revealing to the player the vast and open ocean, suggesting themes of isolation and vulnerability. Additionally, it creates tension within the environment and forces a claustrophobic atmosphere. 	Comment by Adam Head: This should read “As well as this…”

Real-time environmental interactions such as lighting and sound can affect player exploration and immersion. Environmental cues are used to direct attention, usually by way of object movement or through audio and lighting cues. Echoes and dripping water make Rapture feel vast and empty, conflicting with its old identity of a bustling city, and turning its architecture from cheerful and optimistic to haunted and hollow. Warm, stable lighting in areas less decaying contrast with the dim, flickering lights found in areas of ruin, this influences the deeper emotional tone. The player’s interpretation of the space moves from nostalgic grandeur into unease and collapse.	Comment by Adam Head: Good analytical point. Expand the following note into full discussion by explaining how echoes, dripping water, lighting, and ambience reinforce the atmosphere and architectural identity of Rapture.

BioShock shows the ways in which architecture can reflect ideology and narrative themes through its contrasting environments and gradual decay. Rapture can be seen as both a setting and a storytelling device from the way it shapes the players emotional experience; not just a passive backdrop, the city works hard to communicate its history and ideology through symbolistic architectural design. The contrasting themes utopia and ruin create a constant feeling of unease, forcing players to feel the consequences of ideological failure for themselves. This is communicated solely through the architecture and is central to the city’s atmospheric impact, allowing the player to feel fully immersed in the story. 	Comment by Adam Head: Excellent concluding point. This directly supports the dissertation title and central argument and should be emphasised further.
[bookmark: _Toc2015905052][bookmark: _Toc1296986298][bookmark: _Toc229748895]3.3 Control (2019) [15]
Control is set in modern-day New York, primarily taking place inside a Brutalist-style government-owned skyscraper dubbed ‘The Oldest House’, home to the Federal Bureau of Control. ‘The Oldest House’ is a mysterious, para-natural structure that defies typical spatial logic. Throughout the game, this building is used as a central narrative device, utilising architectural features to enhance storytelling, revealing the Bureau’s function, hierarchy, and history. 	Comment by Adam Head: Good opening and a strong choice of case study. 
[image: r/controlgame - The Oldest House - Exterior]
[bookmark: _Toc229747604]Figure 5 : Control (2019), The Oldest House exterior.
Brutalism is characterised using raw materials like exposed concrete, strong geometric shape and form, and monumental scale and verticality [16]. These design features rely on functional symbolism to reinforce politically charged themes of institutional control and authority [17]. As a deliberately non-Euclidean and labyrinthine structure, the Oldest House challenges traditional architecture with many instances of shifting geometry, walls folding and corridors rearranging themselves, reconfiguring in real time to disorientate the player. This combination of repetitive corridors, heavy materials, and minimal ornamentation helps to create a sense of oppression and rigidity within the environment. 	Comment by Adam Head: Good architectural explanation. Add a source on Brutalist architecture and architectural symbolism to support this discussion more academically.
[image: The Oldest House often shifts, rearranging its structure and topography]
[bookmark: _Toc229747605]Figure 6 : Control (2019), The Oldest House, shifting.
The interior of the building is far larger than the exterior, and the space transforms dynamically, active and unstable - this presents a contrast between normality and interior impossibility. This is further explored throughout the building where ordinary office spaces furnished with desks and filing cabinets are juxtaposed with supernatural distortions of these locations; the geometry becomes warped, the lighting changes and in some areas, bodies float many feet above the ground, recontextualizing a familiar environment into something uncanny and threatening.

The architectural design of The Oldest House evokes feelings of unease and paranoia. The brutalist aesthetics shift emotional tone by using extreme verticality and monumentalism, as well as building with cold and impersonal materials to make the player feel insignificant. The repetitive layout of the building creates feelings of psychological tension as spatial shifts are anticipated, making the direction of travel more ambiguous; this feature also takes away a feeling of control from the player which causes a feeling of heightened vulnerability. This shows that the architecture functions as a symbol of bureaucratic power [18] through themes of order and control, as well as a dynamic system that reflects the chaotic and unstable nature of the environment.	Comment by Adam Head: Strong analytical point. Consider linking this directly to the survey data if participants associated the environment with anxiety, tension, curiosity, or confinement.
[image: ]
[bookmark: _Toc229747606]Figure 7 : Control (2019), The Oldest House, interior.

The architecture of The Oldest House is interactive and reacts to the player’s actions, the shifting layout forces the viewer to reorientate themselves frequently, aligning the player’s experience with the protagonist’s confusion; the unpredictable nature of the space encourages exploration and active engagement rather than relying on passive navigation. The integration of game play mechanics within the environment, such as destruction and telekinesis, strengthens the idea of immersion and presence within the space as this allows players to actively engage. This idea of the environment being responsive and dynamic helps to make the building feel as though it is a living system instead of a visual prop. These surreal elements are grounded by the strong visual identity of the architecture, the contrast between the two helps to create the impactful and immersive environment by tapping into player emotion. 

Control demonstrates how architecture can function simultaneously as a narrative device, a mechanical system, and a psychological tool, with The Oldest House shaping the atmosphere by employing a combination of brutalist design and spatial instability. 	Comment by Adam Head: Strong conclusion, but the sentence needs smoothing for clarity. A more polished version could read: “Control demonstrates how architecture can function simultaneously as a narrative device, a mechanical system, and a psychological tool.”
[bookmark: _Toc230870833][bookmark: _Toc1048132399][bookmark: _Toc229748896]3.4 Bloodborne (2015) [19]
Bloodborne is set in the sprawling city of Yharnam, an imposing metropolis reminiscent of cities from the late 19th century, complete with Gothic Revival style architecture and governed by an organisation known as ‘The Healing Church’. This combination of Victorian and Gothic can be characterised by features such as pointed arches, spires and towering cathedrals, ornate detailing, and narrow streets with dense urban design. 	Comment by Adam Head: Strong descriptive opening.
[image: Yharnam Architecture Bloodborne Wallpaper]
[bookmark: _Toc229747607]Figure 8 : Bloodborne (2015), the streets of Yharnam.
Yharnam is designed with vertical hierarchy in mind, ideas of progression and power are communicated through scale and monumentality by making the player feel small and insignificant. The architecture reflects both themes of religious authority through the various forms of symbolism and places of worship {20}, in addition to that of scientific experimentation, discovered by the player through exploration of Yharnam’s clinics and hidden labs. The streets are littered with bodies and stained with blood, while old stone buildings are crumbling, visually suggesting societal collapse.


Bloodborne, similarly to the Dark Souls series of games, relies on a primarily implicit method of storytelling with the player learning through experience and exploration rather than direct exposition. Environmental cues such as the placement of enemies, items and the architecture itself help to build narrative context; the architecture acts as a visual timeline, as the player ventures further into Yharnam, the more they discover about the city’s past. The transformation of Yharnam is shown through spatial progression, the earlier areas suggest a plague has hit the city and its population is hysterical, however, later locations contrast with this to reveal a more sinister truth, homes become barricaded and bloodied corpses burn in the streets.
[image: 1366x768 Download Bloodborne Old Yharnam Corpses Wallpaper]
[bookmark: _Toc229747608]Figure 9 : Bloodborne (2015), Old Yharnam.
The architecture is a key influence on player emotion, and creates feelings of fear and dread, building emotional tension through confinement and scale. The Gothic style helps to keep the atmosphere dark and melancholic using a combination of dense and heavy stone buildings [21] with narrow winding streets, this helping to enforce a feeling of claustrophobia as the space feels enclosed. Yharnam has an abundance of hidden paths and rooms scattered throughout the layers of the environment, encouraging exploration and allowing players to engage with their curiosity. However, this also brings feelings of anxiety, there are many hiding spaces not just for the player, but for potential unpredictable threats. Lighting is controlled, outside areas are overshadowed by monumental buildings and extreme verticality, a heavy fog hangs in the air, diffusing the little light that is visible. Similarly, indoor spaces are dimmed by stained glass and lit by only candlelight or lanterns, lowering visibility and giving a feeling of unease and vulnerability. 
[image: bloodborne nexus mods dlc expansion (1)]
[bookmark: _Toc229747609]Figure 10 : Bloodborne (2015), Yharnam.
Themes of death and decay are communicated through the lack of grandeur as real-world Gothic cathedrals imply divinity and nobility through careful design and ornamentation. In contrast, the architecture of Yharnam feels abandoned; old Gothic stone structures are eroded and stained with blood, and statues that were once decadent are now damaged or obscured from view. To further this contrast, buildings still standing evolve from vertical churches and ritual spaces into impossible ‘nightmare’ structures that visually collapse religious order and Gothic horror into something more cosmic and unknowable. This influences the players emotions further, pushing a feeling of dread as they begin to realise that something more sinister is hiding behind this façade of “tragic disease.”	Comment by Adam Head: Interesting comparison, but it needs either a supporting source or more careful wording.	Comment by Adam Head: Very good insight. This idea could be expanded further by explaining how the architecture initially suggests religious Gothic horror before gradually revealing something more cosmic and unknowable.

