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Constraints

● 8 weeks

● 5 Game Design students

● Unreal Engine

● VR Only

● 90 fps

● “Instinct”



Pitch

● You are trapped alone in a strange dark room, without any visible way to escape.

● Suddenly, a gentle voice can be heard through a speaker.

● They appear to be trapped and claim that only you can save them.



overview



Overview

● Interactive horror Experience

● VR headset (made with HTC Vive)

● Made with Unreal Engine

● 25-30 yo, psychological horror enthusiasts



Small oppressive room



Overwhelming number of 
elements



Dark, old and rusty visuals

Stressful sound design



Increasing difficulty and pace



Unique Selling Points

● Strong personal connection 

● Quick and seamless immersion



Creative process



Creative Process

● References
○ “Please, don't touch anything"  
○ "Five nights at Freddy's” 
○ “Keep talking and nobody explodes”

● We took inspiration from those for :
○ Atmosphere
○ Simple gameplay
○ Overload of informations



Creative Process

● Side reference: Milgram Experience 1960-63
○ Tendencies to follow orders and instructions
○ Resistance to empathy

● Experimentation
○ Reaction test to the voiceover in correlation with the 

milgram experiences and the game situation 



Creative Process

● Art 
○ Inspiration comes from 

■ Old machinery
■ The abandoned site of 

Chernobyl  
■ More generally the Cold 

War aesthetics

● Level Design
○ Amount of visual information 

given
○ Feeling of confusion/panic
○ Impression of chaos and urge 



Creative Process

● Looking for inspiration

● Interesting spin 

● Possibility on any voice actor

“undeify” 



Creative Process

● Multiple meetups

● Cooperation on text and character development 

● Expertise on voice-acting

Working with our voice actress

Aphrodite, as seen in “Hades” by Supergiant Games



gameplay



Gameplay
Pushing buttons and pulling levers as main basic interactions 



Gameplay

Combined interactions Patterns to memorize



Phase 1

Phase 4

Phase 2

Phase 3





Post mortem

Incompatible Versions

Communication 
issues

Different visions of the Project

What went wrong



Post mortem

What we have learned 

Communicate between different fieldsHandling tensions
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