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A general overview
Sect is a survival horror game which takes place in an abandoned Japanese hospital. The game is based on the early Resident evil and Silent hill games both in level design and visual direction. 
The story
The story begins with the protagonist, a man apart of a group of “dark tourists" (people who visit locations associated with tragedies, disasters and suffering) about to start a trip into an abandoned hospital lost to wilderness in the middle of Japan.
Once you start exploring your groups start to notice strange things about the hospital, working lights in a place long abandoned, equipment oddly free of dust, blood stains fresher than you were expecting and a room filled with lit candles. Once the protagonist discovers this room, they get a feeling that something is terribly wrong with the hospital. But before they could warn the others something hard hits the back of their head and they are knocked out. 

They wake up in what they think is the ward, not really knowing how long has pasted since they were knocked out. Their possessions have been taken, and their group is nowhere to be seen, having absolutely no idea what happened to them or what’s happening in this hospital they are sure of one thing, they are not alone in these halls.

The visuals
The overall art direction of the game has a PS1 like art style reminiscent to the inspiration of Resident evil and Silent hill. Beyond the art style the hospital in general will have a dark and dingy look to it, feeling forgotten by the world. Yet the main rooms that the player can visit look like they are still being used even in its rundown state.

Mechanics
The player will view the game through cameras placed	 around different parts of the hospital, and because of that the player will have to manoeuvrer using tank controls, much like the early Resident evil games. 
The game will feature a sanity system, changing the look of rooms in drastic ways. At high sanity the rooms will look cleaner and less desolate (maybe too clean), on the other hand low sanity will change the room into a grislier and gorier version with an unrealistic amount of blood coating the walls. 

The enemies 
The main enemies the player would encounter are the members of the cult that have set up base in the hospital and the people who captured the group once they started exploring the hospital. Other than them there will also be creatures that are based off monsters from Japanese folklore (aka Yokais) that will roam the halls, either out to kill anything it encounters (both you and the cult) or to simply get in the way and drain your sanity.



The target audience  
The people we are trying to attract with are game is mainly fans of survival horror games, like Resident Evil and Silent hill. As well as the obvious we are also trying to attract people who are fans of Japanese folklore and yokais. 

We are also aiming to be interesting for people who are fans of games using the psx art style like the series of puppet combo games.


The choices behind the design and theming

The setting 
The reason we decided on the setting of our game is because an abandoned hospital is a classic location when it comes to survival horror games, there are a lot of things you can do with a setting like this, which gives us freedom when it comes to the reason for the player being there and the kind of predicament that the protagonist could be placed in.
The reason the game takes in Japan is because of our original idea of our setting. When we started the project our original idea of the setting was a hospital that was affected by the bombing of Hiroshima but was far enough away not to be destroyed by the explosion causing the people in the hospital to be mutated by the radiation. After a bunch of discussion, we decided that the idea was in poor taste, but we decided to keep it in Japan which is where the idea of using the Yokais came from.

The mechanics 
The reason we decided to preset camera angles for each room is for two reasons, one it's a major part of the early Resident evil games so it would be cool to match it as an inspiration for the game. And two we had an idea of putting the point of view for the player where cameras would actually be set up in the hospital, so it looked like the player was watching the protagonist move through the hospital on the camera system.
We decided to include a sanity system into the games because we thought it would make our game a little bit more interesting, being able to make one room have multiple variants.

The enemies 
Like I’ve previously mentioned previously the choice to use yokais for our game was because it would make the setting of an abandoned hospital in Japan, but that isn't the only reason. The other reason behind our decision was mainly because we didn’t want to use something generic for our like non-descript demons or just zombies or mutants.  

Personal learning experiences

If you want to learn about a genre of game the best way to do it is to play games in the genre as an example. 
One of the games I decided to play was the remake of Resident evil for two reasons. One was because I wanted to learn all about how a survival horror game’s atmosphere should feel like, and two I wanted to see where the designers of the map decided to place the point of view cameras in each room so that I know where I should place mine in my room. 