Yharnam has a strong visual identity and a consistent architectural style. This helps to build immersion as the environments become more believable with buildings having a cohesive visual style as well as an accurate spatial design. Interconnected level design has a significant impact on player engagement and immersion; this is a key element of Yharnam’s design. Navigation within this world requires good spatial awareness and accurate player memory, following limited visual cues and exploring diegetically rewards attentive players. This shows that the architecture is not only used as a visual enhancement, but also as a method of guiding player movement and story progression through spatial design rather than explicit exposition.

Bloodborne is an example of how architecture can be used as a primary narrative device, with the environment functioning as both a method of storytelling and as a central emotional driver. The Gothic-style architecture, its cultural significance, and its symbolism reinforce themes of decay and horror which creates a deeply atmospheric environment that shapes player experience and immersion.	Comment by Adam Head: Strong concluding statement. This effectively links architecture, emotion, immersion, and environmental storytelling together.
[bookmark: _Toc2002083848][bookmark: _Toc118527671][bookmark: _Toc1904032469][bookmark: _Toc229748897]Chapter 4: Methodology 
[bookmark: _Toc229748898]4.1 Research Methods
This study uses a mixed-method approach to gather both primary and secondary research, and to combine qualitative and quantitative data. This methodology was used as it can provide insight into measurable outcomes within the dataset providing statistical analysis of results, as well as a deeper understanding of individual experiences which allows for thematic analysis.

To begin, three case studies were conducted, each looking at a different game with its own atmospheric style and thematic elements. To collect secondary research, relevant sources were gathered relating to games design and architectural theory as collated within the literature review. This was alongside three case studies, these games have been chosen due to each having distinct architectural styles, powerful environmental storytelling and good variation of emotional tone. All three hold relevance to the practical element of this project, influencing the architectural styles of each environment that will be created.	Comment by Adam Head: There is inconsistency regarding the number of case studies used. Make sure the dissertation consistently refers to the same number throughout.

After this, a survey methodology was employed, utilising visual stimuli to gather both quantitative and qualitative data. Survey participants were presented with a series of architectural images, using Likert scales they would then rate their emotional responses. They were also asked to associate the images to word descriptors, specify the aspect of the environment that affects them most, and give a brief text explanation of why the answer was chosen.

[bookmark: _Toc131016773][bookmark: _Toc2034966077][bookmark: _Toc847561180][bookmark: _Toc229748899]Chapter 5: Evaluation
[bookmark: _Toc229748900]5.1 Survey Data Analysis
This survey was conducted to examine how players perceive and emotionally respond to architectural elements within video game environments. By presenting participants with a series of controlled visual stimuli, the study aims to identify correlations between spatial design features—such as scale, lighting, and layout—and the emotional responses they evoke. The findings are used to support analysis of environmental storytelling and the role of architecture in shaping player experience, while informing the practical element. The final total of survey participants was 20 individuals.	Comment by Adam Head: This is one of the strongest sections of the dissertation so far. It clearly explains the purpose of the survey and links effectively back to the research question.

Questions one to four were used to identify a basic demographic background for the research; most participants (56%) were aged between 18 and 24, all would consider themselves gamers with 75% playing daily and 25% weekly. This demographic is limited and may create a degree of bias, this is discussed further in the limitations. They were also presented with a series of statements to gauge their views on environmental storytelling and immersion – the majority of participants agreed that game environments influence their emotions and perception of the narrative.	Comment by Adam Head: Good use of percentages and demographic data. Include the total number of participants so the reader can better understand the scale of the survey.	Comment by Adam Head: Useful participant context. It may also be worth acknowledging that this creates a degree of bias, since responses come primarily from gaming-literate participants rather than a broader public audience.

The next section of the survey began the analysis of visual stimuli, a set of four questions were presented alongside an image, participants were asked to rate how safe they felt, select which emotions were most prominent, pick two words to describe the environment, and provide a brief explanation why.

Questions five to eight looked at a screenshot from the game Control (2019), shown in Figure 4. Participants reported that they felt somewhat unsafe in the environment (63%), with a majority noting that the space made them feel curious and anxious, yet tense and isolated; this suggests that the environment was visually stimulating but evoked a feeling of psychological discomfort. This links directly to the findings of the Control case study, showing a tested correlation between Brutalism and feelings of curiosity, unease, anxiety and confinement. 	Comment by Adam Head: Good use of quantitative evidence. Link this more directly to the Control case study and the discussion of Brutalist architecture creating feelings of anxiety, confinement, and institutional unease.
[image: ]
Figure 4: Screenshot from Control (2019)

The most dominant descriptors used were ‘confined’ and ‘minimal’, with secondary descriptors being ‘expansive’ and ‘cluttered’, showing a conflict in player perception. A trend was identified between participants, many explained that the spatial layout and materiality of the environment influenced that feeling of confinement and minimalism, while choices of decor in the foreground, scale and verticality of the building made the space feel cluttered and expansive.

Questions nine to twelve looked at a screenshot from Dark Souls 3, seen in Figure 5. Imagery from this title has been used in place of one from Bloodborne due to the lack of access to suitable imagery from Bloodborne that met the requirements of the survey; Dark Souls 3 presents similar Gothic-inspired architecture and visual design, allowing for valid comparison in the context of this analysis. Participants did not feel safe at all looking at this environment (63% somewhat unsafe, 37% very unsafe), reporting that the space evoked strong feelings of anxiety, making them feel tense and uncomfortable. 	Comment by Adam Head: Dark Souls 3 appears in the survey analysis but not in the main case study chapter. Either explain why it is only being used within the survey section or consider integrating it more clearly into the case study discussion.
[image: ] 
Figure 5: Screenshot from Dark Souls 3 (2016)

The most dominant descriptors used were 'linear’ and 'confined’, with secondary descriptors being 'minimal’. A trend was identified, many participants stated that the framing of the light around the doorway was leading and guided their attention, showing them how to progress through the environment. As well as this, many agreed that the structure and gothic style of the architecture in combination with the lighting affected the feeling of the atmosphere.	Comment by Adam Head: Strong finding. This connects effectively to environmental guidance, level design, and visual hierarchy. Consider revisiting this point later when discussing how architecture directs player movement and focus.

