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[bookmark: _Toc164861316]Glossary of Terms
Qualitative data – Subjective data
Quantitative data – Numeric data
Interpretivism – Use human subjective views
Positivism– Use facts and scientific/mathematical proof
VR (virtual reality) – A device that simulates a 3D environment by using headgear
Claustrophobia – Fear of confined spaces
Nyctophobia – Fear of the dark
Teraphobia – Fear of monsters
First person – from the perspective of the character
Third person - from behind, over the shoulder perspective of the character
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Introduction
The aim for this project is to find out what makes a video game a survival horror game, as well as how and why do they scare people. This is split into 3 core objectives, the first one being what defines a survival horror game, researching and understanding the basic features that make up a survival horror game. The second objective is looking at how survival horror games innovated and changed over the years, analysing what gives them the survival horror title, including gameplay mechanics and fear factor. The last objective is delving into the fear and horror of the genre, to see how the fear is created.


[bookmark: _Toc164861318]Methodology
The method being used to collect data from sources will be qualitative data, this is because rather than numerical and measured data, determining what makes a video game a survival horror and fearful to play is opinion based and to do with the nature of human psychology, therefore research conducted will be opinion based on the thoughts of people who have experience in the relevant fields [108]. The research philosophy that will be studied for this project will interpretivism, as interpretivism deals with human behaviour and thoughts, just like qualitative data, oppose to positivism which looks for data of numbers and using quantitative research methods for researching [109]. Gathering the data needed will be done via methods that contain relevant qualitative data, which includes using the internet to access sources such as blogs, articles, and videos.
















[bookmark: _Toc164786256][bookmark: _Toc164861319]Defining a Survival Horror Video Game
Although it may seem simple what a survival horror video game is, there is some debate on what needs to be in a game for it to be classed as a survival horror. The definition of a survival horror game will differentiate from person to person. Although, there are many arguments that are commonly shared between people. The biggest debate comes from what makes a game a survival horror or an action horror, as these two genres are very similar to each other. Psychological horror may also come into the fray for this discussion, as it’s also one of the biggest horror game sub-genres. No single definition is correct, so multiple different opinions can be used to create a definition for this question.
[image: Resident Evil (1996)]The main defining factor for a survival horror game is to have a horror game where the player must survive, although it gets deeper than this, as the same can be said for action horror games. Using opinions from youtubers [[Mild Conviction]] [1] and Under The Mayo [2], both have similar views when it comes to defining a survivor horror. The main differentiating factor between action and survival horror is said to be in survival horror, you’re afraid of the threat and spend most of your time trying to avoid it, whereas with action horrors the player tends to be heavily weaponised, being able to tear through the threat, not needing to be cautious or hide. They both also put emphasis on decision making, where the player must actively think on the choices they make for survival, this can include using different ways to approach a scenario using resource management, as survival horrors typically have a more restrictive inventory capacity only giving finite resources to combat threat.[4]


[[Mild conviction]] [4] and the Fandom wiki [3] note puzzle solving as being a factor too, although this isn’t a necessity as puzzle solving doesn’t correlate to surviving completely. They also state the Resident Evil [4] franchise as being the pioneer for the survival horror genre, coining the term with the release of their first game in 1996 with the first Resident Evil game. 
Another popular horror genre are psychological horror games. According to Jesse on Digital Trends [8], psychological horrors play on what the player cannot see playing on the player’s psychological fear. A Quora user [6] shares their thoughts on how psychological horror compare to survival horror games. Saying in games such as Resident Evil [4] “you are forced to fight for your life” where psychological horror games “[are] meant to play with your mind, focus less on the survival aspect”.
The survival part has been defined, but what about the horror aspect? A comprehensive breakdown has been done by Thomas Evans [7] on “the fundamentals of designing a horror game”. Some key points mentioned throughout include one being level design, including claustrophobic environments such as “hallways and sharp corners”, this is to make the player feel like they have no place to hide. Another point made is how ambient sound should be used to keep the player on edge, “if they are lost in a forest, they should be able to hear the wind passing through the trees”.
