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https://www.reddit.com/r/LiminalSpace/
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Overview of the 
game

A first-person, geographically 

isolated, anomaly detection game

Player trapped in a looping 

corridor & waiting room

Goal: Spot subtle environmental 

changes → escape the loop

G A M E  P R O G R E S S I O N  A N D  
M E C H A N I C S

Clear, Simple Goal:

Escape the loop by spotting and reacting to anomalies, by continue onto next 
room if no anomaly, or turn back if spotted an anomaly

Win Condition:

Spot a certain number of correct anomalies (6 rooms) to break the loop.

Players decide whether to continue or return after each loop.

Fail Condition:

Miss an anomalies or react incorrectly in terms of direction, leading to failure. 
Game resets player to beginning

Looping Structure:

Reuse the same environment (corridor + waiting room), but make slight, eerie 
changes each time.

Changes could include reversed signs, missing objects, unusual sounds, or 
new entities appearing.
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W H AT  WA S  I  A I M I N G  

F O R ?

• Use Maya, Photoshop and Substance painter

• Learn Unreal Engine 5 more

Immersive Atmosphere:
Use dynamic lighting, soundscapes, and environmental storytelling to create an eerie, nostalgic ambiance using 
Unreal Engine 5.

Player’s Sense of Scale:
Large, open spaces make players feel small, while claustrophobic areas create unease through shifting scale.

Emotional Design:
Convey sadness through nostalgic elements (old toys, abandoned spaces) and evoke the "ghost of humanity" with 
signs of life left behind (e.g., furniture, graffiti), but no people.

No Traditional Tutorials:
Environmental cues guide players naturally, maintaining immersion and teaching navigation without interrupting the 
flow.



Artistic Inspirations
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[8] E. Hopper, Rooms by the Sea [Painting], 1951. [Online]. 
Available: https://www.edwardhopper.net/rooms-by-the-sea.jsp
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RE S E ARCH &  
PLANNING

1
1

GAME MECHANICS, ART STYLE, PLAYER 

PSYCHOLOGY, ETC.



“Games that create tension between expected and actual 
outcomes heighten engagement.” — Jesse Schell, The Art of Game 
Design

“Horror is best delivered through suggestion rather than 
revelation.”
— Mark J.P. Wolf, Building Imaginary Worlds

“The environment tells the story not through plot, but through 
presence.”
— Henry Jenkins, Narrative Architecture

“Loops allow repetition without boredom if each return adds 
variation.”
— Miguel Sicart, Play Matters

https://meghanplaysgames.home.
blog/2021/09/30/the-silent-
storytelling-of-journey/

In the game Journey:
• unsettling when cool 

environments as the character 
is warm. 

• Complementary colours used 
to attract the viewers to 
important items

• Colours appear more intense 
than closely related

https://meghanplaysgames.home.blog/2021/09/30/the-silent-storytelling-of-journey/
https://meghanplaysgames.home.blog/2021/09/30/the-silent-storytelling-of-journey/
https://meghanplaysgames.home.blog/2021/09/30/the-silent-storytelling-of-journey/


D E S I G N  P R I N C I P L E S  P R E V I O U S L Y  K N O W N

• Avoid player frustration — world needs to feel consistent

• Players learn the limits of the game space

• Immersion is expected

• Players want clear goals, feedback, and a sense of progress

• Players expect logic — corridors, rooms, doorsI,  can subvert expectations to build tension (e.g. looping hallway) The loop structure = a 

form of progression, even with no traditional levels

• Pattern recognition – players train themselves to spot differences, which causes discomfort and tension.

