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Game Design Document

Game Title
Ōstium meaning entryway/gate in Latin

Target Audience
PEGI 16
Due to its horror nature and repetitive gameplay the game is aimed towards a more mature audience such as young adults (19+) and over. It should also target an audience with a love for horror, especially those interested in or have a knowledge of Lovecraft stories, due to the focus on eldritch horror themes.

Story
The player awakes in a dilapidated gift shop, shelves toppled and windows shattered. The only light emanating from a flare on the ground and an eerie green creeping through the clouds outside. A radio in the shop will begin talking in a panicked voice, urging the player to pick it up and put it in the tear at the end of the pier jutting out of the shop. 
Once this happens the player enters the main bulk of the game where they will be narrated the story of a person in segments. In each segments the player has to find a correlating object and put it in the tear to open a portal and progress to the next segment, in the same place but a different time. 
Once the player reaches the final object they will flicker away from the dilapidated gift shop into a clean, normal version of the store, and die there. It is then revealed that the narrated life is the life of the player character, and they have been in purgatory, and guided through it by an alternate version of themselves.

Characters
The Radio Voice
The only character except the players character, this voice is acting as a guide that knows the future but can’t explicitly tell the player what to do. They act out of duty instead of want as they are guiding the player to their end essentially. This leads to the character going through ranges of emotions, starting out as worried and erratic, ending in remorseful. The best way to express their emotions would be through tone of voice and different effects of the static in the radio, such as more distorted audio and moments of clarity.

Gameplay
[image: ]

Visual Style
[image: ]
Osium’s visual style will be focused around the idea of Eldritch horror and all things creepy. Due to this the colour palette will be reduced, focusing on greys and browns, with most colour being rather desaturated to make it feel old and withering. However, there should be exceptions to this in the lighting, with the ambient light from the clouded sky being green and red flares in the building. 
It’s visual style will not be quite photorealistic but definitely a have a focus on immersing the player in a believable world.

Audio Style
It should not have music and instead it will have a focus on sounds of the building and world, thinking of the ‘House settling’ term where inanimate objects make sounds. I feel he need to rely on the sounds of floorboards beneath the player creaking, the constant dripping of water, echoing winds. This helps immerse the player, and les me control tension and creepiness by adding or remove sounds, for example having no sounds suddenly would be extremely disconcerting, as well as using heartbeat sounds o force the player to realise that there’s an imminent danger.

Mechanics
One of the main mechanics is a common thing in almost every Virtual Reality game, which is the ability to pick objects up. This feature is integral to progression in the game and also gives the player more to interact with in the level, especially if there are a few items (chairs, boxes, etc.) that aren’t story based and just props. This leads to the next feature where the player can insert an item into the tear at the end of the pier. Thee won’t really be a restriction on what the payer can put in the tear, items resulting in varied results can be simplified o one pass item and the res being a variety of loss items.
If the player loses an object off the edge of the level or make too much of a mess with props (a common thing in VR) it would be beneficial to include a level reset mechanic. This feature would need to be balanced against the timer mechanic to prevent abuse.  Decidedly, when the player uses the level reset the timer doesn’t reset, or maybe even punishes the player by taking up some of their precious time.

Controls
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	1
	2
	3
	4
	5
	6

	LEFT
	Teleport
	Pause Menu
	/
	/
	Grab
	Interact / Use

	RIGHT
	
	/
	Oculus Home
	/
	Grab
	Interact / Use



Conflicts
To create tension and push the player through the game there will be timer on each segment, this will most likely be represented in environment on something like the radio or the closed portal. The idea is that going through the portal to the next scene is a major stress relief moment where the player can gather themselves and continue playing. 





Ōstium Production Diary
30th September-
Given the brief ‘Survival Horror’ and started generating ideas for general visual style/theme and possible mechanics. Being restricted to a single space/level I thought quiet horror that’s more unsettling than scary would be more effective.

30th Sep – 7th Oct – Brainstorming ideas and researching eldritch horror as a potential main theme. Location idea from dilapidated bridge in Swansea, settled on making the visual style as creepy as possible. Taking inspiration from the breach in Dragon Age: Inquisition and illustrating these shaky, cracked portals.
Also had the idea of having the tips of the portals (top & bottom) going off into the clouds and ground to give it more of a presence.

                 [image: ]Notes from initial idea

14th Oct – Created Rough Game Design Document after settling on visual style of cold and isolated, platform of VR and a vague narrative idea of being stuck in a ‘dimensional loop’ requiring the correct sequence of portals/items to escape this place.
HUD ideas started as floating UI and ended up becoming UI on the player hands which is a typical thing in VR games to keep immersion high and UI still easy to access.
Created moodboard to help further development and accompany GDD and game pitch. Researched a few places like piers where water has either damaged the space or marine life has accommodated it. Also including a bit of my primary research of the bridge.
[image: ]

21st - 28th Oct – Further developed story and pitched game. Deciding that the player is guided through the game by a voice on a radio that is actually them from an alternate place/time. They are guided through parts of their life by the radio voice, requiring the player to figure out the focal parts of that segment of the characters life to progress. 
Sticking with the characters life as the narrative, but I might start playing with the idea of the narrative being fueled by the characters many fears in the forms of monsters/creatures?
Modified GDD to encompass new story.
[image: ]

Above: Flowchart to show how progression may work

4th - 11th Nov – Started to learn Unreal engine to create Prototype of the game, developed whitebox of derelict giftshop and pier with a fog with a green hue. Decided on little artificial lighting from flares and maybe a construction light kind of thing. Potential use of emergency lights (red) or exit lights (green).
Also created little script for flickering lights in the gift shop and a mockup expanding portal using U4 blueprints.
Screenshots:
[image: ]
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18th Nov – 25th Nov – Having issues with setting up Unreal for export on my VR headset, the Oculus Quest. I also started working on recreating the whitebox again, as during testing I realized that all of the objects were incorrectly scaled. I found it’ll be easier to recreate the scene with a VR template instead of first-person and have it a little more refined.
26th Nov – 1st Dec – Worked on and finished a cleaner prototype. Didn’t use he VR template as it was easier to use 1st person POV  in the long run. With more skill and knowledge with Unreal Engine 4 I used an online guide to help get an idea of scale of rooms and doors. 
[image: ]
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In the new prototype the world is darker in general and instead of electric lights the only lighting inside are the flares, I also used some simple models I threw together in Maya to add a little more to the scene. 
I also did some texturing and added a fire scape sign to have a little different light in the room, as well as creating an emissive material for it. I imagine that this is not an electric light but more of just a glowing paint of sorts that some signs are.
[image: ]
[image: ]

2nd Dec – Fleshed out more of the GDD and Production Diary, including changes made to prototype game

5th Dec – Created prototype of the ‘looping’ system and added a feature to pick up certain physics objects in game and use them to interact with the portal.


Production Evidence: Concept Art
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