[image: Layers of Fear (2023) trailer screenshot]Horror games usually aim to be scare and creep the player, although there’s more to the horror genre than being just being scary. They are often seen with dark themes to create a darker atmosphere which sets the stage for the rest of the game.[8]

[image: Phasmophobia in-game screenshot
]Another game to look at which isn’t listed as a survival horror is Phasmophobia [9]. Phasmophobia is listed as being a psychological horror game, which it is. Although, it also has plenty of characteristics to fit into the survival horror genre. The objective of Phasmophobia is to deduct which ghost you’re dealing with while surviving the ghost, both puzzle and surviving is part of the core gameplay, as well as that you have a limited inventory space. Phasmophobia is a good example of a survival horror game.[9]

Using various opinions from different sources, to define a survival horror the game must firstly fit into the horror genre, which would mean the game would most likely have a dark tone and put the player on the edge of their seat. For a game to be a survival horror, the player must be put into circumstances where one of the main gameplay mechanics revolves around them surviving [113] [114]. The difference between survival horror and action horror here is the way the player must survive. With survival horror, the player will have to think whether to engage with threats or not, resources should be scarce, and the player must use decision making on what measures they need to take to survive, which can include exploration. Whereas with action horror, there is far less emphasis on surviving and the game will be more action packed, focusing far more on combat by usually giving the player plentiful more resources and means of combat, leaving the player not having to worry about survival. 
Stealth horror is usually [image: The player hiding from the Alien in a locker in Alien: Isolation]a part of survival horror due to them often having a threat you can only avoid, this results in the player having to use stealth to evade them, this is a game mechanic used in the survival horror game Alien: Isolation [10] where the player is able to hide in lockers and under desks to avoid the alien threat. [10]






















[bookmark: _Toc164786257][bookmark: _Toc164861320]Instalments That Defined the Survival Horror Video Game Genre and How
Since the origin of survival horror games, there have been a bountiful number of games in which have made their own impact on the survival horror genre. This will show how the genre has changed over the years in the way the games deliver their horror.
[bookmark: _Toc164786258][bookmark: _Toc164861321]3D Monster Maze - 1981
One of the earliest signs of a survival horror video game is a game called 3D Monster Maze [11] developed by Malcom Evans in 1981. Even while being one of the earliest survival horror games, it has 2 factors that give it its survival horror title, which is narrative and the need to survive. It’s impossible to compare this game to survival horror games made now due to the heavy technological restraints they had in the 1980’s. The game has a basic plot to set the scene, narrative isn’t exclusive to survival horror games, although it’s become a big part of them. The second aspect is the game’s core gameplay is the player trying to survive as long as they can before being found by a Tyrannosaurus Rex. So not only is this one of the first survival horror video games, but it’s also the first to feature an enemy AI that the player must avoid, which is common to see in survival horror video games now. One extra thing to note is the maze in the game is procedurally generated, it’s possible that this format inspired other horror games that also do this such as Spooky’s Jump Scare Mansion [12] and SCP Containment Breach [13], which is what the youtuber Sagan Hawkes stated [14] [15].
[bookmark: _Toc164786259][bookmark: _Toc164861322]Haunted House – 1982 
The next notable game was made one year later and is called Haunted House [16], some sources claim this game to be the first survival horror entry, such as Nnamdi Ezekwe from CBR [17] and Media Wiki [18]. The aim of the game is for the player to find and collect pieces of a magic urn to bring back to the house entrance while avoiding enemies.
By looking at video footage of the game by Njenkin [19]. There are more survival horror elements present than in 3D Monster Maze. They both feature decision making as you need to decide which path to take to avoid the enemy, but Haunted House also features a life system, which are extremely common in video games today, although they are rarely seen in survival horror games. Haunted House has one of the factors that are commonly seen in survival horrors which is puzzle-solving, as the player needs to traverse up the floors within the house to find items to pick up and bring back to the starting point while avoiding the various enemies found within the house.
[bookmark: _Toc164786260][bookmark: _Toc164861323]Sweet Home – 1989
Sweet Home [20] is a survival horror game where the player controls 5 different characters and must explore an old mansion in search of hidden treasures.