• Cognitive dissonance – environment feels familiar but slightly “off”

• Spatial narrative – story implied by layout, lighting, and repetition

• Emergent fear – tension builds over time through unease, not jumpscares, Anomalies are the perfect tool

• Minimal UI – visual storytelling over direct instructions

1
3
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https://www.sciencedirect.com/science/article/pii/S0272
494422000895#fig4
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Original Full idea:

Bedroom that you transition to the others from:
Childcare centre
Outside Bus-stop
School hallway, and mabye bathroom

Refocused on 1 core loop for:
Time constraints
Visual & mechanical polish
Better UX testing of core gameplay
Future expansion planned based on original vision
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DESIGN  FRAMEWORK –  GAME  
P LAN,  NOT  JUS T  GAME P LAY
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•Core design decisions (mechanics, genre, aesthetic)

•Show diagrams, wireframes, paper prototypes, mood boards

•Planning tools you used (Gantt chart, Trello, Notion, etc.)

Ties to: Knowledge & Understanding, Practical Skills

•Corridor + waiting room loops

•Anomalies appear in each loop:

• Missing objects

• Distorted audio

• Reversed signs

• Unnatural NPCs



All Images from the r/ Liminal Space Reddit Page [ -in order of left to right, down]
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DEVELOPMENT  PROCESS



https://www.reddit.com/r/nostalgia/comments/157vsv6/
in_the_doctors_office_waiting_room/

https://freepbr.com/product/grass-1-pbr-material/

Magazines from: 
https://www.freepik.com/search?format=search&img=1
&last_filter=img&last_value=1&query=

https://www.istockphoto.com/photo/white-
water-cooler-gm487727267-38986310



MODELING
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TEXTURING



PLUGGIN ’  
I N



P ROTOT YP I NG
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MAKI NG T HE  OP E NI NG  DOORS

Learnt new thing: alt – c shows collision in the 
gameport

Had to mess around with collision for a while, 
creating custom presets.

And aswell adding a new actor before my door to 
create a new hinge point.
The door was rotating too wide, as the pivot in 
maya wasn’t on the model anymore.

From the tutorial the red trace lines were still 
visible. With trial an error realised I could change 
the ‘draw debug type’ to none. Now I am not 
needing it

However, I do think the reach (number) is too high, 
you can open door from too far away

https://www.youtube.com/watch?v=O7vmp73ue4
Y#

https://www.youtube.com/watch?v=O7vmp73ue4Y
https://www.youtube.com/watch?v=O7vmp73ue4Y


I  DE CI DE D  TO  MAKE  E ACH 
ITERATION  A  D IFFERENT  
LE VE L
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https://www.youtube.com/watch?v=AriqBZ4HFpk
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BUI LDI NG  T HE  
LE VE L  
I T E RAT I ONS





IDEAS  FOR  D IFFERENT  
ANOMALI E S

3
1

Type Example

Visual
Object disappears / wrong texture / 
rotated painting

Spatial Corridor is longer/shorter than before

Audio Muffled talking / reversed audio plays

NPC
A person sitting who wasn’t there 
before

Lighting Lights flicker, color changes subtly

Text
Signs or posters change (e.g., now say 
“RUN”)

Environmental
Clock moving backwards, shadow with 
no source



VISUALS

https://www.safetysign.c
om/products/43827/wai
ting-room-sign
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AU DI O

3
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research,
Recording
Editing
Implementing

Used adobe audition 
to cut up the original 
sound 

Light cue is from unreal starter pack, vol’d down. 
Static radio sound from : 

https://soundbible.com/2099-
AM-Radio-Tuning.html
https://soundbible.com/911-
Footsteps.html
https://soundbible.com/900-
Door-Close.html

https://soundbible.com/2099-AM-Radio-Tuning.html
https://soundbible.com/2099-AM-Radio-Tuning.html
https://soundbible.com/911-Footsteps.html
https://soundbible.com/911-Footsteps.html
https://soundbible.com/900-Door-Close.html
https://soundbible.com/900-Door-Close.html


AUDI O

3
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Each separate step as 
its own audio cue, set 
to play at random

Light cue is from unreal starter pack, vol’d down. 
Static radio sound from : 



CHALLE NGE S
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Duplicating

Packing my project:

https://www.youtube.com/wat

ch?v=emOsoyHSmAE&t=224s

https://www.youtube.com/watch?v=emOsoyHSmAE&t=224s
https://www.youtube.com/watch?v=emOsoyHSmAE&t=224s


• Avoid player frustration — world needs to feel consistent

• Players learn the limits of the game space

• Immersion is expected

• Players want clear goals, feedback, and a sense of progress

• Players expect logic — corridors, rooms, doors

• I can subvert expectations to build tension (e.g. looping hallway)

• Pattern recognition – players train themselves to spot differences, which causes discomfort and tension.

