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Overview
Sealed in a room, a derelict boudoir, with a broken clockwork doll at its centre, the player must find the parts required to repair it in order for the doll to relinquish the key they need to unlock the door and escape the room. However, upon doing this, the second room is revealed to be an exact replica of the first, only containing a slightly different clockwork doll (with different parts missing) and the cycle repeats. Upon reaching the third room and repairing the third doll, all of the dolls animate and begins to actively seek the player. If the player is caught, they are killed and must begin the game again.
In order to repair the clockwork dolls, the player must find their missing pieces and the fragments of their wind-up mechanisms, which are scattered / hidden around the room. They must then reattach these pieces and fix / rebuild the dolls. The clockwork dolls, human-sized, turn their heads to follow the player’s movement and are always looking at the player. 
Once having repaired the dolls, they give a key to the player; said key is needed to access the next room, with all of which (aside from the fourth and final room) being an exact replica of the first, though each time containing a slightly different doll, with a slightly different dress and missing more parts. The third door the player unlocks leads to a new area: a long corridor, dark and decrepit like the rooms before it. The player must walk through it in order to escape, however as they attempt to do so, they are killed by the three dolls.
The player has only 2 minutes to complete each of the first three rooms and 1 minute to complete the final area. Throughout the game, the player can hear an old grandfather-clock ticking to remind them of the time constraints. 
Audio Style
There should be no music in the first three rooms of the game. The only room in which music plays is the fourth and final room, the long corridor which the player must walk down. The music is played on an old pianola; janky and old-fashioned, it should be quieter than the ticking of the grandfather clock, which ticks throughout the game and right through to the end. The song the pianola plays is JS Bach’s BWV 988, the Goldberg Variations, specifically the Aria.
The clockwork dolls each say a line to the player in the final corridor, as they kill them. These are the only things they say, and each says a different voice-line, though their voices are identical: mechanical yet somewhat broken sounding.
All of the sound effects (the ticking of the clock, the creaking of the floorboards, the winding of the clockwork-dolls’ mechanical mechanisms and the opening of the doors) should sound somewhat old / antiquated so as to fit with the rest of the game’s aesthetic. The lack of sound (aside from the aforementioned noises) should create an unsettling atmosphere.
Backstory
The player’s character is a serial killer, with the three clockwork dolls representing 3 of their most memorable victims: one being their first kill and the other two being the victims whose murders marked significant escalations in their modus operandi; serial killers crimes typically escalate in some way over time, their crimes becoming more frequent / leaving less ‘cool down’ time between each murder, and / or the killings becoming more violent and / or gruesome.
The different pieces missing from each doll (the first doll is missing a hand; the second an entire arm; the third, both arms and the heart) that the player must find are the ‘trophies’ the killer kept from each victim. The fact the player (playing as the killer) must actively work to repair the clockwork dolls by reattaching these pieces is ironic, as not only did the killer remove those piece of them initially, but by reattaching them they effectively assist the clockwork dolls in killing them.
The clockwork dolls are dressed similarly and are faceless / featureless in order to illustrate they were not viewed as individuals by the killer and were thus identity-less to them. This also dehumanises them and places them somewhere in the uncanny valley (at a point of human likeness that is too close to yet too removed from appearing human, thus reducing the feelings of empathy towards them), and serves to distance the player from them, highlighting how the player’s character (the killer) would have felt distanced from them.
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Week beginning 30th September
In the introductory lecture, we were given the brief to create a survival horror game with the constraints that it: last no more than 7 minutes, have only 1 level, and the player must die at the end of the game.
In accordance with this brief, I began to brainstorm ideas and research various inspiration points, primarily the game Dead by Daylight (a multiplayer, asymmetrical survival horror game) and the episode The Girl in the Fireplace, series 2 episode 4 of the British science-fiction television show Doctor Who.
Week beginning 7th October
Having drawn up some rough concepts for the game idea, we were tasked with creating a Game Design Document and to create a presentation to pitch our game idea to the class.
This week was spent further researching the aforementioned inspiration points and further developing the game concept, which at this point was all but decided upon.
I drew rough concept art for the level design and enemies and wrote out an outline for the game’s story.
Week beginning 14th October
Though we were meant to present our game idea to the class, this was put on hold as our lecturer was not present, therefore the time allotted to the presentations was spent further expanding on our ideas. I began discussing ideas with a fellow classmate (Bethany) and we decided to work together.
The week was spent discussing our ideas and sharing the concept art we had.
By the end of the week, we decided we would work on the game idea I had come up with. We fleshed it out. I began expanding on the story elements of the game.
Week beginning 21st October
We combined groups with Joanna and Oscar and continued work on the game idea.
Having already sketched out an idea of a bird’s eye view of the level layout, I began sandboxing a prototype of the level in the unreal engine. As I had never used the engine before (save for creating a few test pieces in order to familiarise myself with the engine), I decided to simply experiment in the engine for a while before looking up a tutorial on the basics of the engine.
Week beginning 28th October
I did further work on the prototype of the level, focusing on the map and the object placement. I dedicated some time to learning how the unreal engine works. Additionally, I reviewed the placeholder model for the clockwork doll and gave input on the gear model (a placeholder for the parts required to reassemble the dolls).
[image: ]Figure 1; screenshot of gear model in Blender; YouTube

Week beginning 4th November
Gave input on the creation of the wardrobe model and oversaw its creation.
[image: ]Figure 2; screenshot of wardrobe model in Blender; YouTube

Week beginning 11th November
Gave input on the creation of the table model and oversaw its creation.
[image: ]Figure 1; screenshot of dressing table model in Blender; YouTube

Week beginning 18th November
Gave input on the creation of the bed and chair models and oversaw their creation.
Week beginning 25th November
Oversaw the creation of the prototype.
Week beginning 2nd December
Oversaw the creation of the prototype.
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