Sweet Home is considered by many articles to be the first true survival horror video game. It wields a plethora of survival horror attributes, one being the need for survival. There is more pressure for this in Sweet Home though, as if one character dies, they are dead permanently, this means the player must be extra careful and play with strategy in order to keep their characters alive. Marie Overman from Magic INC [21] goes in-depth on the history of Sweet Home and Resident Evil. She lists as problem solving as being part of the game, this is because there are puzzles featured, as well as fight battles which can be randomly encountered, so the player must always be prepared. An in-depth video was made by RagnarRox [22] on Sweet Home and its origins of survival horror. At one point it’s noted that Sweet Home has an extremely restrictive inventory, this has been discussed to be a trait of the survival horror genre, to not make the player feel overpowered. This also ties into problem solving as the player must decide what to bring and what to leave behind. They also state how the game contains imagery closely relating to jump scares, which could mean Sweet Home was the first game to incorporate this popular scare technique. Sweet Home offers exploration and [image: A video game screen with a monster in the dark

Description automatically generated with medium confidence]secrets to be found, which is also a factor of survival horror video games.
As well as all this, Sweet Home has some disturbing graphics to go with the horror theme, mainly consisting of the enemy designs, which includes skeletons and corpses. This is to creep and disturb the player.
All of this makes it easy to see why Sweet Home is considered the true first survival horror video game.
One last bit of information to note is that Sweet Home was created by the same people that worked on Resident Evil, and in an in-depth article done by Ryan Lambie [23], it’s stated that the Resident Evil franchise was originally meant to be a direct sequel to Sweet Home. So, Sweet Home was the inspiration for arguably the biggest horror video game franchise.
[bookmark: _Toc164786261][bookmark: _Toc164861324]Alone in the Dark – 1992
Alone in the Dark [24] is special as it was the first 3D survival horror video game. The main difference with this game compared to ones before is that now the game is fully 3D and using fixed camera angles. This inspired many survival horror games to come such as Resident Evil [4] and Silent Hill [25]. Many sources claim that fixed camera angles are part of what make a horror game a survival horror, on the survival horror wiki, it says “Games in the genre often have a metroidvania style of progression, and also make use of horror tropes common to cinema, such as fixed cameras” [3].
RagnarRox has another in-depth video, this time about Alone in the Dark. One quote from his video that shows how they feel about its impact on the horror genre whole is “without question one of the most important milestones for horror gaming” [26]. 
Alone in the dark is also the first survival horror game to have ambient background music playing, although this mainly consists of upbeat music, but with some giving off an aura of mystery. There are sound effects too to compliment this, which are more horror orientated, such as zombie groans and creaky floorboards [27].
[bookmark: _Toc164786262][bookmark: _Toc164861325]Resident Evil – 1996
Resident Evil [4] is arguable the most influential and genre defining survival horror game out there and is considered as the golden era for the genre [28], being one of the most well-known and memorable survival horror instalments [29]. Capcom coined the term “Survival Horror” with the release of Resident Evil which truly started the rise of the survival horror genre. Resident Evil originally started off as a remake for Sweet Home, Capcom wanted to make a game similar to Sweet Home while taking advantage of the new graphical advances [23]. Like with Alone in the Dark, Resident Evil uses fixed camera angles, this allows the developers to only allow the player to see what they want them to see, possibly hiding monsters around the corner. Resident Evil was a massive success, selling over 2.7 million copies, this caused the survival horror genre to explode, causing more games of the genre to be made over the years [30]. 
[bookmark: _Toc164786263][bookmark: _Toc164861326]Silent Hill – 1999
To many people such as MrHammers on YouTube, it’s stated that Silent Hill [25] is the peak of the golden era for survival horror games [31][32]. Silent Hill was one of the first horror video games to use elements of what are considered to be psychological horror games now, by having elements such as a disturbing atmosphere instead of encountering frightening enemies. Although, it still stays true to the survival horror elements featuring stealthy gameplay as well as needing to survive by using problem solving, an example being needing to turn off your flashlight to avoid detection [3]. It’s still considered to this day one of the scariest horror franchises to this date [33].
[bookmark: _Toc164786264][bookmark: _Toc164861327]Amnesia: The Dark Descent – 2010
Amnesia: The Dark Descent [34] changed the game for the survival horror genre, as horror games were becoming more action orientated, Amnesia went back to the roots, featuring gameplay leaving the player weapon-less, as well as a unique sanity mechanic. This works by making the player more insane the longer they stand in the dark and look at the monsters. This creates terror as well as another problem you need to keep track of, not only being the monsters. The lower the players sanity gets, the more disturbing and dangerous the environment gets. The return to leaving the player powerless against monsters, along with the dark setting and eerie sounds, and importantly the innovative sanity mechanic, Amnesia: The Dark Descent changed the genre. [35] [36] [37].