Questions thirteen to sixteen looked at a screenshot from BioShock (2007), shown in Figure 6. Participants noted that they felt a little unsafe when looking at this environment (50% somewhat unsafe, 31% very unsafe, 19% neutral). Interestingly, participants felt a lower degree of anxiety despite feeling tense and uncomfortable, potentially overshadowed by feelings of curiosity.
[image: ]
Figure 6: Screenshot from BioShock (2007)

The most dominant descriptors used were ‘cluttered’ and ‘confined’, with secondary descriptors being ‘expansive’ and ‘linear’, showing a similar trend to the first image, it seems there is a conflict in player perception. This was explained further in the text responses, participants felt that the immediate foreground is cluttered and feels confined, however the view from the window shows an open and expansive sea – this made participants feel a mild sense of isolation and supports earlier analysis within the corresponding case study. Participants reported that the atmosphere is influenced by the lighting choices and the level of decay present, it is mentioned that despite this, it feels as though it was once a cosy and welcoming social space. This shows how players can infer the past life of the space through tension; the warm, soft lighting and residue of human detail contrasts with the worn and withered space it inhabits, this context can be used to reconstruct implied events without explicit narration.	Comment by Adam Head: Excellent observation. This strongly supports your analysis of Rapture’s tension between grandeur, isolation, and claustrophobia.	Comment by Adam Head: This is a useful emotional interpretation. Consider linking it more directly to environmental storytelling by explaining how players infer the past life and history of the environment through decay and visual contrast.

Questions seventeen to twenty looked at a screenshot from The Last of Us (2013), seen in Figure 7. Participants felt quite neutrally about this environment (38% neutral, 25% for both somewhat unsafe and somewhat safe, 6% for both very safe and very unsafe). It was reported that they felt more comfortable when looking at this image, curious to explore and in awe of the scenery. While tension and anxiety were low, participants reported high levels of isolation.	Comment by Adam Head: This appears to be a wording error. Check whether one category was intended to say “somewhat safe”.
[image: ]
Figure 7: Screenshort from The Last of Us (2013)

The most dominant descriptor used was ‘expansive’, with secondary descriptors being 'vertical’ and ‘cluttered’. A trend was identified between participants, many explained that the space felt open and safe, providing good visibility. It was also noted that the lighting and colour palette had the most impact on participant emotion – the environment seems bright and positive, almost peaceful. Participants stated that the overgrowth of flora and abandoned car suggests themes of post-apocalyptic decay.	Comment by Adam Head: “The most dominant descriptor…”	Comment by Adam Head: This should likely be “flora” rather than “fauna”. Fauna refers to animals, while flora refers to plant life.

Questions twenty-one to twenty-four looked at a screenshot from Shadow of The Colossus (2005). Participants felt slightly unsafe when looking at this environment (50% somewhat unsafe, 38% neutral, 12% very unsafe). Participants noted that they felt deep feelings of awe and were curious about the scenery, but despite this they did not feel comfortable. Tension and anxiety were low, and participants associated the image with slight feelings of isolation.
[image: ]
Figure 8: Screenshot from Shadow of the Colossus (2005)

The most dominant descriptors used were ‘vertical’ and ‘expansive’, with secondary descriptors being ‘linear’ and ‘minimal’. This was explained further in the text responses; participants felt the architecture within the image was ‘grandiose’ and felt imposing due to the verticality and scale in comparison to the player. This choice of wording implies the scale created feelings of awe and wonder rather than anxiety or unease. Additionally, participants felt that the lighting changed the atmosphere, making it feel more abandoned rather than hostile.	Comment by Adam Head: Good participant-linked descriptor. This is a strong example of scale creating awe and wonder rather than fear or tension.	Comment by Adam Head: Strong insight. This observation could be highly useful for informing the practical project, particularly when distinguishing between emotions such as threat, abandonment, mystery, and awe.

Question twenty-five asked participants which architectural elements most influenced the emotional response to the environments shown; lighting and scale seemed to have the greatest impact, followed by colour palette and materiality, while spatial complexity and verticality had the least. This question helps to directly inform elements of the practical project as it shows which design features should be most emphasised to design a successful thematic environment; accurate lighting details and scaling help to further sensory immersion [9], providing a more believable and authentic atmosphere for players to emotionally engage with. This is reflected in the findings of the literature review, Totten [5] explains how deeply lighting affects player emotion, and how this differs based on context and environment.	Comment by Adam Head: This is a key finding and should be emphasised more strongly. Explain how this conclusion directly influenced the design choices made within the practical project.

Questions twenty-six to twenty-eight were more personal to the participants individual experience, they were asked to name a game that had a deep impact on them and explain why. Similarly to question twenty-five, participants reported that lighting had the most influence on their experience with architecture and environmental layout sparking their curiosity about the story. Scale, sound design and spatial layout were also mentioned as important factors for immersion.

From the data gathered, enclosed and dense architectural spaces tend to produce anxiety and tension, expansive environments characterised by monumental scale and minimal obstruction instead evoke awe and isolation, demonstrating how spatial openness fundamentally alters player emotional experience. 
[bookmark: _Toc229748901]5.2 Limitations of Research
There are limitations to the chosen research methods; the proposed survey sample size is small and can’t represent proportionally the wider player demographic; as an example, responses primarily come from a gaming-literate background rather than a broader public audience. 	Comment by Adam Head: Good acknowledgement of limitations, but the wording should be more precise. Explain exactly what is not proportionally represented, such as wider player demographics, non-gamers, or varied age groups.
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There is also little variation in the age of participants, meaning that some age groups were under-represented. As well as this, there may be some instances of context bias as the images used were taken from well-known games – this could influence the way participants answer as they may have background knowledge that could influence the choices made in the survey.
[image: ]

The survey methodology was chosen as it allowed for a controlled comparison across a number of visual environments, while conducting interviews may have revealed some deeper responses, they may be less directly comparable  With the case studies, the limitation is that the analysis performed generalises perception and understanding of the environment presented within the source material, and for some players this may not be the case.
[bookmark: _Toc229748902]6 Practical Element
As mentioned in the methodology, a mixed-method research approach has been used to inform the practical element of this project, combining information from both primary and secondary sources, discussed further in section 6.3.	Comment by Adam Head: this should read “As mentioned above…”
The practical element of this project involves creating a series of three architecturally differing environments that a player can navigate, with the purpose of highlighting the importance of architectural design as a narrative device. The goal of this is to utilise elements of design from Brutalist, Art Deco and Gothic style architecture and to explore how they can convey narrative aspects, as well as the influence on player emotion and general atmosphere. 	Comment by Adam Head: Good practical concept. Clarify how many environments are being created, which architectural styles are being explored, and how the survey findings informed the design decisions.
[bookmark: _Toc229748903]6.1 Planning
To plan this project, multiple different methods have been identified. To begin, a Gantt chart was created, a blank copy of this can be seen in Figure 1. The intention was to map out the progression of the project with key dates added as well as marker-points within the stages of the project's development; these being the initial research, pre-production, production and then testing.	Comment by Frankie Snow (2305483): Replace with actual gantt chart
[image: ]
[bookmark: _Toc229747610]Figure 11 : Gantt Chart of tasks, own image.
In addition to this, a provisional layout as shown in Figure 2, was created as a ‘blueprint’ for the structure of each environment, detailing where each necessary asset would fit into the scene. From this layout, a full asset list was produced, listing all the different types of assets that would be needed to build and decorate each environment – as shown in Figure 3. This was a mixture of main buildings and smaller, modular and decorative assets such as bins and streetlamps. 
[image: ]
[bookmark: _Toc229747611]Figure 12 : Proposed Environment Layout, own image.
                                                          
[image: ]
[bookmark: _Toc229747612]Figure 13 : Asset List, own image.
         
[bookmark: _Toc229748904]6.2 Planned Objectives
The planned output and objective of this project is to create three playable environments using distinct architectural styles and related thematic elements, taking influence from the research carried out, and tested for atmospheric and emotional response through player feedback. Features of design from each architectural style will be used to create a believable atmosphere, and to further enhance environmental storytelling and atmospheric effect, dynamic lighting and weather systems will be used.	Comment by Adam Head: Good objective and highly relevant to the research topic. Try to make objectives more specific and measurable. For example: “Create three playable environments using distinct architectural styles, each tested for atmosphere and emotional response through player feedback.”

