
Overall idea of the Gameplay
Our game is called Sect. Sect is a first-person horror game centered around in an abandoned hospital in Japan, with full of secrets, and in control by a cult within the hospital grounds. The main idea is to make the player feel scared and make them feel they are being watched by the cult/monsters. Instead of using lots of jump scares, the game focuses on a creepy atmosphere with strange sounds and being chased and attacked by the cult and the monsters in the hospital. The player controls a character who is a dark tourist who travels with his friends to this abandoned hospital in Japan, however one by one each friend disappears, then the players character gets knocked out and wakes up in one of the wards in this hospital, however the player doesn't know there is a hidden cult and monsters in the hospitals. Then the player/character ends up exploring this hospital and he finds out he's not alone; it's up to the player to survive on his own and escape the hospital. 
The gameplay is built around exploring, solving puzzles, survival, and trying to escape this place. The game feels uncomfortable to the players, with dark lighting, tight spaces, and unsettling/creepy noises. Everything in the environment is designed to make the player feel uneasy, and each time the player explores further he begins to unravel the truth, it's not a normal abandoned hospital anymore, it's full of cult symbols and a cult organization with a clear goal of taking over the hospital and killing the player and stop him from escaping.
The theme is survival horror which we wanted the game to make the player feel lost, full of fear and being trapped with nowhere to go, so we implemented ideas like demonic symbols, and moldy and dusty and dirty furniture and rooms, and also dark rooms to give that feeling. The pacing is slow on purpose, giving players time to feel the tension and to explore the map. This style is inspired by games like silent hill and resident evil 1,2,3 and resident evil 1 remaster.
Target Audience
[bookmark: _Int_9ljzk8lY]The target audience for Sect is mainly players aged 16-35 who enjoy slow, creepy, psychological horror games. These players prefer horror that builds tension over time instead of relying on loud jump scares. They like games that make them think, explore, and pay attention to small details. This group enjoys games like resident evil and silent hill games.  As a group, we wanted this game to this audience to shape the style, pacing, and design of the game which links to this target audience is needs.
[bookmark: _Int_AbtQXH7v] They want environments that look real, places to explore, and lighting that creates fear for the player. They also enjoy discovering clues and piecing them together to find a way to escape or to survive. This is why Sect uses environmental storytelling instead of cut scenes. The Reception Room, for example, is designed to make players feel uneasy the moment they enter, which matches what this target audience needs and at the same time let them know where they are by giving them assets that correspond with the reception room like a reception desk, chairs and a vending machine or maybe a cabinet or if they are in a different  room like Zack's cult room, player will know where they are if they are in the cult room by looking at the design theme of the room. The cult has a dark red sort of color with a cross upside down and cult members inside of the room. 
If my group and I were a real game studio and we would publish the game. Another way we could get some more target audience/audience to be interested in the game. Is to send a demo version to a content creator who players games on platforms like YouTube or twitch who enjoy playing horror games. This way we can bring even more people from that target audience to play the game. Finally, players from this target audience, when they play games like sect they feel respect because they don't want to get spoon fed by hints or tips from the loading screen such as games like Skyrim or dark souls, they just want to explore and figure stuff out for themselves, and enjoy games at their own pace.

Design and theme choice
The design of Sect focuses on making the player feel uncomfortable and unsure, through making it feel like a horror game by making the hospital feel abandoned through adding moldy walls , dusty furniture in the reception room what i created, blood on the ward beds what Sam created, dark and cramped spaces and making the hallways empty and long making the player feel they're not alone. The color palette uses dark colors but also lights colors for the furniture, hints of red. This makes the world feel dangerous and unsettling Rooms are filled with ritual items, old furniture that's been covered up in dust or is getting worn slowly due to the humidity in the hospital, and hand drawn symbols on walls to show the cult has taken over the hospital.
Lighting is very important. Instead of bright lights, the game uses candles and flicking lights in some of the rooms to bring that spooky feeling and dark room. This makes players move slowly and carefully and more aware of their surroundings.  Sound design also plays a huge role, josh added sounds creepy laughs and bell chimes give that spooky feeling and making the players feel there is something wrong with this hospital and making players feel like they’re never truly safe.  
For the design choice for the monsters, we looked at Japanese folklore because our map was based in a Japanese hospital. We did some research on them and chose the Japanese folklore we liked and added them to our game.