[bookmark: _Toc164786265][bookmark: _Toc164861328]7 Days to Die – 2013 
7 Days to Die [45] is noteworthy as it was the first big base building game to feature horror and survival elements. The main survival features come from needing to manage your thirst and hunger, as well as what you carry, as the heavier items you hold the more cumbersome you become. This affecting how the player goes about playing the game, as it prompts the player to think carefully about how they go about surviving the enemies which are zombies. In a game review from B. North, it’s stated that “7 Days excels in going a step beyond typical survivor horror games in its realism”. This is due to the inventory weight restrictions, as well as falling onto surfaces can collapse under the pressure of your weight. Also, North states in the review that “The horde is the truly scary part of the [game]”. This is because after 7 in-game days, a massive horde of zombies will rush your base from all angles in the night. Being ambushed by the horde is terrifying, especially if you’re not prepared for it [46].
[bookmark: _Toc164786266][bookmark: _Toc164861329]Five Nights at Freddy’s – 2014
The influence that Five Nights at Freddy’s [38] has had on the genre is monumental. Although it’s far different to all the games mentioned so far, being a 2D point and click survival horror. The game is so huge that there have been hundreds of fan-made games created inspired by Five Nights at Freddy’s [39]. Something that makes Five Nights at Freddy’s unique is the way it approaches the monsters, most survival horrors have you outmanoeuvring the enemies, whereas in Five Nights at Freddy’s, you are forced to stay still to survive, letting the player know there’s nowhere to run, and that the monsters are always approaching [40].
[bookmark: _Toc164786267][bookmark: _Toc164861330]Dead by Daylight – 2016
[image: A screenshot of a computer

Description automatically generated]Dead by Daylight [41] was one of the first multiplayer survival horror games to be released, and still to this day it’s one of the most popular horror multiplayer games, this is shown in the image to the left. As of March 2024, Dead by Daylight remains in the top 30 most played games on Steam [42] [43]. Dead by Daylight keeps the survival horror elements to its core gameplay elements, as the survivors must evade the killer by using stealth to repair all the generators. This is done with a player playing as the killer who is the one inflicting the fear into the survivors by hunting them down [44].
[bookmark: _Toc164786268][bookmark: _Toc164861331]Resident Evil 7: Biohazard (VR) – 2017
Resident Evil 7: Biohazard [47] was the first AAA VR (virtual reality) survival horror video game, innovating by allowing players to experience horror in a whole new way. By looking at reviews from people, some were sceptical of how the game would be in VR, but after playing it, it gave one reviewer “confidence in the future of virtual reality” [49]. Having a company with a large number of resources create a VR horror game demonstrates how terrifying it is to be surrounded in the setting and atmosphere of the game. Another user by the name of PrinceOfHot shares his experience with playing the game in VR, saying “it has scared me more than any game I’ve played in my life”. They also showed the demo to their friend who even just frightened by seeing the characters in a physical space [49]. Seeing how successful Resident Evil 7 was in VR, it’s not surprise we started to see more survival horror video games being made, such as Blair Witch: VR Edition and Resident Evil Village’s VR mode [50] [51].
[bookmark: _Toc164786269][bookmark: _Toc164861332]The Dark Pictures: Man of Medan – 2019
The Dark Pictures game series [52] are well known for being story rich survival horror video games that allow you to play co-op, where your choices matter and influence how the story goes. Multiple players have responded in a forum saying they found the game to have a “spooky” and “dark” atmosphere and setting [53]. Man of Medan uses some techniques pioneered in some of the first survival horror games, one being camera angles. This allows the game developers to only allow the player to see exactly what they want them to, being able to create claustrophobic angles as well as keeping monsters in the dark [54] [55]. Due to the fact your choices matter, it can make certain moments even more terrifying, as you’re trying to keep everyone alive, if you make one wrong move it can cost you a character [56]. 