[bookmark: _Toc229748905]6.3 Influence of Research on Practical
As mentioned previously, the research gathered will be used to influence design choices in the final practical element of this project. 
Case studies were conducted for BioShock [11], Control [15} and Bloodborne [19]  with the purpose of examining how architecture shapes player experience and emotion through environmental design and atmospheric detail, which will then be applied to final environment designs. All three games displayed a strong visual identity and conveyed their own messages through careful stylisation. Accurate material choice, symbolism and spatial layouts were used to create cohesive and believable environments. This will influence the practical development of the project by encouraging thoughtful design, closely following reference images and architectural design principles of each distinct style to ensure proper immersion and accuracy. 

A survey was distributed to a range of participants of different ages and backgrounds, not just restricted to those considered gaming literate, with the purpose of identifying any trends or information of interest. It was observed that lighting, scale, material choice and colour palette were the features that affect player immersion and engagement the most. Lighting was the most influential due to its ability to shift mood and narrative; darker spaces conveyed more ambiguous feelings of suspense and anxiety, while bright and well-lit environments prompted participants to feel comfortable and curious. Scale had the ability to communicate different messages depending on the environment, some spaces felt more monolithic and threatening, while others inspired feelings of awe and grandiosity. Material choice and colour palette also had the ability to influence participants emotionally and psychologically; brighter colours and softer materials game participants a feeling of comfort and ease, with some describing specific environments as peaceful. 
This will influence the practical development of the project by influencing the scaling and texturing used when building the environments. The Brutalist style environment will employ heavy use of characteristic material and muted colour palettes on monolithic-scale buildings, lighting will feel cold and sterile to prompt a more oppressive and authoritarian atmosphere; The Art Deco environment will make use of exaggerated verticality, warm lighting and bright colour palettes to evoke feelings of nostalgia and comfort, and the Gothic environment will make use of classical shapes ad materials, with a focus on organic colour palettes and natural lighting.
[bookmark: _Toc1810658115][bookmark: _Toc1587822987][bookmark: _Toc1572769170][bookmark: _Toc229748906]Chapter 7: Conclusion
The question set out by the research statement, ‘what is the role of architecture in shaping atmosphere, player emotion and environmental storytelling in video games?’ has been thoroughly explored throughout this document. Findings show that architectural spaces within video games are a core narrative device used to enhance player experience by influencing mood and meaning. As explained by Carson [3] and supported further by survey question twenty-five, storytelling truly is embedded in the design of a space and is communicated through deliberate use of symbolic design, materiality, scale, lighting and spatial layout.

Scale shapes the emotional and physical relationship between player and environment, power dynamics are communicated through enforced size and proportion of structures, as seen within Control[15]. Light functions as a directional tool as well as a visual narrative aid, guiding player attention towards areas of interest or significance, and reinforcing atmospheric tone through changes in brightness and colour. This is touched upon in survey question twelve, participants note the way that light within the scene leads their focus to the doorway, while also setting a dark but ambiguous tone through the dimness and muted colours.
The spatial layout of an environment controls the nature of progression and exploration; this idea is explored by Jenkins [2], saying that storytelling can be dependent on environmental cues, spatial layout, and player exploration, deciding the pace and shaping how narrative information is discovered by the player. This is seen in Bloodborne [19], the environment uses winding, narrow paths to create chokepoints that control the direction of movement and slow pacing with the strategic placement of enemies.

Symbolic design is used to reinforce world building through the use of embedded thematic motifs as well as social and cultural references communicated in material choice and architectural form, this provides history and narrative meaning without explicit exposition. In Control [15], raw concrete and vertical, monolithic structures are used to convey political themes of authoritarianism, as well as oppression and rigidity. In BioShock [11], more stylish and aesthetically pleasing materials such as gold and obsidian were used to decorate Rapture, suggesting ideas of wealth and elegance. This is supported by Totten [7] who states that cultural identity can be established through the association of designs, such as repeated material use, with places and values within the world.

Each of these elements of the design work together to create layered and readable environments that support immersion and player understanding simultaneously; showing that architecture in this form becomes an active storytelling tool which shapes player interpretation and emotional response. To conclude, this research confirms that fundamentally architecture has a large role in shaping environmental storytelling, player emotion and atmosphere, through the orchestration of space, light, scale and symbolism. Narrative meaning is constructed through exploration and interaction, showing that architecture is a primary vehicle for storytelling and not just a secondary visual layer.
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Survey Responses in Spreadsheet Format
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Architecture Within Game Environments Excel Worksheet.xlsx
Sheet1

		Id		Start time		Completion time		Email		Name		What is your age?		Do you play video games?		How often do you play video games?		Question.Game environments influence how I feel emotionally.		Question.Architecture in games affects how I understand the story.		Question.I notice details such as lighting, scale, and layout.		Question.I feel more immersed when environments are believable.		This environment feels:		With 5 being extremely and 1 being not at all, rate how strongly this environment makes you feel the following:.Awe		With 5 being extremely and 1 being not at all, rate how strongly this environment makes you feel the following:.Curiosity		With 5 being extremely and 1 being not at all, rate how strongly this environment makes you feel the following:.Anxiety		With 5 being extremely and 1 being not at all, rate how strongly this environment makes you feel the following:.Comfort		With 5 being extremely and 1 being not at all, rate how strongly this environment makes you feel the following:.Tension		With 5 being extremely and 1 being not at all, rate how strongly this environment makes you feel the following:.Isolation		Which best describes this environment? (Select 2)		What specific aspects of the environment influenced your feelings?
(E.g. lighting, scale, layout, atmosphere, textures...)		This environment feels:1		With 5 being extremely and 1 being not at all, rate how strongly this environment makes you feel the following:.Awe1		With 5 being extremely and 1 being not at all, rate how strongly this environment makes you feel the following:.Curiosity1		With 5 being extremely and 1 being not at all, rate how strongly this environment makes you feel the following:.Anxiety1		With 5 being extremely and 1 being not at all, rate how strongly this environment makes you feel the following:.Comfort1		With 5 being extremely and 1 being not at all, rate how strongly this environment makes you feel the following:.Tension1		With 5 being extremely and 1 being not at all, rate how strongly this environment makes you feel the following:.Isolation1		Which best describes this environment? (Select 2)1		What specific aspects of the environment influenced your feelings?
(E.g. lighting, scale, layout, atmosphere, textures...)1		This environment feels:2		With 5 being extremely and 1 being not at all, rate how strongly this environment makes you feel the following:.Awe2		With 5 being extremely and 1 being not at all, rate how strongly this environment makes you feel the following:.Curiosity2		With 5 being extremely and 1 being not at all, rate how strongly this environment makes you feel the following:.Anxiety2		With 5 being extremely and 1 being not at all, rate how strongly this environment makes you feel the following:.Comfort2		With 5 being extremely and 1 being not at all, rate how strongly this environment makes you feel the following:.Tension2		With 5 being extremely and 1 being not at all, rate how strongly this environment makes you feel the following:.Isolation2		Which best describes this environment? (Select 2)2		What specific aspects of the environment influenced your feelings?
(E.g. lighting, scale, layout, atmosphere, textures...)2		This environment feels:3		With 5 being extremely and 1 being not at all, rate how strongly this environment makes you feel the following:.Awe3		With 5 being extremely and 1 being not at all, rate how strongly this environment makes you feel the following:.Curiosity3		With 5 being extremely and 1 being not at all, rate how strongly this environment makes you feel the following:.Anxiety3		With 5 being extremely and 1 being not at all, rate how strongly this environment makes you feel the following:.Comfort3		With 5 being extremely and 1 being not at all, rate how strongly this environment makes you feel the following:.Tension3		With 5 being extremely and 1 being not at all, rate how strongly this environment makes you feel the following:.Isolation3		Which best describes this environment? (Select 2)3		What specific aspects of the environment influenced your feelings?
(E.g. lighting, scale, layout, atmosphere, textures...)3		This environment feels:4		With 5 being extremely and 1 being not at all, rate how strongly this environment makes you feel the following:.Awe4		With 5 being extremely and 1 being not at all, rate how strongly this environment makes you feel the following:.Curiosity4		With 5 being extremely and 1 being not at all, rate how strongly this environment makes you feel the following:.Anxiety4		With 5 being extremely and 1 being not at all, rate how strongly this environment makes you feel the following:.Comfort4		With 5 being extremely and 1 being not at all, rate how strongly this environment makes you feel the following:.Tension4		With 5 being extremely and 1 being not at all, rate how strongly this environment makes you feel the following:.Isolation4		Which best describes this environment? (Select 2)4		What specific aspects of the environment influenced your feelings?
(E.g. lighting, scale, layout, atmosphere, textures...)4		Which architectural elements most influenced your emotional response to the environments shown? (Select 3)		Name a video game environment that made a strong impression on you.		What aspects of that environment do you think influenced your experience?
 (This could be things like the layout, scale, lighting, materials, or atmosphere.)		How did this environment make you feel, and why?