Self-directed learning
During the project, my role was to design and build a reception room for games. Because this was my main responsibility, I spent time researching designs for my room and how horror games create strong first impressions through environment design. I studied basic level – design principles by playing different horror games such as resident evil 1 remaster and silent hill 1 on how they use lighting, layout, props, and color to make a space feel unsettling when the player enters and interacts with it through play. This helped me understand how important the environment design is for the whole game. Also, as a team we studied on how we could guide the players, eye, by using focal points, by adding puzzles, health mechanics and limited inventory for the the player to explore further which was created by the development team
Finally, I learned how to use feedback from the team to improve my work. When someone suggested a change, like adding more texture details/improving my textures or adjusting the size of the room. I researched how to do it better. This helped me grow more confident in my design skills. 
Research relating to my role
My role in the project was to design the reception room, so all my research was about how to make room that feels scary and suitable for the game genre. I first started by looking at how other horror games create their areas. Games like silent hill 2 remaster which use small, quiet rooms to make the player feel nervous straight away by adding boarded up windows, symbols/writing on the wall's cracks in walls, holes in the road and much more. This helped me understand an idea of what my Reception Room needed to look like. 
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Also, I researched shaping my room, so the player knows where to walk. I learned that placing objects in the right spots can guide the player without using arrows or signs. This connects to simple level design. I also looked at environment storytelling to give players that they know they are in an abandoned hospital, by searching images of abandoned hospitals to see what they looked like, which they include moldy walls, dusty furniture, blood everywhere and much more to make the player think what happened here.
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Finally, I researched what a hospital reception would have and how to place the assets properly without making them feel not too empty and not too crowded.

Sect uses several important game design theories. The first one is flow theory, which is about keeping the game challenging but not too hard. We created a puzzle system where the player must find a key for a door, but this was scrapped in the end. Also, heath and inventory were created, but we ran out of time to add them in.
Me and my group, we used several simple game design ideas to help shape how the player experiences the horror. Because our game does not use cut scenes, we concentrated fully on game, exploration, and the environmental design aspect of the game on the player. One important idea we used is environmental storytelling through letting the player have a full understanding of the story by looking around the room, noticing objects, and exploring the hospital grounds.  The Reception Room and the rest of the hospitals use props, lighting, and layout to give clues about the cult without 
We also used immersion in our game to make the players feel like they are really inside the world. We did this through dark lighting, creepy sounds, and a layout that makes the player move slowly and carefully while avoiding the cults and the monsters. Also, since our group or I as an individual didn't add any cutscenes, the players discover everything for themselves. They choose where to walk, what to look at, and how to explore the room at their own pace. Lastly, in some of the rooms it gives the player a “off” feeling which makes the player think they're not alone.
Reflection on me and my group

As a team, we used basic project management ideas/research to stay organized. We talked about what each person needed to do on discord and in lessons, we also kept touched outside school through discord by asking for help or just to send ideas. We also set small deadlines on when we should get stuff in by and check in with each other regularly on discord, and we also planned to come to university in our spare time to catch up and meet up to finish the project. This helped us understand who was working on what and stopped us from getting confused or doing the same task twice. 
We also used a shared document to track progress. This made it easier to see what was finished and what still needed to work. It also helped us divide tasks fairly. I found that communication was the most important part of teamwork. Asking questions, giving updates, and sharing problems early made the project run more smoothly.
[bookmark: _Int_7bvl2dKZ]Researching time management taught me skills I can use in future group projects. I now understand how to plan my workload, how to support teammates, and how to keep a project moving forward.  Also, there were no arguments between the group and I. We took turns each to talk without butting in or interrupting others. Also, all the ideas were implemented and we all worked well nicely. The downside of this project was that me and the team’s time keeping was a bit poor, and we created the mechanics of the game like the sanity, the limited inventory and the key puzzle to unlock which door but ran out of time due to other assignments and personal life/reasons. Also, in my opinion as a group, we were overthinking due to us thinking we could add loads of things/ideas into the game to making it a very functioning game, but we ran out of time, therefore in the future we should have done research on simulation games and done that instead of a complicated genre like horror games. On my behalf, i had done lots of research on the design of the hospital reception room and what the character would look like and I looked at different Japanese folklore to choose which there could be the monsters but at the same time I felt I could have done a bit more research on others rooms in the hospital.  If we had to do this in the near future as a group, we would probably do a much simpler game such as a simulation to ease the stress and put many ideas into the game. 
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