[bookmark: _Toc164786270][bookmark: _Toc164861333]How is Horror Created in Video Games
[bookmark: _Toc164861334]Connection Between Horror Games and Horror Films
Horror is a massive genre in both film and video games [57], both pieces of media aim to frighten and instil fear into their audiences. With this, the effects used in film and TV to create horror can also translate into survival horror video games. By looking at these effects, we can look at the effects being used in existing survival horror video games to see how well they work. All the themes and sub-genres can be shared, some more popular ones being Sci-Fi horror and Zombies. A blog by Eva Wierzbicki goes in-depth on the relationship between horror games and films. One point is how the immersion between the two is very different, and how with video games it’s far easier to get the player immersed [58]. This is because when watching TV or a film, it’s easy for the audience to hide and look away from the screen. With video games, the player needs to actively control the characters themselves to advance with the game, while also having to make all the decisions themselves, such as whether to look back when having to traverse a dark corridor [59]. A short article by Charles Zinn also shares some light on why we are more afraid playing a horror video game, they note that when you’re watching a horror movie, you are watching someone else being chased, but when you’re playing a horror game, you are the person getting chased, and it’s up to you to escape [60] [61] [62].
[bookmark: _Toc164861335]Jump scares
Jump scares are one of, if not the most prevalent tropes in the horror industry, starting all the way back in 1942 [63]. Since then, they have been commonly used throughout all different forms of media such as film and video games. Jump scares are commonly used to startle the player, giving them a rush, but the fear isn’t lasting, usually [59]. Jump scares work by usually having a sharp sudden loud song with a quick action happening on screen, such a creature jumping out. Jump scares are either built up over the span of usually a few seconds or are immediately thrown at you with no warning such as this moment in Resident Evil Village [64]. They are more effective if the player is already on edge, as the player being in a jumpy and tense mood will provoke a stronger startle, making the jump scare more efficient [65]. Jump scares can even instil fear without ever occurring, as sometimes just the prospect of a jump scare happening can create an immense amount of fear to the player [58] [63]. Two good examples of video games that do this is Slender: The Eight Pages [66] and Five Nights at Freddy’s. With Slender: The Eight Pages, you are being chased in the dark woods by the antagonist Slender Man. Immediately the game sets up the scene to have the player feeling tensed, having a restrictive light source in complete darkness. After you have collected the first page, a heartbeat sound begins to play, this happens once Slender Man starts chasing the player causing more tension. Slender Man will often chase the player from behind but can also teleport in-front of them around a corner, sneaking up on them. When the player makes eye contact with Slender Man, a piano key stroke happens to startle the player. The fact that Slender Man is pursuing the player and can appear at any time puts pressure on the player as they know the jump scare will happen at some point [67]. This is the same case for Five Nights at Freddy’s, as the player needs to avoid letting the animatronics get into the office, but if the player misses one, they can get in and will violently jump scare the player immediately once they have lowered their camera. This causes the player to constantly be on edge, as they know at any moment, they may be met with a jump scare and lose the game. Once the player runs out of power there is a jingle that plays with one of the animatronics present, which after it ends it goes completely black and silent, which then there’s a random amount of time in which the player gets jump scared and loses. Although, if the player is near the end, there’s a possibility they will reach the end of the night before getting jump scared, this creates a scenario where the player is anxiously waiting to see if they will finish the night before getting the jump scare [68] [69] [70].
[bookmark: _Toc164861336]Lighting
Underexposure is the most common technique used in horror media. This is simply done by reducing the brightness of the camera. This ties in with nyctophobia (fear of being in the dark), this fear is also more than just being afraid of the dark, but also fearing what you can’t see [71]. This is why underexposure is used is near all horror films and video games, to insinuate there may be horrors lurking in the dark. This being used in horror video games allows the developers to show the player exactly what they want them to see, commonly matched up with sounds such as someone running and boxes clashing, telling the player something unknown is hiding in the dark which cannot be seen [72] [73] [74]. Even without seeing any monsters or anything awry, the player can feel anxious and scared just by being in a dark atmosphere, not knowing what’s in the dark and when they will encounter any monsters [75].
[image: Image from Slender: The Arrival]Silhouettes are used to hide some of the physical appearance of what may be in-front of the player. This leaves some mystery for the player, as they’re left to wonder what the horror lurking in the dark looks like [76]. Silhouettes are also used to distort reality, creating shadows over the figure, the unnatural look the silhouette forms can make the entity appear more unknown and terrifying. This connects to the fear of what’s in the dark, which is why often horror game developers will put monster lurking in the dark [77] [78]. A good example of silhouettes being used to create horror is in the survival horror game Slender: The Arrival [79], in the homestead level, the player must go down into the cellar to retrieve fuel. While down there, the environment is dark with flickering lights. Alongside this, a figure hiding in the shadows can sometimes be spotted. With the dim lighting, a rough silhouette can be made out, revealing it appears to resemble a child. This segment makes great use of silhouettes as it leaves the player terrified and most of the features of the creature are left hidden hiding in the shadows.