		1		3/30/26 2:11		3/30/26 2:17		anonymous				18-24		Yes		Weekly		Neutral		Agree		Strongly agree		Strongly agree		Somewhat unsafe		2		4		4		1 		2		3 		Confined;Minimal;		Layout, lack of decor		Somewhat unsafe		2		5 		3 		1 		2		1 		Confined;Linear / Guided;		Lighting, open door (leading)		Somewhat unsafe		4		5 		2		1 		2		2		Confined;Cluttered;		Lighting, cluttered space, busy layout		Somewhat safe		2		4		2		2		1 		4		Expansive;Vertical;		Layout, textures		Neither safe nor unsafe		5 		4		2		1 		3 		3 		Expansive;Vertical;		Textures, verticality		Lighting (e.g. brightness, contrast, shadows);Scale (size of space, sense of vastness or confinement);Environmental condition (e.g. ruined, clean, overgrown);		Elden Ring		Lighting effects, expansive environment, colour palettes, use of materials		In awe, curious, explorative

		2		3/30/26 10:50		3/30/26 11:08		anonymous				35-44		Yes		Weekly		Agree		Neutral		Strongly agree		Agree		Somewhat unsafe		3 		4		3 		2		3 		5 		Cluttered;Expansive;		Objects in the environment, the seating area that would normally be populated with people is baron. Seats have been knocked over there is paper all over the floor. Clearly people left in a rush 		Somewhat unsafe		5 		4		4		1 		4		5 		Linear / Guided;Confined;		The lighting creates a creepy atmosphere. The texture of the building wants me to explore but the lighting and architecture makes me feel claustrophobic		Very unsafe		4		4		3 		1 		4		4		Confined;Cluttered;		Lighting and level design		Neither safe nor unsafe		4		4		2		3 		3 		4		Expansive;Linear / Guided;		Lighting, atmosphere and level design gives a peaceful feeling. Something has kicked off here but it’s over grown. What ever has kicked off has long gone and nature has started to take over. It gives a sense of being alone at the same time as feeling peaceful 		Somewhat unsafe		4		4		3 		2		4		4		Expansive;Vertical;		Scale lighting and textures		Lighting (e.g. brightness, contrast, shadows);Materials (e.g. concrete, stone, metal, wood);Scale (size of space, sense of vastness or confinement);		Fallout		Lighting and scale, the world felt bleak/bland and massive at the time. It helped set the tone for the game that is set in nuclear apocalypse.		Vulnerable but curious. The sound design gave the game a unique character along with the visuals of the pipboy, it made levelling up, using perks and navigating enjoyable and rewarding.

		3		3/30/26 10:56		3/30/26 11:09		anonymous				45-54		Yes		Daily		Strongly agree		Strongly agree		Strongly agree		Strongly agree		Somewhat unsafe		1 		5 		4		3 		4		5 		Minimal;Expansive;		Space, layout of items, and atmosphere.		Somewhat unsafe		2		4		5 		2		5 		5 		Linear / Guided;Minimal;		Lighting, textures, and layout, giving the one obvious route feeling linear.		Somewhat unsafe		2		4		4		2		5 		5 		Confined;Cluttered;		Lighting and textures and overall clutter of the scene giving an abandoned feel		Neither safe nor unsafe		3 		4		3 		3 		3 		5 		Expansive;Vertical;		Layout and overgrown aspect open spaced less feeling of anything being able to sneak up so slightly safe.		Somewhat unsafe		3 		4		4		2		5 		5 		Expansive;Vertical;		Atmosphere and textures giving feeling of dread due to the dull nature and abandoned feeling.		Environmental condition (e.g. ruined, clean, overgrown);Colour palette;Lighting (e.g. brightness, contrast, shadows);		Alien Isolation		Layout is very tight, lighting causing deep shadows and dark areas hiding possible dangers, textures offering a variety of cleanish looking areas interspersed with abandoned blood soaked areas, atmosphere caused by fog and smoke.		Caution and causing high anxiety as it looks safe in areas but this can lead to a false sense of security.

		4		3/30/26 18:50		3/30/26 20:05		anonymous				18-24		Yes		Daily		Strongly agree		Strongly agree		Strongly agree		Agree		Very unsafe		2		4		1 		1 		2		4		Expansive;Vertical;		The general mood of the lighting is cold and sad. Things are strewn about as if the place is abandoned and the walls have an odd texture.		Somewhat unsafe		2		4		2		2		4		1 		Linear / Guided;Minimal;		The lighting clearly highlights this opening/door, making it seem important or foreboding.		Somewhat unsafe		2		3 		1 		1 		1 		2		Cluttered;Confined;		The place looks heavily damaged and old. There's bright signage in places but otherwise the lighitng/colours are murky		Somewhat unsafe		1 		3 		1 		2		1 		4		Expansive;Cluttered;		The place is clearly abandoned as we can see old, damaged cars and items about but it's also somewhat peaceful given the nice, day-time lighting, plant life and the lack of any people.		Very unsafe		3 		4		1 		1 		1 		4		Expansive;Vertical;		This area is damged and has an interesting building, like fancy, interesting architecture making it seem important or strange. The sky is also very overcast and the whole image has a very dull, grey look making it seem sad, grim or old.		Lighting (e.g. brightness, contrast, shadows);Colour palette;Environmental condition (e.g. ruined, clean, overgrown);		Shadow of the Colossus		It may not be the best answer since part of the reason the environment is so strong is because the enemys also look like they are partically made of the buildings but the game has a lot of interesting, abandoned buildings/structures and a consistently dull, desaturated look that adds to the mystery and strangeness of the locations.		Isolated due to the literal isolation but also the lighting/colour pallete and the fact that you do have to travel a decent distance between fighing enemies - the world is quite large and you travel on a horse so that adds to the emptiness of the space. I found the world very interesting from a simple sort of "what happened here?" "who built these places? What are they for?" perspective. This ties into story of course but the environment conveys ideas / hints about the story to the player.