• Cognitive dissonance – environment feels familiar but slightly “off”

• Spatial narrative – story implied by layout, lighting, and repetition

• The loop structure = a form of progression, even with no traditional levels

• Emergent fear – tension builds over time through unease, not jumpscares, Anomalies are the perfect tool

• Minimal UI – visual storytelling over direct instructions

3
7

WHAT  WE NT  WE LL /  WHAT  
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T E S T I NG  AND P LAYE R  
FE E DBACK

4
5

Neither bugged out or found and glitch

Both pointed out the annoyance of the 
glitch seam
had to give slight direction to both.

‘the seam… (if fixed) you wouldn’t even 
realise you have gone into a different 
level’  ‘would keep guessing.. Seam 
indicates you have changed levels’

‘would take a while to clock on’



T E S T I NG  -  GAME R

4
6

Tried all doors of corridor
Was expecting a jump-scare (throughout and at end) 
later on said he liked that he was waiting for one, 
strafed the corners
Made thought of backrooms

‘how old am I meant to be I am so small’
‘used to love those as a kid’
‘I was so focused on the magazines,.. I liked that there was 
distractions’

‘would be cool if when you went on carpet it would be different 
(softer)’
‘I like the sound of this (lights), it’s authentic’

Didn’t even enter large anomaly room
‘whole time I was terrified something was going to jump out at me’

missed small anomaly, restarted game
Thought Room 6 at first was an anomaly room



TESTING  –  NON GAMER

4
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Was given context, that there’s no jumpscares

‘I like the attention to detail’
‘I don’t like the noise, it’s a bit loud’ ‘would be okay if more continuous’
Started debating if toys were in right spot

Noticed the lower light in small anomaly room

Didn’t understand purpose as much, 
where the game decided if you did something right or wrong.
Explained to full idea halfway through
Large anomaly room, floating beads:
‘ that’s a bit creepy though. If there’s was jump-scares that would be 
fun’ ‘I like the textures, looks realistic’

And Key E direction to Girl.

Got jumped by end cut, wanted to look at the outside more
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T HANKYOU FOR  L I S T E NI NG

ANY QUESTIONS?