Staying on-topic with the example used from Slender: The Arrival, also featured in the segment of the level are plenty of flickering lights. The effect caused by flickering lights relates back directly to nyctophobia and silhouette use. Flickering lights are usually dimmer as the light is dying, therefore causing the environment to be darker, this can be seen in the example above, the area is lit up by dying lights which periodically go out for a few seconds. The distortion effect created by silhouettes also apply to flickering lights, as the lights flick dimmer, object and surfaces will dimmer, becoming more disguised, as well as any features of anyone that may be nearby. There’s more to the effect of flickering lights than what is physically shown, as there are also mental effects to go along with it. Such as how the presence of a flickering light can symbolise how the environment around the player is decaying, as well as to tell the player that something is going wrong, to amp up their fear [80] [81]. 
[image: The Weeping Angels attack! | Blink | Doctor Who]Here is an example from the episode Blink from the television show Doctor Who [82]. The angels seen can only move once they’re not seen, to use this to their advantage one of the angels tampers with the light causing it to flicker on and off. This is an example of a unique way in which the flickering of the light is used to create horror. Although this is from a television show and not in a survival horror game, the same effect could be used within a survival horror game. With the player being surrounded by the angels and with the light dying, this would cause them a significant amount of fear knowing that if the light goes out, they are at risk of being caught by the angels.
One final indication that flickering lights often implies in media is the source of paranormal activity. In survival horror video games, more often ones featuring paranormal entities, flickering lights may be used to tell the player there may be something lurking around. An example of this is in the game Phasmophobia, a game where the player must deduct which room the ghost is hiding in. In this game, flickering lights are an indicator that the ghost is nearby and is interfering with the environment. But before the ghost starts an attack, all the lights around it will start to flicker, so, even when the ghost is simply interacting with the environment, to the player it could make them think the ghost is about to attack, tricking and fearing them.
[bookmark: _Toc164861337]Colour
Colour plays a crucial part on how a game feels, your typical survival horror game will use a darker, greyer colour palette, these can be categorised into a what is called a “muted colour palette”. This colour palette is popular among survival horror video games due to their “bleak and depressing atmosphere” [83]. A muted colour palette gives the atmosphere and environment a sense of bleakness and hopelessness, which adds to the emotions that the player will feel while traversing through the game, they’re not meant to feel happy [84] [85]. 
Aside from using muted and bleak colours, the colour red is iconic in horror media. This is because red is the colour of danger and blood, this emphasizes the fear that the player will feel when playing [image: ArtStation - Teesside University - Alien Isolation Scene]a survival horror video game, as seeing red may be used to tell them there is something wrong. An example is when the player sees a bloody trail, this tells them that something dangerous was there. In the image to the left shows a corridor in the game Alien: Isolation [10], which features a long blood trail, this would put the player more on edge due to the blood foreboding the danger that lies ahead. Also, in this image shows a red light, red lights imply that something has gone wrong, again, making the player feel more tense as they know the red lights may be foreboding that something bad is going to happen [84] [86].
Another colour prominent in horror, is the colour green, which can be used to represent decay and sickness. The colour green is thought as the colour of plants in nature, but when paired with the dark elements of horror, the green plants can be used to indicate death and decay.
[image: ]This image from the upcoming horror game Whispers of West Grove [87], the colour green represents nature, but this shot doesn’t show blooming flowers or trees, but instead, dark green moss growing in the building walls as well as plants. So, instead of beauty, this shot is showing the player that this environment isn’t well kept and is decaying and dirty. Being in a dirty environment will make the player more uneasy [84] [86] [88].



[bookmark: _Toc164861338]Audio
Sound design is pinnacle for creating fear within a horror game, it helps build the atmosphere and mood on a game, which adds to the immersion which will make the player feel more on edge [89]. Sounds also need to be mixed together properly, and consistent in the way they sound, as if this isn’t done correctly, it will sound off to the player, and suddenly all immersion is broken. So, it’s extremely important that the audio is done well to convey a convincing piece of horror [90].