		5		3/30/26 21:39		3/30/26 22:05		anonymous				25-34		Yes		Daily		Strongly agree		Disagree		Agree		Strongly agree		Neither safe nor unsafe		2		3 		4		2		3 		5 		Cluttered;Confined;		Lots of different themes around the space from metal patterns on the wall to scattered foliage. Gives a sense of unease		Very unsafe		2		4		4		1 		5 		2		Linear / Guided;Minimal;		The guided light drawing focus to the doorway and the blood on the floor just screams "something bad is about to happen" and the anticipation invites fear and anxiety 		Neither safe nor unsafe		4		2		3 		2		3 		3 		Cluttered;Expansive;		The views outside the window give the feeling of an expansive world. That and the fully lit area makes the room feel bigger with no dark corners. 		Somewhat safe		5 		2		2		4		1 		5 		Expansive;Linear / Guided;		The prestine building umongst the overrun surrounding deffinately screams "this way". Though still an abandoned area the scenery makes it almost feel safe and pleasant.		Neither safe nor unsafe		2		4		2		3 		3 		3 		Linear / Guided;Minimal;		The bright lighting gave the feeling of abandoned rather than hostile. 		Lighting (e.g. brightness, contrast, shadows);Colour palette;Spatial complexity (simple vs maze-like);		Resident evil biohazard		Lighting super important as it's a horror game. Some spaces were incredibly claustrophobic adding to the tension, with areas being very cluttered so your eyes darted around everywhere adding tension and anxiety.		Uneasy, and scared at some points

		6		3/31/26 9:11		3/31/26 9:35		anonymous				18-24		Yes		Daily		Strongly agree		Neutral		Strongly agree		Agree		Somewhat unsafe		2		2		4		1 		4		4		Minimal;Confined;		Atmosphere		Somewhat unsafe		3 		4		4		2		4		2		Linear / Guided;Confined;		Lighting and atmosphere		Somewhat unsafe		1 		2		3 		2		3 		2		Cluttered;Confined;		Atmosphere, lighting and layout		Somewhat safe		4		4		2		3 		1 		4		Expansive;Vertical;		Bright lighting and scale		Somewhat unsafe		5 		4		3 		1 		2		4		Vertical;Expansive;		Scale, atmosphere and the lighting		Lighting (e.g. brightness, contrast, shadows);Scale (size of space, sense of vastness or confinement);Verticality (height, depth, multi-level spaces);		The entrance to Raya Lucaria in Elden Ring.		The scale, lighting and atmosphere		Slightly nervous the first time because it felt quite imposing

		7		3/31/26 10:58		3/31/26 11:09		anonymous				25-34		Yes		Daily		Strongly agree		Agree		Agree		Agree		Neither safe nor unsafe		2		3 		3 		2		3 		3 		Confined;Maze-like / Complex;		The lighting and colour is very drab and grey, it feels super confined, corporate and understatedly oppressive		Somewhat unsafe		3 		3 		4		2		3 		2		Linear / Guided;Vertical;		The darkness surrounding the doorway, the light leaking out beckons the player inside. The building looks gothic and generally spooky 		Somewhat unsafe		2		4		2		3 		3 		2		Confined;Cluttered;		It looks like a bar, warm and cosy but also with an undercurrent of danger		Somewhat unsafe		4		3 		3 		2		3 		4		Expansive;Cluttered;		It’s all very post apocalyptic, a little uncanny seeing overgrown streets.		Somewhat unsafe		4		3 		3 		2		3 		3 		Vertical;Linear / Guided;		It feels linear because it’s such an imposing figure on the rest of the landscape		Lighting (e.g. brightness, contrast, shadows);Scale (size of space, sense of vastness or confinement);Colour palette;		Sea of Thieves 		There are four distinct regions in the world that really stand out from each other. The water is a different shade in all of the areas, the lighting is different, it’s just a completely different atmosphere depending on which part of the map you’re on.		Each area is completely different. The shores of plenty are a classic blue seas/white beaches vibe, the ancient isles are leafy and green with ancient temples to explore, the wilds are grey and grim (and honestly the area I like to avoid the most), and the devils roar is primordial and covered in volcanoes! They all play into the pirate experience in their own way 

		8		3/31/26 12:12		3/31/26 12:30		anonymous				25-34		Yes		Daily		Strongly agree		Strongly agree		Strongly agree		Strongly agree		Neither safe nor unsafe		2		4		2		2		2		3 		Vertical;Minimal;		Illuminated center with darkened perimeter, looks like it's built with function over form, maybe somewhere where people work? It feels cramped and enclosed but not in a hostile way.		Somewhat unsafe		3 		4		4		2		4		4		Confined;Linear / Guided;		Very dark, obfuscated doorway but with just enough light to guide the player into the unknown. Tall, imposing architecture helps the confined feeling.		Very unsafe		4		5 		5 		1 		4		5 		Cluttered;Linear / Guided;		The window into the sea and the signage instantly draws attention, along with the run down nature of the room, showing the player very clearly that this place is abandoned or at least very run down. Everything being so skewed, slanted or broken helps with the uneasy, isolated atmosphere.		Very Safe		5 		5 		1 		4		1 		1 		Expansive;Vertical;		The grandiose structures and the placement of them in a slightly elevated, open area makes the area feel very welcoming and safe. Sort of makes me expect a well maintained civilization with a government and a rule of law. The area where the trees invite the shade that dissaptes into light near the buildings helps invite that feeling of safety and order.		Somewhat unsafe		5 		5 		3 		2		3 		5 		Expansive;Vertical;		The weather and the greys of the stone give the area an abandoned mysterious look. It feels sort of lonely to look at, makes you think about who might have lived there and why. The area sort of stands at a precipice between scary and exciting, as I want to explore it, but I have no idea what might still be there. Elevating the structure above the player also gives this sense of grandiosity or nobility to the structure, like I'm not "worthy" of being there.		Lighting (e.g. brightness, contrast, shadows);Colour palette;Environmental condition (e.g. ruined, clean, overgrown);		Final fantasy 14		Scale		Every single area in the game is designed with this feeling of grandiosity, like every discovery and point of interest is another long lost relic of a forgotten civilization, or something designed to be intentionally overwhelming and awe inspiring. It feels very open ended to play, and I think a lot of this is because of the environmental design, as it leaves so much open to explore and invites that exploration naturally through scale. Even the city-states, the relatively "normal" areas that are already built up, feel incredibly large and almost intentionally overwhelming to guide people into getting lost in them, whether it's their bustling streets or their guilds or their hidden secrets.

		9		4/24/26 16:51		4/24/26 17:18		anonymous				35-44		Yes		Daily		Strongly agree		Agree		Strongly agree		Strongly agree		Somewhat unsafe		5 		5 		3 		2		4		5 		Maze-like / Complex;Cluttered;		The scale of the walls versus the 'human' elements (chairs indicate scale). Cold colour pallette feels imposing.

Scattered papers and upturned furniture give a sense of unease - it feels like the rules of this place have been disturbed, or its peace has been violated.		Somewhat unsafe		4		4		4		1 		3 		5 		Confined;Linear / Guided;		Lighting draws the eye to the centre of the location, provoking a curiosity of what might be beyond the doorway.

Uplighting of archetectural detail in the arches looks imposing and dramatic.		Very unsafe		2		4		5 		1 		5 		5 		Cluttered;Confined;		Debris and signs hanging at angles suggest that significant events may have taken place here, with a date that provides context as to when. A lack of human presence provides an eerie feeling and a contrast to the celebratory themes of the signage.		Somewhat unsafe		5 		4		4		2		3 		5 		Expansive;Cluttered;		The remains of a once busy looking society returning to nature evoke a peaceful feeling while also having an unsettling element to it. The colours and contrast make the place feel bright and visually interesting, but past signs of life suggest an element of risk and danger that could emerge from the shadows.		Very unsafe		5 		5 		4		1 		3 		5 		Vertical;Expansive;		The depth and verticality create an impressive sense of scale. However, the ruins and structures feel dangerous and fragile. The tower in shadow feels foreboding and ominous, but also feels like a focal point or destination to gravitate to.

The contrast in the clouds provide a sense of drama, with breaks in the cover framing the tower. Diagonal lines from the visual centre draw the eye to the tower as a focal point.		Scale (size of space, sense of vastness or confinement);Materials (e.g. concrete, stone, metal, wood);Colour palette;		Fallout 3's wasteland		The lighting and muted colour pallette, ruins as far as the eye could see and scorched debris from a dead civilization (when emerging from the Vault that the player was born and raised in).

The only sounds the player can hear at this point are their own footsteps and the wind whistling.		Lonely and intimidated - the place felt devoid of life or hope, with sad remnants of a once prosperous society now laying in decay. Before encountering other living characters (NPCs) it provoked feelings of anxiousness and shock at what happened to the world above ground.