The second game that I decided to play was the most recent game in the Resident evil series, “Resident Evil Requiem”. I wanted to play this game because I wanted to learn what people are expecting from a survival horror game nowadays.

Third game I decided to play for this game was the Remake of Silent hill 2. This was because I wanted to get to the Brookhaven hospital level, so I can examine how experts in the survival horror game industry design a abandoned and a dilapidated hospital. 

The research that was conducted  
 The main but of research we found myself doing was looking into different abandoned hospital locations wanting to see how they tend to degrade over time. This was important cause I needed to learn how I should make my rooms look like. A bit adjacent to that we also needed to look at hospitals in Japan so we know how they look compared to ones in our country.
Another point of research we went into was Japanese folklore and the different kind of yokais there are.  We did this because we wanted some inspiration for the monsters that we wanted to include in our game. 


Game design principles
The most important part of a horror game (besides being fun) is to induce fear into the player so we were designing our game we made sure that we followed the game design principles that all the great horror games have followed before us, below will be a bunch of examples:


Limited Resources
Its important to make sure that the player doesn’t have an overabundance of resources that they could fall back on, that being either healing items that they could use to recover health or weapons and or ammo for said weapons making confronting enemies completely unthreading and easy. 
That's why it's important to limit how much resources that the player can gather or hold at a given time.


The "Prey" Dynamic
When you think about horror games what's the first thing that you think about, the fear of the threats of cause. It should be obvious that you should make sure that those threats are indeed threatening and not complete pushovers. That why you should make sure that the player is player the role of the pray rather than the predator.


Clumsy Mechanics
What's the best way to increase the panic that a player may experience during a stressful situation like a fight or a monster chase, to make it hard for the player to maneuverer and fight.
That’s why its good practice for a horror game to give the player a clumsy way of moving and fighting, which was the main reason we decided to make the player use tank controls to move around. 

Obscurity
Over the hundreds of years that humans have survived on this planet, there is one fear that has been drilled into our brains that has always kept us safe and alive, the fear of the dark. And though our daily lives have become safer that primal fear still remains deep down.
That’s why it’s good practice in horror game level design to make game environment dark and dim, as well as limiting the ability for the player to light up the environment, like giving the player a faulty flashlight or making the lights in rooms flicker making it hard to see in the dark.

Claustrophobia                               
So you made it hard for you player to move around your game by giving them tank controls how do you make it harder for them to move? Make the tighter of cause. 
Jokes aside making your games environment more claustrophobic a well-known way that horror games use to induce anxiety in the player while also encounters with the games threat more stressful due to the tightness making it harder for the player to maneuverer around or escape. 






Final thoughts
Now being at the end of this project I had fun I and I'm glad I took part in it but both me and my team had some problems when it came to the production process. 
For one the communication between the development team and the design team for a good week or two of our work process. Another problem was the lack of synchronisation when it to the texture design of our rooms, as most of the rooms we each did have a different colour scheme to each other which made our map look very mis mashed when looked at as a whole. 
Well getting off of the negatives the research ended up doing for this project (that being the abandoned hospitals and the Japanese Yokais) was pretty interesting. 
For the abandoned hospitals it was interesting to see how a location which is usually associated with sterile and cleanliness ends up degrading and becoming as derelict and filthy as most abandoned hospital locations are, I can understand how these kinds of locations are inspirations for many different horror games.
And for the Japanese folklore/yokais it was interesting to look into how many different Yokai’s that exist and what they do, as well as comparing them to the folklore of the UK. 
And now some self-reflection. 
[bookmark: _Int_wczV5wfu]Personally, I feel like I should have done more work than I did although some of the work I did end up going completed unused in the product, but overall, I am really happy the work I did end up doing considering my experience working with Unreal engine 5. 
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