P
R

E
S

E
N

T
A

T
I
O

N
 
T

I
T

L
E

5
0

[1] J. Schell, The Art of Game Design: A Book of Lenses, CRC Press, 2019.
[2] M. J. P. Wolf, Building Imaginary Worlds: The Theory and History of Subcreation, Routledge, 2012.
[3] H. Jenkins, Game Design as Narrative Architecture, MIT, 2004. [Online]. Available: PDF.
[4] M. Sicart, Play Matters, MIT Press, 2014.
[5] Game Maker’s Toolkit, Anatomy of a Horror Level, YouTube, 2020. [Online]. Available: https://www.youtube.com/watch?v=P-IF8dqNZOU
[6] Autodesk, Maya Documentation, https://help.autodesk.com/view/MAYAUL/2022/ENU/?guid=GUID-EF723AD0-6F96-4AD6-B859-F9F9EB0CB821
[7] Reddit, How to get the scale right from Maya to UE5, https://www.reddit.com/r/unrealengine/comments/zmvo6c/how_to_get_the_scale_right_from_maya_to_ue5/
[8] Galactic Cafe, The Stanley Parable [Video Game], Steam, Oct. 17, 2013. [Online]. Available: https://store.steampowered.com/app/221910/The_Stanley_Parable/
[9] KOTAKE CREATE, The Exit 8 [Video Game], Steam, Dec. 7, 2023. [Online]. Available: https://store.steampowered.com/app/2653790/The_Exit_8/
[10] World of Level Design, Set up Maya Grid to Match Unreal Engine, https://www.worldofleveldesign.com/categories/ue4/ue4-set-up-maya-grid-to-match-unreal-
engine4.php
[11] Freepik, Magazine and Nature Templates, https://www.freepik.com/
[12] Quod Soler, Using Dynamic Level Instances in Unreal Engine 5, https://www.quodsoler.com/blog/using-dynamic-level-instances-to-create-procedural-levels-in-unreal-
engine-5
[13] E. Adams, Bad Game Designer XIII, Designer's Notebook. [Online]. Available: 
http://www.designersnotebook.com/Columns/117_Bad_Game_Designer_XIII/invisibl117_bad_game_designer_xiii.htm
[14] Reddit, LiminalSpace [Posts and Images], https://www.reddit.com/r/LiminalSpace/
[15] Canva, Design Platform, https://www.canva.com/
[16] YouTube, Unreal Engine 5 Level Travel Tutorial, https://www.youtube.com/watch?v=KUwnBb-Kvgw
[17] YouTube, Tutorial: Game Level Flow, https://www.youtube.com/watch?v=9Dtkt2Ogric
[18] YouTube, Teleport Between Levels, https://www.youtube.com/watch?v=yuQVlRdjBSE
[19] YouTube, Trigger Tutorial, https://www.youtube.com/watch?v=O7vmp73ue4Y
[20] YouTube, Teleport Tutorial, https://www.youtube.com/watch?v=BZ29dA2Y8bE
[21] YouTube, Teleporting Players Tutorial, https://www.youtube.com/watch?v=nSDIGj0Pqbg
[22] YouTube, Box Trigger to Load Level, https://www.youtube.com/watch?v=L8o2B5utcqI
[23] YouTube, Footstep Sounds Tutorial, https://www.youtube.com/watch?v=LY7Qusfp7jE
[24] YouTube, Trigger Sound FX, https://www.youtube.com/watch?v=ss9cHmZ_Psk
[25] YouTube, Ambient Audio Design, https://www.youtube.com/watch?v=A53GL_5PuaM
[26] YouTube, Play Audio on Keypress, https://www.youtube.com/watch?v=emOsoyHSmAE&t=224s
[27] YouTube, Sound Design Guide, https://www.youtube.com/watch?v=O2PKihXmejw
[28] YouTube, Environment Lighting Tips, https://www.youtube.com/watch?v=HVw5EuegHlg
[29] Unreal Engine Forums, Teleport with BoxTrigger, https://forums.unrealengine.com/t/teleport-player-with-boxtrigger/293341
[30] Unreal Engine Forums, Set Player Rotation After Teleport, https://forums.unrealengine.com/t/set-player-rotation-after-teleport/295265
[31] Unreal Engine Forums, Footsteps Sounds Scenario, https://forums.unrealengine.com/t/how-do-i-add-footsteps-sounds-to-my-character-in-this-specific-
scenario/479352/10
[32] Unreal Engine Forums, Teleport Between Two Levels, https://forums.unrealengine.com/t/how-to-create-teleport-between-two-levels/343399
[33] Unreal Engine Forums, Load New Level from Box Trigger, https://forums.unrealengine.com/t/load-new-level-from-box-trigger/346368
[34] Unreal Engine Forums, Play/Stop Audio on Key Press, https://forums.unrealengine.com/t/play-stop-audio-on-key-press-release/412055/4