A burned children's playground filled with land mines was a particularly memorable area in these opening scenes. It was an indication of how twisted and cruel the world had become and gave a sense of danger to an otherwise silent and lifeless landscape.

		10		4/24/26 19:17		4/24/26 19:32		anonymous				18-24		Yes		Daily		Strongly agree		Agree		Agree		Strongly agree		Somewhat unsafe		4		3 		3 		1 		4		5 		Confined;Cluttered;		The dystopian shaped architecture - the walls, roof, and the way they are textured		Very unsafe		5 		5 		4		1 		4		2		Linear / Guided;Confined;		The lighting makes the scene feel eerie.		Very unsafe		2		4		4		1 		5 		3 		Maze-like / Complex;Cluttered;		The lighting, fog, and the figure in the painting makes the scene feel creepy.		Somewhat unsafe		5 		3 		2		1 		2		5 		Expansive;Maze-like / Complex;		The grand architecture. It makes you feel small.		Neither safe nor unsafe		3 		4		2		2		2		3 		Linear / Guided;Vertical;		The scale of the building and the lighting.		Materials (e.g. concrete, stone, metal, wood);Environmental condition (e.g. ruined, clean, overgrown);Scale (size of space, sense of vastness or confinement);		Elden Ring.		The scale of the buildings and the way they are textured.		Insignificant. Because of the scale of the buildings.

		11		4/24/26 21:37		4/24/26 22:05		anonymous				45-54		Yes		Daily		Agree		Strongly agree		Strongly agree		Strongly agree		Somewhat unsafe		2		3 		2		2		4		5 		Expansive;Minimal;		Size and emptiness 		Very unsafe		2		2		1 		5 		1 		3 		Confined;Linear / Guided;		lighting and shadows pointing you to one area		Somewhat unsafe		4		2		4		3 		4		1 		Confined;Cluttered;		the decayed environment 		Neither safe nor unsafe		2		3 		4		3 		3 		2		Expansive;Maze-like / Complex;		it looks bright with a future ahead but at the same time looks abandoned and lonely		Somewhat unsafe		1 		2		2		5 		1 		2		Vertical;Expansive;		Looks massive in scale also gives the atmosphere of abandoned lost civilisation 		Lighting (e.g. brightness, contrast, shadows);Environmental condition (e.g. ruined, clean, overgrown);Verticality (height, depth, multi-level spaces);		MechWarrior (1989 video game)		Been immerged in a cockpit experience for the first time and able to engage in combat with targets from distance and seeing enemy contacts coming in at you with shacking and feeling being stuck in the cockpit		I remembered it gave me a adrenaline rush

		12		4/27/26 11:30		4/27/26 12:14		anonymous				18-24		Yes		Weekly		Agree		Agree		Agree		Agree		Somewhat unsafe		3 		2		4		2		4		4		Maze-like / Complex;Minimal;		The really corporate, bland brutalist building structure, clearly just built for structure. But it's also so much bigger than it would ever make sense to build. There is also no windows at a level where employees can look outside. It's already designed to be uncomfortable, but then on top of that, it also feels abandoned and run down, clearly showing that there's barely anyone here to take care of the place, which helps make the player more anxious.about what happened.		Very unsafe		3 		3 		4		1 		4		3 		Confined;Linear / Guided;		It's very dark and grungy, with very little light. It has a gothic style, so it feels like a vampire castle or something. But also the lighting is clearly trying to get the player to go towards it		Somewhat unsafe		3 		4		3 		3 		2		3 		Confined;Cluttered;		It feels like a bar or some other social place that should feel comforting, but it's clearly been abandoned for a very long time, given the damage and the outdated decorations.		Neither safe nor unsafe		4		4		2		2		2		3 		Expansive;Linear / Guided;		There's a big grand central.building, obviously built for someone important, but again clearly whoever it's for is not around any more, and the area is getting covered in plants and ruin		Neither safe nor unsafe		5 		4		3 		2		3 		3 		Expansive;Vertical;		Very very large structure compared to the player. The bridge thing connecting to the building draws the eye and shows how big it is very effectively		Environmental condition (e.g. ruined, clean, overgrown);Lighting (e.g. brightness, contrast, shadows);Scale (size of space, sense of vastness or confinement);		Leyndell from Elden Ring		Very large city, as large as entire other regions earlier in the game. A relatively bright and golden colour palette compared to the overall murkiness of the rest of the game. Really ethereal music that makes the atmosphere almost feel peaceful, but slightly offputting, despite still having loads of enemies. And also there's a giant dragon corpse that covers a third of the area, which is also part of the explorable environment. The entire city is also built around the Erdtree, which you would have been seeing throughout the whole game up to that point		Awe mostly, because of the sheer scale of the city and dragon. Also peaceful because of the music but some anxiety as well because enemies will attack you without any music change to warn you, unlike every other part of the game

		13		4/27/26 16:05		4/27/26 16:17		anonymous				18-24		Yes		Daily		Strongly agree		Agree		Agree		Neutral		Neither safe nor unsafe		2		2		4		1 		3 		5 		Expansive;Cluttered;		the lighting and sharp stone edges. seems uninviting due to how sharp it is and the coldness of the stone
		Somewhat unsafe		2		4		5 		1 		5 		5 		Confined;Expansive;		the lighting, messiness of the carpet and the cold looking walls and floor. The fact the light source is in a singular location and is limited is also creepy, as it leaves the rest of the environment ambiguous as it is dark.		Neither safe nor unsafe		3 		5 		3 		2		1 		4		Expansive;Cluttered;		the red lighting and decrepit state of the location gives a feeling of unease. The contrast of the greenish tones outside of the room seeming like its underwater is uncomfortable		Somewhat safe		3 		4		1 		3 		1 		5 		Expansive;Cluttered;		the clear sky, birds, sunlight and flowers make the environment seem a bit safer and comforting but the abandoned vehicles gives a sense of isolation 		Neither safe nor unsafe		4		5 		2		1 		1 		2		Expansive;Vertical;		the bridge like structure gives a slight sense of anxiety, as well as the imposing nature of the structure as it towers over the location. otherwise the environment doesnt seem particularly dangerous and feels more historical making me feel curious to explore it. This could be because it doesnt look occupied.		Lighting (e.g. brightness, contrast, shadows);Scale (size of space, sense of vastness or confinement);Materials (e.g. concrete, stone, metal, wood);		Elden Ring 		Symbology and patterns that is often found in the environment. A lot of narrative is told through the environment of Elden Ring through symbology and patterns. Also the decrepit state of many locations such as damage to certain walls, corpses etc		isolated and unnerved/uncomfortable yet very curious

		14		4/27/26 19:59		4/27/26 20:04		anonymous				18-24		Yes		Weekly		Agree		Agree		Neutral		Strongly agree		Neither safe nor unsafe		3 		3 		3 		3 		3 		2		Confined;Minimal		Atmosphere 		Somewhat unsafe		2		2		2		3 		2		2		Confined;Maze-like / Complex		Lighting and atmosphere 		Neither safe nor unsafe		3 		3 		3 		3 		3 		3 		Expansive;Maze-like / Complex		Layout 		Very unsafe		3 		3 		3 		3 		3 		3 		Confined;Cluttered		Atmosphere 		Neither safe nor unsafe		3 		3 		3 		3 		3 		3 		Expansive;Linear / Guided		Textures 		Lighting (e.g. brightness, contrast, shadows);Layout (open vs linear, navigation flow);Colour palette		GTA 5		The characters and graphics		At times the environment would give me an adrenaline rush 