Ambience is commonly used in video games, it helps adds to the atmosphere and makes the environment feel more alive, this is the case with horror games also, but the ambience also serves to make the hairs on the players neck stand up. By creating a fitting ambience, you can make the player feel far more immersed within the environment of the game, making it feel more real by the sounds the player hears around them [91]. Looking at some examples, Phasmophobia has some basic ambience, which consists of black noise constantly playing while inside of the haunted area. It’s simple yet adds to the immersion and makes the playing more on edge, having this constant sound of noise. This also subconsciously tells the player that they are in danger, as the ghost can get to them and kill them in the building, unlike if they were to be safe and outside [92]. As well as the ambience, some maps such as Sunny Meadows have sound effects that randomly play thought the environment, such as footsteps in the distance as well as screams [9] [93] [94]. These add to the fear of the sound design, as it makes the place feel more haunted and sinister. Another example to look at is Slender: The Eight Pages, unlike with Phasmophobia, Slender: The Eight Pages builds on its atmosphere as the player progresses through the game, with each page collected, the ambience because more heavy and intense, this tells the player that the situation is getter more dangerous, as Slender Mans gets stronger which each page collected, the ambience does a brilliant job at reflecting this and making the player feel the pressure [66] [67]. One more example which does something different is the House Beneviento area in Resident Evil Village, which throughout it all features no ambience at all. Instead, all the sounds the player hears comes from sounds being made in the environment, such as your footsteps, doors creaking, a radio playing, etc. Having no ambience can also help boost the fear in the player, this allows the player to fully take in all the little sound effects, the area being quiet further boosts the eeriness and can make it easier for the game to get into the players head with no ambience for the player to focus on. Ambience is important, but, for situations like this, having no ambience can be just as effective if not more for creating for perfect horror setting [51] [95] [96]. Having ambience, then suddenly taking it away can also cause strain on the players mind, as they will be panicking wondering why the game has gone so silent, and all of a sudden, they have no ambience or sounds to distract them, left with just their thoughts as they must progress, this scares the player to making them think something bad is about to happen, due to the sudden change in tone [97] [98].
Sound effects are also needed to create an immersive and creepy environment, just as if you were to be walking in real life or opening a draw, these all make distinct sounds, these all also need to make sounds in a game for it to feel more real. Adding to the realism is vital, but sound effects can also add to the dread the player may feel, an obvious example is by having sound effects playing while the player is in a dimly lit area, this tells the player that they’re not alone and there is something else lurking around. Sound effects can also be played to directly scare the player to make them jump, like with jump scares, or maybe a vase smashes onto the floor behind them, creating a loud piercing sound. Having gruelling sound effects of a creature, and only hearing the sound, forces the player to use their imagination to fill in the blanks of what possible monstrosity is with them in the dark, letting the players imagination run wild with this leaves them to fear in the unknown [99]. Sound effects can also be used to disgust to play, as more disgusting sounds such as hearing bones snap, can make the player physically react, making them more anxious and disgusted, which in effect causes them to be more susceptible to all the other horror elements in the game [100].
[bookmark: _Toc164861339]Fight or Flight
The fight or flight response is triggered in the people when coming across something terrifying that puts fear into them, it can be by something mentally or physically horrifying. The effects of this are an increase of sweating, adrenaline, blood pressure, heart rate, and breathing rate, and they can last for up to 60 minutes after the cause depending on the severity [101] [102]. But what does this mean for people playing a horror game? Even being constantly afraid while playing will trigger the fight or flight response, but this can be heightened during certain parts such as when the player hears something or sees something lurking in the shadows. Another good example would be when getting jump scared, the loud noise combined with a monster being in your face quickly triggers your fight or flight response, which is people physically jump and their heart rate goes up. Their heart rate won’t go down straight away but instead will do so gradually over time. Audio can trigger this, whether it’s by sound effects playing in the environment, or a sudden shift in the ambience sound. An example would be when the player is traversing through a dark corridor, and suddenly the ambient music starts to build towards an apex, it leaves the player on the edge of their seat left apprehending on why the sound is suddenly building, making them believe something horrifying is about to happen. This would trigger the fight or flight situation from the player as they try to prepare themselves for what may be about to come [103] [104]. Horror games will take advantage of the psychology behind the fight or flight response, knowing that every piece of sound visual design is all working towards creating that perfect balance of fear in the player [105] [106] [107].