https://www.youtube.com/watch?v=P-IF8dqNZOU
https://help.autodesk.com/view/MAYAUL/2022/ENU/?guid=GUID-EF723AD0-6F96-4AD6-B859-F9F9EB0CB821
https://www.reddit.com/r/unrealengine/comments/zmvo6c/how_to_get_the_scale_right_from_maya_to_ue5/
https://store.steampowered.com/app/221910/The_Stanley_Parable/
https://store.steampowered.com/app/2653790/The_Exit_8/
https://www.worldofleveldesign.com/categories/ue4/ue4-set-up-maya-grid-to-match-unreal-engine4.php
https://www.worldofleveldesign.com/categories/ue4/ue4-set-up-maya-grid-to-match-unreal-engine4.php
https://www.freepik.com/
https://www.quodsoler.com/blog/using-dynamic-level-instances-to-create-procedural-levels-in-unreal-engine-5
https://www.quodsoler.com/blog/using-dynamic-level-instances-to-create-procedural-levels-in-unreal-engine-5
http://www.designersnotebook.com/Columns/117_Bad_Game_Designer_XIII/invisibl117_bad_game_designer_xiii.htm
https://www.reddit.com/r/LiminalSpace/
https://www.canva.com/
https://www.youtube.com/watch?v=KUwnBb-Kvgw
https://www.youtube.com/watch?v=9Dtkt2Ogric
https://www.youtube.com/watch?v=yuQVlRdjBSE
https://www.youtube.com/watch?v=O7vmp73ue4Y
https://www.youtube.com/watch?v=BZ29dA2Y8bE
https://www.youtube.com/watch?v=nSDIGj0Pqbg
https://www.youtube.com/watch?v=L8o2B5utcqI
https://www.youtube.com/watch?v=LY7Qusfp7jE
https://www.youtube.com/watch?v=ss9cHmZ_Psk
https://www.youtube.com/watch?v=A53GL_5PuaM
https://www.youtube.com/watch?v=emOsoyHSmAE&t=224s
https://www.youtube.com/watch?v=O2PKihXmejw
https://www.youtube.com/watch?v=HVw5EuegHlg
https://forums.unrealengine.com/t/teleport-player-with-boxtrigger/293341
https://forums.unrealengine.com/t/set-player-rotation-after-teleport/295265
https://forums.unrealengine.com/t/how-do-i-add-footsteps-sounds-to-my-character-in-this-specific-scenario/479352/10
https://forums.unrealengine.com/t/how-do-i-add-footsteps-sounds-to-my-character-in-this-specific-scenario/479352/10
https://forums.unrealengine.com/t/how-to-create-teleport-between-two-levels/343399
https://forums.unrealengine.com/t/load-new-level-from-box-trigger/346368
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TUTORIALS I FOLLOWED OR REFRENCED TO:

https://www.quodsoler.com/blog/using-dynamic-level-instances-to-create-procedural-levels-in-unreal-engine-5

https://forums.unrealengine.com/t/teleport-player-with-boxtrigger/293341

https://forums.unrealengine.com/t/set-player-rotation-after-teleport/295265

https://forums.unrealengine.com/t/how-do-i-add-footsteps-sounds-to-my-character-in-this-specific-scenario/479352/10

https://www.youtube.com/watch?v=yuQVlRdjBSE

https://www.youtube.com/watch?v=O7vmp73ue4Y#

https://forums.unrealengine.com/t/how-to-create-teleport-between-two-levels/343399

https://www.youtube.com/watch?v=BZ29dA2Y8bE

https://www.youtube.com/watch?v=nSDIGj0Pqbg

https://www.youtube.com/watch?v=KUwnBb-Kvgw

https://forums.unrealengine.com/t/load-new-level-from-box-trigger/346368

https://www.youtube.com/watch?v=L8o2B5utcqI

https://www.youtube.com/watch?v=LY7Qusfp7jE

https://www.youtube.com/watch?v=ss9cHmZ_Psk

https://www.youtube.com/watch?v=A53GL_5PuaM

https://forums.unrealengine.com/t/play-stop-audio-on-key-press-release/412055/4

https://www.youtube.com/watch?v=emOsoyHSmAE&t=224s

https://www.youtube.com/watch?v=O2PKihXmejw

https://www.youtube.com/watch?v=HVw5EuegHlg

http://www.designersnotebook.com/Columns/117_Bad_Game_Designer_XIII/invisibl117_bad_game_designer_xiii.htm
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1https://www.reddit.com/r/LiminalSpace/comments/1j0ztvr/this_hallway/

