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Design 

The very first step of the design process was research to find out what people liked in 
horror games, moves and other forms of interactive media. I sifted through comment 
sections and reviews for multiple horror movies such as Creep, Saw, Nightmare on Elm's 
Street and The Witch. Some common elements people liked in these movies were the 
unpredictability of the enemy and the fact that in some movies, you can't directly see the 
threat.  

I then moved onto games. Considering that the team wanted to go for a fixed position 
game (due to time constraints) , I looked at common titles in the genre such as Five Nights 
at Freddy's and analyzed horror elements in Slenderman and SCP. After compiling and 
looked at the data collected, we came up with a list of mechanics/features that people 
loved in horror games. These were:  

• Systems that severely punish the player for making mistakes 

• Ever-changing scary atmosphere 

• Monsters and villains that weren't visible to the player 

• Ambient sounds with reverb (people seem to be scared of echos in large indoor spaces 

• Sneaking around 

After a session of ideation, we came up with the following concept. A game where the 
player has to place 8 clips (from a set of 10) in the correct sequence and render the video. 
They will only be able to watch a clip by clicking on a  video tape that's placed in the 
scene. The player only has 3 tries to complete this task. Creating limits for the amount of 
tries granted to the player helped ensure that they will not be able to beat the game using 
a trial and error approach. If all clips are placed in the correct sequence and rendered, the 
evidence is collected and the killer is captured. If not, the player is captured by the killer. 



Testing and iteration 

Our game heavily relied on feedback from testers, so we held 2 playtest sessions at 
different points of the development pipeline to test mechanics. The most common 
feedback given was that the testers did not know what to do once they were in the scene.  

To fix this, I added a small note in the scene that the player could click. This note had 
information on how to play the game and the lose condition. I wanted the note to be a part 
of the experience and not displayed on a menu or UI as one of our main pillars was 
immersion. I believe that the addition of this was pivotal, as the first thing that most 
Youtube game streamers did was interact with the note.  

Image: Contents of the note 

Another complaint the testers had was that the atmosphere was pretty dull, boring and not 
scary enough. After another session of ideation, I decided to add a "random occurrence" 
system. I first watched a couple of movies that were filmed using a handycam (eg: Creep) 
and observed the lighting in some scenes. Personally, I found scenes with white lights 
more uncomfortable than the ones that had yellow lights and so did my teammates.  

I then placed lights in the scene in specific positions to make the player uncomfortable. I 
wanted there to be some unpredictability in the game so I created a system that would 
randomly turn off the light for a brief moment. I coupled this with a sound effect of 
footsteps and this was very popular with the testers. This was an important addition as I 
wanted the player to be in the shoes of someone who is sneaking under a killer's nose. 



Image: Visibility when the environment is lit 

Image: Visibility when the environment is dark 

Implementing these changes helped polish the game. The game received overwhelmingly 
positive reviews and has been downloaded over 2000 times on itch.io.


	Design
	Testing and iteration