[bookmark: _Toc164861340]Gameplay
[image: RESIDENT EVIL 8 VILLAGE Giant Baby Fetus Monster Boss Fight 4K ULTRA HD]The gameplay is the core to every game, it is the most fundamental piece. This is also important for scaring the player, as even the way they must go about playing the game can have a massive effect on how they feel while doing so. A way to make the player afraid is by taking away their weapons and tools, by doing this, you are making them powerless and having no one of defending themselves, leaving only running as an option. A great example of this being done is in Resident Evil Village, during the entirety of the game leading up to House Beneviento, the player is for the most part always armed with their weapons and tools while progressing through the game. Once they arrive at House Beneviento, all their resources are gone, and they must traverse through the house completely vulnerable. The House Beneviento area of the game is well known for being the scariest part of the game, and the gameplay it promotes helps that. Near the end segment, the player is faced up against a disgusting creature in which you can only avoid by using stealth, while also needing to traverse to collect the fuse to escape. Right after the player places the fuse in the box, they must wait for the elevator to come back down. During this time the creature can be heard coming around the corner coming towards the player, this part is terrifying as the player is desperately wanting the elevator to come down before the creature gets to them, creating an intense confrontation [51] [110] [111] [112].







[bookmark: _Toc164861341]Conclusion
The results from the project show at the end of it all, it’s widely opinion based, from the definition of a survival horror game to what makes it terrifying. Even while finding a solid foundation for a definition, there will always differentiating opinions on what precisely needs to be in a game for it to be classed as survival horror. A rule of thumb is if the game features restrictive combat and resources, while have the active need to survive in a horrific setting, there’s a good chance it’s a survival horror video game. With creating horror, it’s been found that every little details goes towards building that immersive and gruelling experience. Each little sound effect is building the atmosphere and the environment of the game, making the player feel like as if they were there. Audio sets the tone of the game, as each ambience track needs to be chosen carefully to maximise the horror and atmosphere. The audio compliments the gameplay and graphics that the player sees, working together to create the perfect blend horror. Colour is considered when creating the aesthetic for a horror game, each one affecting how the player feels while traversing an area. Typically, muted colour palettes will be used as they are dark and bleaker. Phobias are taken advantage when trying to spook the player, the main one being Nyctophobia, as well as many horror titles will prey on claustrophobia and teraphobia.



[bookmark: _Toc164861342]Future Proposals
For future proposals, I would firstly use more methods for gathering data, I would conduct surveys online with questions relating to the project, such as finding what scares them in a horror game, as well as asking them what defines a survival horror game, to see how general people would go about answering it. I would also try to set up interviews with people who have experience working on survival horror titles, such as sound designers and environmental artists. This would provide valuable insight into how survival horror games are created and the techniques that they used to do so. I would conduct my own research and tests, by having people play different survival horror games, to see which parts scare them the most by their communication and heart rate. Finally, I’d go in-depth on more aspects relating to survival horror games, some examples being VR, different perspectives (first-person vs third), the psychology behind gore in video games and how it affects the player and are singleplayer horror games less scary due to not being alone (tests could be done for this also, getting people to play a survival horror game on their own then with multiple people).







[bookmark: _Toc164861343]Summary
To summarise, the elements that make up the gameplay for the survival horror genre may not be as obvious as it seems, and there’s more to it than just a scary survival game. There’s still some debate on what needs to be in a game for it to be classed as a survival horror, instead of a different dub-genre of horror. The main defining factor that almost all sources agreed on was that resources need to be scarce, opposed to being plentiful such as in action horror games. Some sources, but not all said puzzle solving needed to be featured. Lastly, decision making was also noted by many sources as being a feature of survival horror games. Then the horror elements were touched on to give a brief overview of how horror games scare the player, more focusing on the gameplay side.
The next part was about going through and listing genre-defining survival horror game titles, and with each one saying what made them special and how they made effected the genre. Doing this made it so what made them survival horror games could be analysed, relating to the gameplay and the horror aesthetic.
The final part to the project focussed purely on the horror, looking at how game developers scare the player with the tactics they use, which included the developers playing on the players fears, such as their fear of the dark and the unknown, as well using colours and sound to their advantage.
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