2 

https://www.reddit.com/r/LiminalSpace/comments/1j2q4kt/abandoned_parts_of_a_dead

_mall/

3 https://www.reddit.com/r/LiminalSpace/comments/1j1hrs6/waiting/

4 

https://www.reddit.com/r/LiminalSpace/comments/1j2q6wn/a_friends_place_im

ages_are_raw_no_effects/

5 https://www.reddit.com/r/LiminalSpace/comments/1j2g2op/shinjuku_2015/

6 https://www.reddit.com/r/LiminalSpace/comments/1j1dzm1/daydreaming/

7 

https://www.reddit.com/r/LiminalSpace/comments/1j1fobp/this_one_famous_liminal_ph

oto_that_came_from_one/

https://www.canva.com/

https://www.quodsoler.com/blog/using-dynamic-level-instances-to-create-procedural-levels-in-unreal-engine-5
https://forums.unrealengine.com/t/teleport-player-with-boxtrigger/293341
https://forums.unrealengine.com/t/set-player-rotation-after-teleport/295265
https://forums.unrealengine.com/t/how-do-i-add-footsteps-sounds-to-my-character-in-this-specific-scenario/479352/10
https://www.youtube.com/watch?v=yuQVlRdjBSE
https://www.youtube.com/watch?v=O7vmp73ue4Y
https://forums.unrealengine.com/t/how-to-create-teleport-between-two-levels/343399
https://www.youtube.com/watch?v=BZ29dA2Y8bE
https://www.youtube.com/watch?v=nSDIGj0Pqbg
https://www.youtube.com/watch?v=KUwnBb-Kvgw
https://forums.unrealengine.com/t/load-new-level-from-box-trigger/346368
https://www.youtube.com/watch?v=L8o2B5utcqI
https://www.youtube.com/watch?v=LY7Qusfp7jE
https://www.youtube.com/watch?v=ss9cHmZ_Psk
https://www.youtube.com/watch?v=A53GL_5PuaM
https://forums.unrealengine.com/t/play-stop-audio-on-key-press-release/412055/4
https://www.youtube.com/watch?v=emOsoyHSmAE&t=224s
https://www.youtube.com/watch?v=O2PKihXmejw
https://www.youtube.com/watch?v=HVw5EuegHlg
http://www.designersnotebook.com/Columns/117_Bad_Game_Designer_XIII/invisibl117_bad_game_designer_xiii.htm
https://www.canva.com/

	Slide 1: ROOM 6
	Slide 2: Catch Up!
	Slide 3: Resources
	Slide 4
	Slide 5: GAME PROGRESSION AND MECHANICS
	Slide 6: What Was I Aiming For?
	Slide 7
	Slide 8: Own Photogrpahy
	Slide 9
	Slide 10
	Slide 11: Research & Planning
	Slide 12
	Slide 13: Design Principles previously known
	Slide 14
	Slide 15: Project management
	Slide 16
	Slide 17: Design Framework – Game Plan, Not Just Gameplay
	Slide 18
	Slide 19: Planning, modular 
	Slide 20
	Slide 21: MODELING 
	Slide 22: texturing
	Slide 23: Pluggin’ in
	Slide 24: Prototyping
	Slide 25
	Slide 26: I decided to make each iteration a different level
	Slide 27
	Slide 28
	Slide 29: Building the level iterations
	Slide 30
	Slide 31: Ideas for different Anomalies
	Slide 32: vISUALS
	Slide 33: Extra Details
	Slide 34: Audio
	Slide 35: Audio
	Slide 36: cHALLENGES
	Slide 37
	Slide 38
	Slide 39
	Slide 40
	Slide 41
	Slide 42
	Slide 43
	Slide 44
	Slide 45: Testing and Player feedback 
	Slide 46: Testing - gamer
	Slide 47: Testing – non gamer
	Slide 48
	Slide 49
	Slide 50
	Slide 51

