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My game project, Ōstium, is an aim to make a horror VR game that doesn’t rely on cheap jump scares and instead uses narrative and the idea of quiet horror, along the lines of things like H.P Lovecraft. As the sole producer of this game it has fallen upon me to take up all of the roles of modelling, engine work, and more.

Research
I took it upon myself to split my research into to halves, visual and narrative; For this visual side I looked at abandoned and isolated places that give you goosebumps in an attempt to recreate the sensation so that the player might experience it. This part of my research was quite dynamic as for a while I hadn’t solidified my idea for level design so I had to research a few different types of architecture. My ‘visual’ research also included going to these isolated spaces and listening to the sounds that can be heard such as things creaking or the way wind moves through a building with no windows. 
The other half of my research was the narrative, and with this I took it upon myself to learn more about the work of H.P Lovecraft, as I’ve always been fond of his work and the way it makes me feel uneasy. However, I found this research not as effective as my visual research.
Whilst redesigning my game prototype as to refine my previous design I looked into what the actual scale of things should be, especially since my game should have a lot of the player interacting with the environment. Galuzin (2015) was a brilliant source of information on the scale of architecture against the scale of a player, and how different scales feel different from a player perspective.
I used a few games for research into the visual side of things that included Dragon Age: Inquisition for nothing other than the way the game does green portals/tears in space which were exactly what i was struggling to find other examples of online. I also used Call of Cthulhu as a reference for how to look at places where water has rotted wood and how the seaside can be made into something terrifying to make the player fear the sea.
I have found that my research was quite effective and that I managed it quite well. However, I do think I could have spent more time doing primary research of abandoned spaces, and also maybe recorded audio from those spaces for something more accurate to look back at later.

Technique
In the beginning of this project I had not used any the software primarily used to create my game (Maya, Unreal) prototype except Adobe Photoshop. However I am quite familiar with Blender as a piece of 3D software so adapting to Maya wasn’t as difficult as it could have been. Initially my plan had been to create many small but detailed assets in Maya and export them into Unreal for my prototype. However, on my own I found it would be far more efficient to use simple geometric shapes to represent these objects until a later date when they can be a replaced with a more detailed version.
I am satisfied with the work I have produced but only as a rather rough prototype. With a little more time I would want to develop more detailed models and texture them using Substance Painter which I haven’t touched yet. Further on I believe I need to work with a group to fully achieve what I want for Ōstium and learn more in modelling and texturing to do so.

Development
I believe that within my project I have been rather ambitious with wanting to make a VR game, especially on my own. To attempt to reduce the risk of not being able to complete anything on a realistic timeframe I decided to develop the game as a single room that doesn’t change only the items within, letting me allocate time that would be spent creating a larger level onto larger things like the VR aspect.
 As a response to the brief I only had to make minor changes to my game idea, that being the 7 minutes time limit. As more of a puzzle game than a survival different players may take vastly different lengths of time to complete a level so the number of levels until the end may be something that constantly changes as I test the game and have the game prototype tested by others who are going in blind.
As I was working alone, the volume of work I could produce at one given time was stunted. Due to this I stuck to mostly developing a good prototype and narrative for the game as to give a better idea of what the game could be in the future instead of making it pretty early on. Unfortunately due to working alone I haven’t had someone to throw ideas at and have a response within a group, I did however have a chance to do so with classmates who know my game project rather well. In the future I hope to work in a group as to have larger pool of ideas to pick from and develop into a game or develop into game features.

Conclusion
I believe my project shows a decent relationship between brief, research, and product. However I do feel as if I could do with more research on game design to implement into my own project, specifically looking at the Theory of Flow to prevent my game being boring.  I have found that the skills have learned in this stage of the project are invaluable as they will be the foundation for greater things in the future of my practice. 
I will continue with a lot of my self-directed learning in the future but I think I will strive to engage with my peers and tutors more to speed up the process and have more freedom in the questions I’ll be asking.
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