		15		4/28/26 9:13		4/28/26 9:23		anonymous				18-24		Yes		Daily		Agree		Neutral		Neutral		Neutral		Somewhat unsafe		2		4		4		1 		4		4		Expansive;Vertical		The atmosphere of the environment was a big influence on my feelings for the environment		Very unsafe		2		3 		5 		1 		5 		4		Expansive;Maze-like / Complex		The lighting and atmosphere helped influence my feelings for this environment		Somewhat unsafe		2		3 		4		1 		4		3 		Confined;Linear / Guided		The layout of this environment looks very confined and linear, reminds me of call of duty zombie maps		Neither safe nor unsafe		3 		4		3 		2		4		4		Expansive;Linear / Guided		The atmosphere and lighting once again influenced my feelings for the environment
		Somewhat unsafe		2		3 		4		1 		4		3 		Linear / Guided;Vertical		the layout of this environment looks like it will be very vertical for the player with limited ways to go 
		Lighting (e.g. brightness, contrast, shadows);Scale (size of space, sense of vastness or confinement);Layout (open vs linear, navigation flow)		Resident evil 3		the scale of the environment and the atmosphere helped influence my experience		It made me feel like I was running through a destroyed city, with lots of narrow pathways to use just to keep going


		16		4/28/26 9:28		4/28/26 9:32		anonymous				18-24		Yes		Daily		Agree		Agree		Strongly agree		Neutral		Somewhat unsafe		1 		4		4		1 		2		4		Vertical;Confined		atmosphere		Very unsafe		1 		3 		4		1 		3 		2		Linear / Guided;Minimal		lighting		Very unsafe		2		3 		3 		1 		2		2		Cluttered;Linear / Guided		lighting		Neither safe nor unsafe		2		4		3 		2		2		4		Expansive;Vertical		models		Somewhat unsafe		1 		3 		2		1 		4		3 		Linear / Guided;Minimal		lighting and atmosphere		Lighting (e.g. brightness, contrast, shadows);Layout (open vs linear, navigation flow);Materials (e.g. concrete, stone, metal, wood)		elden ring		atmosphere and layouts		anxious but curious

		17		4/28/26 15:56		4/28/26 18:47		anonymous				18-24		Yes		Daily		Strongly agree		Agree		Strongly agree		Strongly agree		Neither safe nor unsafe		2		5 		3 		3 		4		5 		Maze-like / Complex;Minimal		Hazed lighting alludes to anonymity, use of gray with tinges of green and red personify uncertainty alluding to either danger or safety		Somewhat unsafe		3 		4		4		2		5 		2		Linear / Guided;Confined		Central beam of light provides guidance, but large presence of dim light hints to a dark awaiting, architecture style calls back to a time in humanity where daily social life was more barbaric		Somewhat safe		5 		5 		1 		4		2		1 		Expansive;Cluttered		Heavy colourful use of lighting exudes a playful nature, further amplified by 1950's style interior design providing an inviting vigor. Though signs of structural damage points to the fact that something isn't normal		Somewhat safe		4		4		3 		5 		1 		5 		Expansive;Vertical		Overgrown nature over man made structures clearly highlights loss of humanity, with the bright blue sky showing that time will still proceed even when nothing is left		Neither safe nor unsafe		5 		5 		4		5 		4		4		Maze-like / Complex;Expansive		Damaged monolithic structure ignites the natural sense of exploration, expansive daylight provides calming relief		Lighting (e.g. brightness, contrast, shadows);Environmental condition (e.g. ruined, clean, overgrown);Colour palette		Raccoon City - Resident Evil Requiem		Colour palette primarily consisted of a chalk beige, consistent with intense lighting from explosions and weathered down by sunlight. Rubble lines and shattered windows scatter the open space of the city ruins, enclosed by collapsed structures.		Somber, knowing that this fictional rendition of a city used to be full of life, only to be wiped off the face of the earth

		18		4/28/26 19:18		4/28/26 19:24		anonymous				18-24		Yes		Daily		Agree		Agree		Strongly agree		Neutral		Somewhat unsafe		2		4		5 		1 		5 		5 		Minimal;Linear / Guided		Limited lighting and dark bland textures.		Very unsafe		2		2		4		1 		5 		4		Confined;Linear / Guided		Dark and mysterious atmosphere. Little lighting		Somewhat safe		4		4		3 		4		3 		4		Expansive;Cluttered		Bright colours, retro style textures		Very Safe		5 		5 		1 		5 		1 		2		Expansive;Maze-like / Complex		Nice scenery, great textures, warm atmosphere		Somewhat safe		3 		4		3 		3 		3 		5 		Linear / Guided;Minimal		Dark atmosphere but safe layout		Colour palette;Environmental condition (e.g. ruined, clean, overgrown);Lighting (e.g. brightness, contrast, shadows)		God of War Ragnarok		Lighting adapted to fit the scenes. Materials and textures made it feel more immersive.		Made me feel happy and curious.

		19		5/2/26 18:02		5/2/26 18:06		anonymous				18-24		Yes		Rarely		Neutral		Agree		Agree		Neutral		Neither safe nor unsafe		3 		4		3 		3 		3 		3 		Vertical;Minimal		..		Somewhat unsafe		3 		3 		3 		2		3 		2		Expansive;Linear / Guided		..,		Somewhat unsafe		3 		3 		4		2		3 		1 		Expansive;Confined		…		Very Safe		5 		5 		5 		5 		5 		5 		Confined;Linear / Guided		..		Very unsafe		4		5 		1 		5 		5 		1 		Expansive;Maze-like / Complex		 ??		Lighting (e.g. brightness, contrast, shadows);Scale (size of space, sense of vastness or confinement);Layout (open vs linear, navigation flow)		Tower destiny 2		The open space for other people to road along with you 		Made u feel cool cause ur a space wizard who kills gods 

		20		5/2/26 17:56		5/2/26 18:07		anonymous				18-24		Yes		Weekly		Disagree		Agree		Agree		Agree		Somewhat unsafe		1 		5 		4		1 		4		5 		Confined;Cluttered		Lighting		Neither safe nor unsafe		1 		4		3 		2		2		2		Linear / Guided;Expansive		Lighting and layout		Neither safe nor unsafe		1 		3 		2		2		2		2		Cluttered;Maze-like / Complex		Lighting, layout		Neither safe nor unsafe		2		3 		2		4		2		4		Expansive;Maze-like / Complex		Atmosphere and scale		Somewhat unsafe		1 		4		4		1 		4		4		Expansive;Maze-like / Complex		Lighting and textures		Lighting (e.g. brightness, contrast, shadows);Environmental condition (e.g. ruined, clean, overgrown);Scale (size of space, sense of vastness or confinement)		The last of us		Scale, lighting, atmosphere 		Un-nerved, curious
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				2025																										2026

				October										November								December								January										February								March								April								May

				3rd		10th		17th		24th		31st		7th		14th		21st		28th		5th		12th		19th		26th		2nd		9th		16th		23rd		30th		6th		13th		20th		27th		6th		13th		20th		27th		3rd		10th		17th		24th		1st		8th		15th		21st

		Tasks		Week 1		Week 2		Week 3		Week 4		Week 5		Week 6		Week 7		Week 8		Week 9		Week 10		Week 11		Week 12		Week 13		Week 14		Week 15		Week 16		Week 17		Week 18		Week 19		Week 20		Week 21		Week 22		Week 23		Week 24		Week 25		Week 26		Week 27		Week 28		Week 29		Week 30		Week 31		Week 32		Week 33		Week 34

		Research

		 Architecture and Realism

		Narrative and Storytelling

		Visual Components and Player Emotion

		Prescence and Immersion

		Case Study (4 Games)

		Survey  and Analysis

		Pre-Production

		Collate Research 

		Brainstorming Ideas

		Layout Concept

		Asset List

		Concept Designs

		Grey Box Blockout

		Finalise Designs

		Production

		Model Art Deco buildings

		Model Art Deco props

		Model Brutalist buildings

		Model Brutalist props

		Model Gothic buildings

		Model Gothic props

		Testing

		Focus Group

		Refine

		Other

		Proposal (20/10/25)

		Interim Viva (15/01/26)

		Dissertation (15/05/26)

		Final Viva (21/05/26)










